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PREFACE. 


Mt  Second  Series  of  Lessons,   published  in   1834, 

having  become  rather  scarce,  I  some  time  since  began  to 

prepare   a   new  edition  of  that  vplume;    but,  finding  it 

necessary  to  make  considerable  alterations  and  additions, 

I  determined  on  combining  both  First  and  Second  Series 

into  one  Treatise;  hence  the  present  volume,  which  is 

limited  to  an  Analysis  of  the  ordinary  Openings  of  Games, 

and  contains  all  that  I  thought  worth  extracting  from  the 

First  and  Second  Series;  but  without  the  copious  £e- 

marks  given  in  the  former,  which  will  continue  to  be 

published  for  the  use  of  those  young  players  who  require 

a  reason  for  every  move. 

Many  important  discoveries  and  improved  methods  of 
attack  and  defence  have  been  made  since  the  first  publi- 
cation of  my  Lessons  ;  they  will  be  found  incorporated 
in  the  present  volume;  among  the  most  conspicuous  is 
the  new  Attack  in  the  Muzio  Gambit. 
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VI  PREFACE. 

For  want  of  room  I  have  been  obliged  to  compress  and 
abridge  much,  as  well  as  to  omit  the  Method  of  playing 
Pawns  at  the  end  of  the  Game,  of  checkmating  with 
single  pieces,  &c  &c;  these  it  is  my  intention,  health 
and  leisure  permitting,  to  publish  in  a  Supplement  to  the 
present  volume. 

I  have  availed  myself  largely  of  the  labours  of  former 
writers,  without  which  it  were  in  vain  to  attempt  writing 
a  work  ori  Chess;  but  I  have  not  thought  it  necessary 
to  state,  on  all  occasions,  from  whom  this  or  that  Vari- 
ation or  move  has  been  taken.  The  works  of  all  the  best 
authors  have  been  consulted,  and  though  I  occasionally 
differ  from  them,  yet  I  willingly  acknowledge  their  great 
merits;  those  to  whom  I  am  principally  indebted  are 
Lopez,  Salvio,  Greco,  Lolli,  Cozio,  Fonziani,  and  Ghulam 
Kassim.  The  greater  part  of  the  volume  having  been 
printed  before  I  received  the  valuable  works  of  Major 
C.  F.  De  Jaenisch,  and  P.  R.  v.  Bilguer  und  v.  d.  Lasa, 
I  have  been  unable  to  enrich  my  work  with  extracts  from 
theirs  to  the  extent  I  could  have  wished. 

The  twenty-five  original  Problems,  at  the  end  of  the 
volume,  were  composed  for,  and  kindly  presented  to  me 
by  my  friend  the  Rev.  H.  Bolton;  they  will  be  found, 
in  every  respect,  worthy  of  the  well-known  skill  of  the 
author. 


•  • 


PREFACE.  VU 


To  enable  the  reader  to  refer  with  facility  to  any  par- 
ticular Openings  I  have  added  a  detailed  Index  to  the 
Games^  the  want  of  which  has  often  been  felt  by  Chess 
Students. 

I  cannot  dose  this  Preface  without  noticing  the  conduct 
of  Mr.  George  Walker,  in  hb  Treatise  on  Chess,  published 
in  1833,  and  again  in  1841. 

Long  after  the  publication  of  the  former  edition  I  was 
informed  by  a  friend  that  Mr.  W.  had  been  guilty  of 
a  wholesale  •  .  .  what  shall  I  call  it  ?  .  .  .  appropriation 
of  many  pages  of  original  matter  from  my  Second 
Series  of  Lessons,  published  in  1832.  I  found,  on 
examination,  to  my  great  surprise  and  regret,  that 
Mr.  W.,  who  on  all  occasions  has  vehemently  (though 
not  always  justly)  exclaimed  against  the  practice  of 
*'  plundering  "  from  others  without  acknowledgment, 
had  himself,  without  permission  from  me,  or  any 
avowal  on  his  part,  copied  from  my  work  what  he 
well  knew  was  alone  my  property,  and  this  not  a 
move  or  two  to  criticise  or  comment  on,  but  whole 
pages. 

This  is  no  doubt  an  easy  way  of  obtaining  reputation  as 
a  Chess  writer,  but  probably  few  persons  would  be  found 
to  follow  Mr.  W.'s  example  in  this  particular. 
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Vin  PREFACE. 

In  the  last  edition  of  Mr,  W.'s  book,  whether  from 
a  returning  sense  of  propriety  or  from  some  friendly  hint, 
he  says  in  the  Preface,  after  mentioning  my  name,  that 
he  has  not  hesitated  to  avail  himself  occasionally  of  my 
labours,  ^*  feeling  that  to  shrink  from  naming  a  cotempo- 
rary  author  is  equally  contemptible  as  ridiculous;"  he 
also  states  that  he  holds  ^^  such  borrowing  to  be  perfectly 
legitimate,  when  the  avowal  of  obligation  is  openly 
proclfumed ;"  but  Mr.  W.  need  not  surely  be  reminded, 
that  where  there  is  a  borrower  there  must  also  be  a  lender ; 
and  that  before  making  use  of  another  person's  property, 
it  is  indispensable  to  obtain  the  consent  of  the  owner. 

I  am  not  aware  that  I  have  myself  taken  any  original 
matter  from  Mr.  W.'s  book ;  if  I  have  so  done,  it  has 
been  from  inadvertence,  for  which  I  beg  his  and  my 
reader's  pardon. 

Whether  Mr,  Walker  will  have  the  manliness  to  confess 
that  he  has  done  wrong,  and  is  sorry  for  it,  is  a  matter 
that  concerns  himself,  but  is  of  no  importance  to  me. 


12,  Chatham  Place,  Bijickfriars, 
December t  1843. 
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Page  48,  line  14,  for  Q.R.  fifth,  rea</  KB.  fifth. 

KP.  takes  Kt,  read  Q.P.  takes  Kt 

KKt.  to  KB.  sixth,*  read  QJCt  to  KB.  sixth.* 

KRP.  one  square,  read  Q.B.P.  one  square. 

8.  Q.P.  two  squares,  read  8.  KR.P.  two  squares. 

KKt  to  Q.a  third,  read  K.Kt.  to  KB.  third. 

wns  for  a  Bishop,  read  three  Pawns  for  a  Bishop. 

Q.  takes  KKtP.,  read  Q.  takes  Q.KtP. 

17.  You  will  win  the  Queen  or  checkmate,  read  you 

will  checkmate  in  three  moves, 
taking  P.  with  KJ3.,  reoJ  taking  P.  with  Q.B. 
Second  Defence,  read  Third  Defence. 
If  heplay  KB.P.,readIf  heplayKB.P.  to  KB.  fourth. 
Q.  to  K.R.  fourth,  read  Q.  to  Q.B.  fourth. 
K  to  KB.  third,  read  Kt  to  KB.  third. 
17.  Q.  to  KB.  fourth,  read  17.  Q.  to  Q.B.  fourth, 
he  will  checkmate  in  three  moves,  read  he  will  win 

the  Queen,  or  checkmate  in  three  moves. 
Q.  to  K  second,  read  K  to  Q.  second. 
Q.B.P.  takes  P.,  read  Q.B.P.  takes  B. 
but  if  not,  read  and  if  not. 
Q.P.  takes  P.,  read  KP.  takes  P. 
from  whose  work  thin  and  the  succeeding  Games  of 

this  Opening  are  chiefly  taken,  read  from  whose 

work  this  Game  is  taken. 
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Page  37. 

It  is  stated  in  the  last  line  that  White  wins  K.  Kt. ;  this  is  not 
correct,  because  Black  may  check  with  Q.  at  K.  fifth ;  and  if 
White  take  ILEt,  Black  will  exchange  Queens,  and  then  take 
K.B. 

White,  instead  of  plajing,  on  the  sixth  move,  K.B.  takes 
E.B.P.'*'  should  have  played  as  follows: 

6.  Q.  takes  K.B.P.+  6.  K.  to  Q.  square. 

7.  K.Kt  to  K.B.  third. 

In  the  first  place, 

7.  Q.  to  K  fifth.+ 

8.  E.  takes  Et.  8.  K.B.  checks. 

9.  E.  to  E.Et.  third,  and  has  evidently  the  best  of  the  game. 

In  the  second  place, 

7.  Et.  to  Q.  sixth.++ 

8.  E.  to  Q.  second.  8.  Q.  to  E.B.  seventh  + 

9.  E.  takes  Et.  9.  E.B.  to  E.  second. 

10.  Q.B.  to  E.  third.  10.  Q.  takes  E.Et. P. 

11.  E.R.  to  E.Et.  square,  having  a  forced  won  game. 


■*<"V*li'VVW%«'VMMW\J»^ 


Page  161. — Twenty-third  Game. 

Major  Jaenisch  has  pointed  out  an  error  in  this  game.     Black, 
on  the  tenth  move  of  the  Second  Defence,  instead  of  taking 
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K.  Kt.  with  K.,  ought  to  plaj  Q.  Kt.  to  its  third ;  and  on  White 
removing  K.B.  to  Q.Et.  third,  Black  should  play  K.R.  to  E.B. 
square,  having  the  best  of  the  game. 

Miyor  J.  recommends  White,  on  the  seventh  move,  to  take 
E.  B.  P.  with  E.  Et.,  but  I  doubt  the  correctness  of  that  move, 
for  reasons  stated,  page  162.  White  will,  however,  have  rather 
the  best  of  the  game,  if,  on  the  seventh  move,  he  plaj  Q*  P.  one 
square,  or  if,  for  his  fifth  move,  he  castle,  instead  of  plajring 
E.  Et  to  its  fifth. 


Page  366. 

I  find  that  in  copjing  this  game  from  Eoch's  work  I  have 
overlooked  a  move  which  would  give  Black  the  best  of  the  game ; 
the  following  are  the  moves  from  Eoch  : — 

In  the  first  place, 

13.  E.Et.  to  Q.  fourth. 

14.  Et.  takes  Et.  14.  Q.  takes  Et. 

15.  Q.B.P.  two  squares.         15.  Q.   to  E.  third;    instead 

of  this  move  Black  ought  to  take  Q.P.,  checking,  and 
forcing  the  exchange  of  Queens,  will  remain  with  the 
best  of  the  game.  White's  fifteenth  move  is  a  bad 
one  ;  it  appears  to  me  that  he  ought  to  plaj 

15.  E.P.  one  square.  15.  Khe  takeP.  withE.B.P. 

he  will  be  checkmated  in  four  moves.     If  he  take  P. 

with  Q.  P.  you  will  easily  win,  by  taking  E.  B.  P.  with 

Q.,  and  afterwards  checking  with  Q.  at  E.  B.  sixth.     If 

he  castle,  you  will  win  easily,  by  taking  E.  B.  P.  with  P. 

Finally,  if  he  play 

Q.  takes  Q.P.+ 

16.  Q.  takes  Q.  16,  Et  takes  Q. 

17.  P.  takes  E.B.P.++  17.  E.  to  E.B.  square. 

18.  Q.B.  to  K,  eighth,  checks,  and  wins. 
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CHAPTER  I. 

ON   THE    CHESSBOARD   AND   MEN — METHOD   OF    PLACING   THE 

PIECES — THE   MOVES,    ETC. 

The  game  of  Chess  is  played  by  two  persons  on  a 
board  of  sixty-four  squares^  eight  on  each  side.  The 
squares  are  usually  coloured  black  and  white  alternately, 
and  the  board  is  so  placed,  that  each  player  has  a  white 
square  at  his  right-hand  comer.  This  is  not  a  matter 
of  necessity,  but  of  custouL  The  lines  of  squares  from 
right  to  lefl  are  called  ranks^  those  from  one  player  to  the 
other  are  called  ^files,  those  running  obliquely  are  called 
diagonab. 

Each  player  has  eight  pieces  and  eight  pawns,  and,  for 
the  sake  of  distinction,  one  set  is  usually  white,  and  the 
other  black  or  red.  The  pieces  on  each  side  are  a  King, 
a  Queen,  two  Books  or  Castles,  two  Bishops,  and  two 
Knights,  besides  the  eight  Pawns. 

The  method  of  placing  the  pieces  prior  to  beginning  a 
game  is  thus :  on  each  comer  square  of  the  side  nearest 

b2 
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the  player  ie  placed  a  Rook ;  on  the  same  side,  and  next 
to  each  Kook,  a  Knight ;  next  to  each  Knight,  a  Bishop, 
leaving  two  squares  for  the  King  and  Queen.  The  white 
Queen  is  placed  on  a  white  square,  the  black  Queen  on  a 
black  square ;  the  remaining  square  is  occupied  by  the 
King.  This  method  of  placing  the  King  and  Queen  is 
not  essential  to  the  game,  but  it  is  the  custom  and  law ; 
for  the  white  Queen  might  equally  well  be  placed  on  a 
black  square,  provided  the  black  Queen  were  placed  on  a 
white  square ;  for  it  is  a  part  of  the  constitution  of  the 
game  that  the  Kings  and  Queens  shall  be  exactly  opposite 
each  other. 

The  eight  Fawns  are  placed  on  the  squares  in  front 
of  the  pieces.  The  following  diagram  shows  the  po- 
sition of  the  board,  pieces,  and  pawns  at  the  commence- 
ment of  a  game. 


MOVES.  O 

With  regard  to  the  moves  peculiar  to  each  piece,  I  would 
advise  the  reader  to  apply  to  some  friend  to  teach  him. 
He  will  learn  them  much  easier  than  from  any  written 
description;  nevertheless,  for  the  use  of  those  who  have 
no  chess-playing  acquaintance,  I  subjoin  the  descrip- 
tion. 

1.  The  Pawn  moves  along  the  file  on  which  it  is  placed ; 
the  first  move  may  be  either  one  or  two  squares,  but  every 
succeeding  move  is  limited  to  one  square ;  it  is  not  allowed 
to  move  backward.  It  takes  the  adverse  pieces  diagonally 
to  the  right  or  left  one  square  forward,  and  continues  on 
the  new  file  until  it  capture  another  piece.  A  Pawn  has 
abo  the  power  of  taking  en  passant^  explained  in  the  third 
chapter. 

2.  The  Knight's  move  is  a  very  peculiar  one;  it  con- 
sists of  one  square  diagonally  and  one  square  straight ;  it 
combines,  therefore,  the  move  of  the  Rook  and  Bishop, 
but  is  limited  to  one  square  of  each.  Perhaps  the  fol- 
lowing method  will  explain  more  easily  to  the  reader  the 
move  of  the  Ejiight.  Place  the  Knight  on  any  part  of 
the  board,  say  the  White  King's  fourth  square,  cover  the 
eight  adjoining  squares  with  wafers,  the  Knight  may  be 
played  to  any  square  adjoining  those  occupied  by  the 
wafers,  and  of  a  different  colour  from  the  one  on  which 
the  Knight  stands.  In  this  instance,  the  Knight,  being 
on  a  white  square,  may  be  played  to  eight  black  ones. 
The  Knight  is  the  only  piece  allowed  to  move  over 
another. 

3.  The  Bishop  moves  diagonally  forwards  or  backwards, 
to  any  distance,  over  vacant  squares. 

4.  The  Book  (also  called  the  Castle)  moves  in  straight 
lines  forward,  backward  or  sideways,  to  any  distance  over 
vacant  squares. 
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5.  The  Queen  can  moyc  either  like  a  Rook  or  like  a 
Bishop. 

6.  The  Ejng  moyes  one  square  at  a  time,  except  when 
he  castles  (see  p.  8),  either  forwards,  backwards,  sideways, 
or  diagonally. 

All  the  pieces  except  the  Pawn  capture  in  the  direction 
in  which  they  move ;  the  method  of  taking  is  to  remove 
the  adverse  piece,  and  place  your  own  on  the  square 
occupied  by  the  former. 

A  player  is  not  obliged  to  take  the  adverse  piece  if  he 
can  make  any  other  move. 

The  object  of  each  player  is  to  checkmate  the  adverse 
King.  (See  an  expknation  of  this  term  in  the  third 
chapter.)  When  this  is  effected,  the  pafty  whose  King  is 
checkmated  loses  the  game.  It  commonly  happens  that 
the  game  is  given  up  when  the  player  finds  himself  in  a 
very  bad  position,  or,  having  lost  one  or  more  pieces,  it  is 
evidently  of  no  use  continuing  the  game. 

The  game  may  also  be  draum.  (See  an  explanation  of 
this  term  in  the  third  chapter.) 


CHAPTER  IL 

METHOD   OF   DESCRIBING   THE   MOVES,    ETC. 

The  method  adopted  throughout  this  work,  in  describ- 
ing the  moves  as  well  as  the  name  of  each  piece  and 
square,  shall  now  be  explained.  The  square  on  which 
either  King  is  placed  at  the  beginning  of  the  game  is 
called  the  King's  square;  the  one  in  front,  the  King's 
second  square ;  the  next  on  the  same  file,  the  King's  third 
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square,  and  so  on  to  the  King's  eighth  square.     Thus  it 
appears,  that — 

The  White  King's  sq.  is  the  same  as  the  Black  King's  eighth  sq. 
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The  Bishop  standing  close  to  the  King  is  called  the 
King's  Bishop,  and  the  square  he  occupies  the  Swing's 
Bishop's  square ;  the  next  square  on  the  same  file  is  called 
the  King's  Bishop's  second  square,  the  next  the  King's 
Bishop's  third  square,  &c.  &c.  Next  to  the  King's  Bishop 
stands  the  King's  Knight,  and  the  square  he  occupies  is 
called  the  King's  Kjiight's  square,  and  the  other  squares 
on  the  same  file  the  King's  Knight's  second,  third,  &c. 
squares;  next  to  the  King's  Knight  stands  the  King's 
Rook  on  the  King's  Book's  square,  and  the  other  squares 
on  the  same  file  are  called  the  King's  Book's  second,  third, 
&C.  squares ;  on  the  other  side  next  to  the  King  stands 
the  Queen,  on  the  Queen's  square;  then  follow  the 
Queen's  Bishop,  Queen's  Knight,  and  Queen's  Book, 
on  their  respective  squares,  and  the  squares  in  front 
of  them  are  designated  in  the  same  manner  as  on  the 
King's  aide. 

The  Pawns  take  their  names  from  the  piece  which 
stands  behind  them  at  tiie  beginning  of  the  game ;  thus, 
llie  Pawn  before  the  King  is  called  the  King's  Pawn,  that 
before  the  Queen  the  Queen's  Pawn,  and  so  on  with  the 
others. 


8  EXPLANATION   OF 

The  chief  abbreviations  used  throughout  the  work  ore 
as  follows: — 


K for  King. 

Q. Queen. 

R Rook. 

B Bishop. 

Kt. Knight. 


P. .  .  for  Pawn. 

sq square. 

adv.   .  .  .  adversary's.^ 

+    •  .  .  '  check  or  checking. 


The  word  square  is  usually  omitted;  for  example; 
KB.  to  Q.B.  fourth,  instead  of  KB.  to  Q.B.  fourth 
square. 

The  reader  is  supposed  to  play  the  White  pieces,  and  is 
addressed  in  the  second  person ;  the  player  of  the  Black 
pieces  is  an  imaginary  antagonist,  who  is  spoken  of  in  the 
third  person. 


CHAPTER  III. 

EXPLANATION    OF    THE    PRINCIPAL    TECHNICAL    TERMS    USED   AT 

CHESS. 

Castlino. — This  is  a  peculiar  movement  of  the  Kng 
with  either  of  the  Books,  and  is  usually  made  in  order 
to  place  the  King  in  greater  security.  The  method  of 
castling  in  this  country  with  the  King's  Rook,  is  to  play 
the  Rook  to  the  King's  Bishop's  square,  and  the  King  to 
the  King's  Knight's  square ;  with  the  Queen's  Rook  you 
play  the  Rook  to  Queen's  square,  and  the  King  to  the 
Queen's  Bishop's  square.     See  the  16th  Law. 

Check. — An  attack  made  on  the  King  by  a  piece  or 
pawn. 

A  iimpls  check  is  when  the  King  is  attacked  only  by  the 
piece  that  is  moved. 
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A  dhdovered  ch^,  or  a  check  by  discaemyi  is  when  the 
King  is  attacked  not  by  the  piece  which  is  moved  but  by 
the  one  which  is  discovered  by  the  removal  of  the  piece ; 
thus : — place  the  Black  King  on  King's  Book's  square, — 
a  White  Rook  on  White  King's  fifth  square, — a  White 
Bishop  on  White  Queen's  fourth  square ;  if  you  move  the 
Kook  to  Eang's.  fourth  square,  you  check  the  Black  King 
with  the  Bishop  by  discovery.  ^ 

A  double  cheek  is  when  the  King  is  attacked  as  well  by 
the  piece  that  is  moved  as  by  the  one  discovered;  for 
example:  place  the  pieces  as  before,  and  play  the  Book 
to  White  King's  Book's  fifth  square ;  the  Book  as  well 
as  the  Bishop  checks  the  Black  King. 

Checkmate. — When  the  King  is  so  attacked  that  he 
cannot  be  moved  out  of  check,  take  the  piece  that  checks 
him  or  interpose  any  piece,  he  is  said  to  be  checkmcUed^  and 
the  game  is  won  by  the  player  giving  the  checkmate. 

Doubled  Pawn. — When  two  Pawns  are  on  the  same 
file,  the  fix)nt  Pawn  is  called  a  doubled  Pawru 

Drawn  Game. — ^When  neither  party  can  checkmate 
the  other  the  game  is  drawn.  There  are  several,  sorts 
of  drawn  games:  1.  When  you  have  not  sufficient  force, 
as  a  King  and  Knight  only, — a  King  and  two  Ejiights, 
&C.  &C.;  2.  When  you  have  sufficient  force,  but  are 
unacquainted  with  the  method  of  checkmating  within 
the  fifiiy  moves  required  by  the  22d  Law;  3.  By 
a  perpetual  check;  4.  When  both  players  act  on  the 
defensive;  6.  When  each  player  has  the  same  force, 
as  a  Queen,  Book,  &c  &c.;  6.  When  one  of  the  Ejngs 
is  stalemaied. 


10  •  EXPLANATION  OF 

En  prise. — When  a  piece  is  attacked  by  another  it  is 
said  to  be  ^  prise  of  the  attacking  piece.  To  put  a  piece 
0n  prise  is  to  play  it  so  that  it  may  be  taken  by  the  adver- 
sary. 

To  GAIN  THE  Exchange. — ^When  a  player  wins  a  Book 
for  a  Bishop  or  Ejiight,  he  is  said  to  pain  the  exchange. 

Gambit. — A  peculiar  beginning  of  a  game,  in  which 
a  Fawn  is  sacrificed  on  the  second  move  by  the  first 
player.  There  are  two  principal  Gambits,  the  King's  and 
the  Queen's.  The  King's  Gambit  consists  in  each  player 
moving  King's  Pawn  two  squares  for  the  first  move,  and 
then  the  first  player  moves  his  King's  Bishop's  Pawn 
two  squares,  which  the  second  player  takes  with  his 
King's  Pawn.  The  Queen's  Gambit  is  begun  in  a  similar 
manner,  with  the  two  Queen's  Pawns  and  the  Queen's 
Bishop's  Pawn. 

Gambit  Pawn. — In  the  Gumbits  the  second  player's 
King's  or  Queen's  Pawn,  after  having  taken  the  first 
player's  King's  Bishop's  or  Queen's  Bishop's  Pawn,  is 
called  the  Gambit  Pawn. 

J'adoube. — A  French  expression,  meaning  "  I  arrange," 
or  "  I  replace,"  and  is  used  when  you  touch  a  piece  with- 
out intending  to  play  it.     See  the  7th  Law. 

MmoB  Piece. — The  Bishops  and  Knights  are  called 
minor  pieces. 

Passed  Fawn. — A  Pawn  that  is  not  prevented  by  any 
of  the  adversary's  Pawns  from  reaching  its  eighth  square, 
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k  called  a  passed  Pawn ;  it  follows  of  course  that  the 
adversary  has  no  Pawn  on  the  same  or  on  either  of  the 
adjoining  files. 

To  Queen  a  Pawn,  or  to  advance  a  Pawn  to  Queen. 
— This  is  said  of  a  Pawn  that  reaches  its  eighth  square, 
and  which  may  then  assume  the  power  of  a  Queen,  Book, 
&C.  &c     See  the  2l8t  Law. 

Stalemate. — When  a  player  having  to  move  has  his 
King  unattacked,  and  in  such  a  situation  that  he  cannot 
move  him  without  putting  him  en  prise^  and  at  the  same 
time  has  no  other  piece  or  pawn  that  can  be  moved,  his 
Ejng  is  said  to  be  stalemated,  or  in  a  stalemate,  and  the 
game  is  drawn.     See  the  15  th  Law. 

To  TAKE  EN  PASSANT. — An  example  will  best  explain 
this.  Place  a  Black  Pawn  on  Black  Queen's  Knight's 
second  square,  and  a  White  Pawn  on  Black  Queen's 
Bishop's  fourth ;  it  is  evident  that  if  the  Black  Pawn  be 
moved  one  square  it  may  be  taken  by  the  White  Pawn, 
but  if  the  Black  Pawn  be  played  ttoo  squares,  it  may 
equally  be  taken  by  the  White  Pawn,  in  the  same  way 
as  if  it  had  been  played  only  one  square;  and  this  is 
called  taking  en  passant^  because  the  Pawn  passes  wet 
a  square  attacked  by  the  adversary's  Pawn.  Observe, 
this  applies  only  to  Pawns ;  a  piece  can  neither  take  nor 
be  taken  en  passant. 
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CHAPTER  IV. 

ON   THE   RELATIVE   VALUE  OF   THE   PIE0E9. 

The  Fawns  are  the  least  valuable  of  all  the  pieces^  and 
are  generally  considered  as  the  unit  by  which  to  measure 
the  value  of  the  other  pieces ;  nevertheless,  there  is  some 
difference  even  in  the  value  of  the  Pawns.  The  King's, 
Queen's,  and  Bishop's  Pawns,  which  are  also  called  Centre 
Paums^  are  of  more  value  than  the  other  Pawns,  parti- 
cularly in  the  beginning  and  middle  of  the  game.  The 
Rook's  Pawns  are  of  the  least  value. 

The  Bishops  and  Knights  are  considered  of  equal  value, 
and  are  worth  rather  more  than  three,  but  certainly  less 
than  four  Pawns. 

Two  minor  pieces,  viz.  two  Bishops,  or  two  Knights, 
or  Bishop  and  Knight,  are  considered  an  equivalent 
exchange  for  a  Rook  and  two  Pawns. 

A  Rook  is  of  the  value  of  five  Pawns,  and  may  be 
exchanged  for  a  minor  piece  and  two  Pawns. 

Two  Rooks  may  be  exchanged  for  three  minor  pieces. 

The  Queen  is  equal  to  two  Rooks  and  a  Pawn. 

The  King,  from  the  nature  of  the  game,  is  invaluable. 

It  must  be  imderstood  that  the  above  values  apply  only 
to  the  beginning  and  middle  of  the  game,  and  even  then 
the  general  position  of  the  pieces  must  be  considered ;  for 
a  Rook  out  of  play  may  be  given  up  advantageously  for 
a  Bishop  or  Knight  in  full  play.  Again,  a  Knight  may 
be  judiciously  sacrificed  for  two  Pawns,  though,  in  the 
abstract,  it  be  worth  more  than  three,  &c«  &c.  Towards 
the  end  of  the  game  the  value  of  the  Queen  and  Kuight 
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diminidhes,  while  that  of  the  Books  and  Pawns  increases : 
a  Knight  or  Bishop  may  then  be  sacrificed  for  even  one 
Pawn ;  for  at  the  end  of  the  game  a  King  and  Pawn  may 
win,  but  a  King  and  one  or  even  two  Knights  cannot,  &c 


CHAPTEB  V. 


THE   LAWS   OF   THE   GAME. 


Thb  following  Laws,  with  some  slight  variations,  have 
been  in  general  use  for  the  last  fifty  years.  They  have 
recently  undergone  revision  by  the  Committee  of  the 
London  Chess  Club,  established  in  ISO?,  and  are  now 
published  by  their  authority : — 

I.  The  Chess-board  must  be  so  placed  that  each  player 
has  a  white  comer  square  nearest  his  right-hand.  If  the 
board  have  been  improperly  placed,  it  must  be  adjusted, 
provided  four  moves  on  each  side  have  not  been  played, 
bat  not  afterwards. 

IL  If  a  piece  or  pawn  be  misplaced  at  the  beginning  of 
the  game,  either  player  may  insist  upon  the  mistake  being 
rectified,  if  he  discover  it  before  playing  his  fourth  move, 
bat  not  aftierwards. 

> 

IIL  Should  a  player,  at  the  commencement  of  the 
game,  omit  to  place  all  his  men  on  the  board,  he  may 
correct  the  omission  before  playing  his  fourth  move,  but 
not  afterwards. 
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IV.  If  a  player,  undertaking  to  give  the  odds  of  a  piece 
or  pawn,  neglect  to  remove  it  from  the  board,  his  adver* 
sary,  after  four  moves  have  been  played  on  each  side,  has 
the  choice  of  proceeding  with  or  recommencing  the 
game. 

V.  When  no  odds  are  given,  the  players  must  take  the 
first  move  of  each  game  alternately,  drawing  lots  to  deter- 
mine who  shall  begin  the  first  game.  If  a  game  be  dravm, 
the  player,  who  began  it,  has  the  first  move  of  the  fol- 
lowing one. 

VL  The  player  who  gives  odds,  has  the  right  of  moving 
first  in  each  game,  unless  otherwise  agreed.  Whenever  a 
Pawn  is  given,  it  is  understood  to  be  always  the  King's 
Bishop's  Pawn. 

VIL  A  piece  or  pawn  touched  must  be  played,  unless, 
at  the  moment  of  touching  it,  the  player  say  "  Tadovbe^ 
or  words  to  that  effect;  hui  if  a  piece  or  pawn  be  displaced 
or  overturned  by  accident^  it  may  be  restored  to  its  place. 

VlU.  While  a  player  holds  the  piece  or  pawn  he  has 
touched,  he  may  play  it  to  any  other  than  the  square  he 
took  it  from,  but,  having  quitted  it,  he  cannot  recall  the 
move. 

IX.  Should  a  player  touch  one  of  his  adversary's  pieces 
or  pawns,  without  saying  ^^  Tadoube^  or  words  to  that 
effect,  his  adversary  may  compel  him  to  take  it ;  but  if  it 
cannot  be  legally  taken,  he  may  oblige  him  to  move  the 
Eang;  should  his  King,  however,  be  so  posted  that  he 
cannot  be  legally  moved,  no  penalty  can  be  inflicted. 
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X.  Should  a  player  move  one  of  his  adversary's  men, 
his  antagonist  has  the  option  of  compelling  him — 1.  to 
replace  the  piece  or  pawn  and  move  his  King;  2.  to 
replace  the  piece  or  pawn  and  take  it ;  3.  to  let  the  piece 
or  pawn  remain  on  the  square  to  which  it  had  been  played, 
as  if  the  move  were  correct. 

XL  If  a  player  take  one  of  his  adversary's  men  with 
one  of  his  own  that  cannot  take  it  without  making  a  false 
move,  his  antagonist  has  the  option  of  compelling  him  to 
take  it  with  a  piece  or  pawn  that  can  legally  take  it,  or  to 
move  his  own  piece  or  pawn  which  he  touched. 

Xn.  Should  a  player  take  one  of  his  own  men  with 
another,  his  adversary  has  the  option  of  obliging  him  to 
move  either. 

XUL  If  a  player  make  a  false  move,  t.  e.  play  a  piece 
or  pawn  to  any  square  to  which  it  cannot  legally  be 
moved,  his  adversary  has  the  choice  of  three  penalties; 
m.  1.  of  compelling  him  to  let  the  piece  or  pawn  remain 
on  the  square  to  which  he  played  it ;  2.  to  move  it  cor- 
rectly to  another  square ;  3.  to  replace  the  piece  or  pawn 
and  move  his  Elng. 

XIV.  Should  a  player  move. out  of  his  turn,  his  adver- 
sary may  choose  whether  both  moves  shall  rem^,  or  the 
second  be  retracted. 

XY.  When  a  Pawn  is  first  moved  in  a  game,  it  may  be 
played  one  or  two  squares;  but  in  the  latter  case  the 
opponent  has  the  privilege  of  taking  it  en  pcissatU  with  any 
Pawn  which  could  have  taken  it  had  it  been  played  one 
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square  only.     A  Pawn  cannot  be  taken  en  passant  by  a 
piece. 

XVL  A  player  cannot  cattle  in  the  following  cases : — 

1.  If  the  King  or  Rook  have  been  moved. 

2.  If  the  King  be  in  check. 

3.  If  there  be  any  piece  between  the  King  and  Hook. 

4.  If  the  King  pass  over  any  square  attacked  by  one  of 

the  adversary's  pieces  or  pawns. 

Should  a  player  castle  in  any  of  the  above  cases^  his 
adversary  has  the  choice  of  three  penalties;  mz.  1.  of 
insisting  that  the  move  remain ;  2.  of  compelling  him  to 
move  the  King;  3.  of  compelling  him  to  move  the 
Rook. 

XVII.  If  a  player  touch  a  piece  or  pawn  that  cannot 
be  moved  without  leaving  the  King  in  check,  he  must 
replace  the  piece  or  pawn  and  move  his  King ;  but  if  the 
King  cannot  be  moved,  no  penalty  can  be  inflicted. 

XVIIL  If  a  player  attack  the  adverse  King  without 
saying  **  check,"  his  adversary  is  not  obliged  to  attend  to 
it ;  but,  if  the  former,  in  playing  his  next  move,  were  to 
say  "  check,"  each  player  must  retract  his  last  move,  and 
he  that  is  under  check  must  obviate  it. 

XIX  If  the  King  has  been  in  check  for  several  moves, 
and  it  cannot  be  ascertained  how  it  occurred,  the  player 
whose  King  is  in  check  must  retract  his  last  move,  and 
free  his  King  from  the  check;  but  if  the  moves  made 
subsequent  to  the  check  be  known,  they  must  be  re- 
tracted. 


LAWS  OF    THE  GAME.  17 

XX.  Skould  a  player  say  ^^  Check  ^  without  giving  it, 
and  his  adversary  in  consequence  move  his  King,  or  touch 
a  piece  or  pawn  to  interpose,  he  may  retract  such  move, 
provided  his  adversary  have  not  completed  his  next  move. 

XXL  Every  Pawn  which  has  reached  the  eighth  or 
last  square  of  the  Chess-board,  must  be  immediately 
exchanged  for  a  Queen,  or  any  other  piece  the  player  may 
think  fit,  even  though  all  the  pieces  remain  on  the  board. 
It  follows,  therefore,  that  he  may  have  two  or  more 
Queens,  three  or  more  Books,  Bishops,  or  Kiiights. 

XXTT.  If  a  player  remain,  at  the  end  of  the  game, 
willi  a  Book  and  Bishop  against  a  Book,  with  both 
Bishops  only,  with  Knight  and  Bishop  only,  &c.,  he 
must  checkmate  his  adversary  in  fifty  moves  on  each  side 
at  most,  or  the  game  will  be  considered  as  drawn:  the 
fifty  moves  commence  from  the  time  the  adversary  ^ves 
notice  that  he  will  count  them.  This  law  holds  good 
for  all  other  checkmates  of  pieces  only^  such  as  Queen, 
or  Book  only.  Queen  against  a  Book,  &c.  &c. 

XXJIT.  If  a  player  agree  to  checkmate  with  a  par- 
ticular piece  or  pawn,  or  on  a  particular  square,  or  engage 
to  force  his  adversary  to  stalemate  or  checkmate  him,  he 
is  not  restricted  to  any  number  of  moves. 

XXIV.  A  stalemate  is  a  drawn  game. 

XXV.  If  a  player  make  a  false  move,  castle  impro- 
perly, &C.  &c,  the  adversary  must  take  notice  of  such 
irregularity  before  he  touches  a  piece  or  pawn,  or  he  will 
not  be  allowed  to  inflict  any  penalty, 

c 
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XXVI.  Should  any  question  arise  respecting  which 
there  is  no  law,  or  in  case  of  a  dispute  respecting  any  law, 
the  players  must  refer  the  point  to  the  most  skilful  and 
disinterested  bystanders,  and  their  decision  must  be  con- 
sidered as  conclusive. 


CHAPTER  VL 

GENERAL   RULES   AND   REMARKS. 

ConcentCng  t)e  itiitg. 

It  is  good  play  to  castle  the  King  early  in  the  game, 
and  generally  better  with  King's  Hook  than  with  Queen's. 
If  you  have  not  castled  previously  to  an  exchange  of 
Queens,  it  is  often  better  to  move  the  King  than  to  castle, 
and  the  King's  Bishop's  second  square  is  usually  the  best 
situation  for  the  King.   • 

It  is  often  right  not  to  take  an  adverse  Pawn  that 
stands  before  your  King,  because  it  is  a  protection,  to 
him. 

The  King  cannot  be  employed  to  defend  a  piece  that  is 
attacked  by  two  pieces,  because  he  is  not  allowed  to  take 
and  put  hhnBelf  en  prise  like  the  other  pieces. 

Towards  the  end  of  the  game,  and  particularly  after  the 
Queens  have  been  exchanged,  the  King  should  be  actively 
employed ;  the  fate  of  the  game  generally  then  depends  on 
the  proper  play  of  the  King. 

It  is  usually  better  to  cover  a  check  to  the  King  with  a 
piece  that  attacks  the  checking  piece,  than  with  one  that 
does  not 

It  is  often  good  play,  even  by  the  sacrifice  of  a  piece,  to 
force  the  adverse  King  to  the  middle  of  the  board,  where, 
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If  70a  can  attack  him  with  two  or  three  pieces^  he  rarely 
escapes  without  great  loss. 

Many  players  check  the  adverse  King  whenever  an 
opportunity  offers,  thinking  that  they  gain  a  move  by  it ; 
the  reverse  is  frequently  the  case,  as  sometimes  a  piece  or 
pawn,  which  before  was  out  of  play,  may  be  interposed, 
and  force  the  piece  that  checks  to  retire;  or  the  King 
may  be  played  to  a  more  secure  place;  or  by  removing 
the  King,  a  piece  may  be  liberated,  which  the  previous 
position  of  the  King  had  rendered  useless.  It  is,  however, 
generally  good  play  to  check  the  King  when  you  force 
him  to  move,  and  thereby  prevent  his  castling ;  or  when  it 
compels  him  to  abandon  an  attack,  or  to  support  a  piece 
which  you  attack  at  the  same  time;  or  when  it  obliges 
him  to  move  towards  the  middle  of  the  board. 

Contemtog  tl^e  <Qitten. 

As  the  Queen  is  the  most  powerful  piece  at  Chess,  you 
should  not  employ  her  to  defend  any  piece  or  square,  if 
you  can  do  it  with  an  inferior  piece. 

It  is  not  good  play  to  move  the  Queen  forward  in  the 
banning  of  the  game,  because  your  adversary,  by  attack- 
ing her  with  inferior  pieces,  and  compelling  her  to  retire, 
will  force  you  to  lose  many  moves,  at  the  same  time  bring- 
ing his  own  pieces  into  play;  the  best  situation  for  the 
Queen^  during  the  first  few  moves,  is  usually  at  her  King's 
second  square,  or  at  her  Knight's  tiiird  square. 

Be  cautious  in  taking  a  Pawn,  or  even  a  piece,  with  the 
Que^,  if  it  remove  her  from  the  scene  of  action ;  a  skilful 
player  will  often  allow  you  to  win  a  Pawn  with  the  Queen, 
if  he  can  prevent  her  returning  in  time  to  frustrate  his 
attack. 

c  2 
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Contemmg  tQe  Kooiu 

The  Book  can  seldom  be  played  to  much  advantage  in 
the  first  part  of  the  game ;  after  some  exchanges  have  been 
made  it  becomes  more  useful,  but  its  power  is  greatest 
towards  the  end  of  the  game. 

You  should  endeavour  to  double  your  Books,  that  is,  to 
place  them  on  the  same  file^  supporting  each  other. 

When  you  have  taken  possession  of  an  open  file  with 
one  of  your  Books,  should  your  adversary  play  one  of  his 
Books  on  the  same  file,  it  is  generally  better  to  defend 
with  your  other  Book  than  to  take  his  or  remove  your 
own. 

It  is  often  good  play  to  post  one  of  your  Books  on  the 
adversary's  second  rank^  (occupied  originally  by  his  Pawns,) 
as  it  frequently  confines  his  King,  and,  towards  the  end  of 
the  game,  is  usually  a  decisive  move. 

In  playing  a  Book  to  your  Queen's  square,  it  is  generally 
better  to  select  the  Queen's  than  the  King's ;  on  the  other 
hand,  if  you  play  one  to  the  King's  Bishop's  square,  it 
should  be  the  King's  Book. 

Concerning  tQe  Vci|oii0. 

The  King's  BUhop  is  rather  superior  to  the  Qtiema  in  the 
beginning  of  the  game,  because  it  can  check  the  adverse 
King  on  his  own  square,  and  also  aft;er  he  has  castled.  It 
is  therefore  generally  good  play  to  exchange  your  Queen's 
Bishop  or  Queen's  Knight  for  your  adversary's  King's 
Bishop. 

The  best  place  for  the  King's  Bishop  in  the  beginning 
of  the  game  is  at  the  Queen's  Bishop's  fourth  square, 
attacking  the  adverse  Bang's  Bishop's  Pawn;  if  you  cannot 
play  it  there,  or  are  compelled  to  remove  it,  endeavour  to 
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play  it  to  your  Queen's  third  square,  which  is  the  next 
best  place  for  it. 

You  should  generally  move  your  King's  Bishop  before 
you  move  your  Queen's  Pawn  one  square,  because  the 
Pawn  thus  moved  confines  your  King's  Bbhop,  leaving 
him  only  the  King's  second  square  to  move  to,  and  the 
Bishop  on  that  square  is  by  no  means  in  an  attacking 
position. 

It  is  generally  much  better  play  to  move  your  Queen's 
Bishop  to  your  King's  third  square,  than  to  your  adver- 
sary's King's  Knight's  fourth  square ;  the  latter  move  is 
often  played,  and  not  unfrequently  causes  the  loss  of  a 
piece  and  the  attack. 

Towards  the  end  of  the  game,  if  you  are  strong  in 
Pawns,  you  should  endeavour  to  remove  your  adversary's 
Bishops,  because  they  impede  the  progress  of  the  Pawns 
more  than  the  Kiiights  or  the  Rooks. 

When  you  remain  towards  the  end  of  the  game  with 
a  Bishop  and  Pawns,  it  is  frequenUy  good  play  to  place 
your  Pawns  on  a  different  colour  from  that  on  which  your 
Bishop  moves,  because  your  Bishop  can  then  prevent  the 
adversary's  King  from  attacking  them ;  if,  however,  you 
have  the  worst  of  the  game,  it  is  generally  better  to  place 
them  on  the  same  colour  as  the  Bishop,  that  it  may  defend 
them. 

Concftntng  t^e  ttnigl^tB. 

The  singular  movement  of  the  Knights,  which  mokes 
all  calculations  in  which  they  are  concerned  extremely 
£fficult,  is  the  reason  why  few  persons  play  them  welL 

It  is  seldom  good  play  to  move  the  Knights  to  the 
Book's  files,  as  their  power  considerably  diminishes  on  the 
sides  of  the  board. 
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The  best  place  for  the  King's  Knight,  in  the  first  part 
of  the  game,  is  the  King's  Bishop's  third  square,  because 
it  attacks  your  adversary's  King's  Pawn  when  moved  two 
squares ;  and  also,  because  it  prevents  the  adverse  Queen 
from  being  played  to  your  King's  Rook's  fourth  square. 
Some  persons  are  of  opinion  that  the  Kiiight  should  not 
be  played  to  the  Bishop's  third  square  before  the  Bishop's 
Pawn  has  been  moved,  and  therefore  generally  play  it  to 
the  King'e  second  square:  this  is  a  great  error;  playing  the 
King's  Knight  to  the  King's  second  square  is  usually  a 
bad  move,  whereas  playing  it  to  its  King's  Bishop's  third 
square  is  generally  very  good  pkty- 

The  Queen's  Knight  is  generally  in  a  very  attacking 
position,  when  moved  to  your  adversary's  Queen's  fourth 
square;  if  you  are  prevented  from  moving  it  to  that 
square,  you  should  examine  whether  it  can  be  moved  to 
your  King's  fourth  square,  and  afterwards  to  your  adver- 
sary's Queen's  third  square;  this  is  generally  a  very  ad- 
vantageous position  for  your  Knight>  particularly  if  your 
adversary's  Queen's  Pawn  be  still  at  its  square. 

A  Knight,  towards  the  end  of  the  game,  with  three  or 
four  Pawns,  has  an  advantage  in  most  cases  over  a  Bbhop 
and  an  equal  number  of  Pawns ;  this  arises  chiefly  from 
the  Knight  being  able  to  move  to  a  White  or  a  Black 
square,  and  consequently  to  attack  the  Pawns  on  any 
square,  whereas  the  Bishop  can  attack  them  only  on  the 
same  colour  on  which  he  moves. 

A  Knight  is  not  so  useful  in  defending  as  a  Bishop  or 
Rook,  because,  if  he  be  forced  to  remove,  he  ceases  to 
defend;  this  is  not  the  case  with  the  Bishop  or  Rook, 
which  can  often  defend  on  several  squares. 

The  attacks  of  the  Knight  are  dangerous,  particularly 
to  the  King  and  Queen,  because,  in  the  first  place,  they 
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attack  without  putting  themselves  en  prise;  and  secondly, 
because  their  attacks  cannot  be  prevented  by  interposing 
ajnece. 

The  Knight  can  never  giun  a  move ;  by  gaining  a  move, 
I  mean,  that  the  player  of  the  Knight  never  has  the  power 
at  his  option  of  playing  it  to  a  particular  square  in  an  even 
or  odd  number  of  moves;  for  example: — suppose  you  have 
aKnight  at  your  King's  square,  and  you  wish  to  play  it  to 
jour  Queen's  Bishop's  second  square  in  an  even  number  of 
moves,  it  is  impossible  you  can  ever  do  it,  (of  course  it  is 
understood  that  you  have  nothing  else  to  play,)  for  as  the 
Enight  always  moves  to  a  different  colour  from  that  on 
which  he  is  placed,  it  is  evident  that,  if  his  first  move 
be  to  a  White  square,  his  second  must  be  to  a  Black 
one,  his  third  to  a  White  one,  his  fourth  to  a  Black  one, 
&&  &C.  This  is  not  the  case  with  the  other  pieces ;  for 
example:  —  suppose  you  have  a  Bishop  at  your  King's 
square,  you  can  play  it  to  your  King's  Knight's  third 
square  in  one  move ;  or  in  two,  by  playing  first  to  your 
King's  Bishop's  second  square,  or  to  your  King's  Book's 
fourth  square. 

If  you  remain  towards  the  end  of  the  game  with  a  Pawn 
less  than  your  adversary,  do  not  exchange  all  your  minor 
pieces,  but  keep  one  of  them  to  sacrifice,  if  necessary,  for 
a  Pawn;  for  example: — suppose  your  adversary  has  a 
Sook,  Knight,  and  Pawn,  and  you  have  only  a  Book 
and  Knight,  you  should  not  exchange  your  Knight  for 
his,  because  he  might  then  win  the  game;  but  you 
should  endeavour  to  exchange  your  Knight  for  his  Pawn, 
because  he  cannot  win  with  a  Book  and  Knight  against 
a  Rook. 
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It  is  difficult  to  play  Pawns  well,  but  it  is  absdutely 
necessary  to  understand  thoroughly  their  peculiar  and 
intricate  combinations,  in  order  to  become  a  first-rate 
player. 

The  Pawn  being  of  considerably  less  value  than  any  of 
the  pieces,  it  follows  that  it  is  generally  better  to  defend 
with  it  than  with  a  piece. 

No  piece  can  interpose  to  an  attack  from  a  Pawn;  it 
therefore  oflen  checks  the  King  with  great  advantage. 

Be  careful  to  prevent  two  of  your  pieces  from  being 
attacked  by  a  Pawn,  which  is  called  forking  them,  as  the 
consequence  is  usually  the  loss  of  a  piece  for  a  Pawn. 

It  is  generally  advantageous  for  your  Pawns  to  occupy 
the  centre  of  the  board,  because  they  impede  the  progress 
of  your  adversary's  pieces ;  the  King's  and  Queen's  Pawns 
at  their  fourth  squares  are  generally  well  placed,  but  it  is 
difficult  to  maintain  them  in  that  position ;  and  if  you  are 
forced  to  advance  one  of  them,  their  power  considerably 
diminishes;  be  not,  therefore,  over-anxious  to  establish 
two  Pawns  abreast  in  the  centre. 

In  a  diagonal  line  of  Pawns,  endeavour  to  preserve  the 
head  Pawn. 

A  doubled  Pawn  is  not  always  disadvantageous,  par- 
ticularly if  it  be  imited  with  other  Pawns ;  the  worst  kind 
of  doubled  Pawn  is  that  of  the  Ejiight's  Pawn  on  the 
Book's  file.  The  King's  Bishop's  Pawn  doubled  on  the 
King's  file  is  usually  advantageous,  as  it  strengthens  your 
centre  Pawns,  and  opens  a  file  for  your  Book. 

Pawns,  when  imited,  have  great  strength;  but  when 
separate,  their  power  is  much  diminished. 
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A  passed  Pawn  is  very  advantageous  if  supported  by 
another. 

As  the  Kin^s  Biakop^a  Paten  has  no  support  but  that  of 
the  King,  it  is  usually  the  point  to  which  the  first  attacks 
are  directed ;  it  should  therefore  be  carefully  guarded. 

It  is  generally  bad  play  to  move  the  Bang's  Bishop's 
Pavm  one  square  in  the  first  part  of  the  game. 

It  is  generally  not  good  play  to  move  King's  Knight's 
Pawn  or  Queen's  Knight's  Pawn  one  square.  The  King's 
Knight's  Pawn  moved  one  square  weakens  your  position, 
and  enables  your  adversary  to  play  his  Queen's  Bishop  to 
your  Kng's  Book's  third  square,  which  often  proves  very 
dangerous  after  your  King  has  castled. 

It  is  generally  wrong  to  advance  your  Pawns  on  the 
Qneen^s  side  in  the  early  part  of  the  game. 

Many  persons,  and  even  tolerable  players,  are  in  the 
habit  of  moving  their  King's  Book's  Pawn,  and  Queen's 
Sook's  Pawn,  one  square  early  in  the  game ;  this  is  gene- 
rally a  bad  and  frequently  a  dangerous  move ;  it  is  some- 
times proper  to  play  it  when  it  attacks  a  piece,  and  is 
often  good  play  when  the  odds  of  a  piece  are  given. 

When  you  have  two  Pawns  abreast, — for  example,  the 
l^ng  and  Queen's  Pawns  at  their  fourth  squares, — should 
your  adversary  attack  one  of  them  with  a  Pawn,  it  is 
Qsoally  better  to  advance  the  Pawn  that  is  attacked,  than 
to  take  the  Pawn. 

The  Pawns  should  not  be  far  advanced  until  they  can 
be  properly  supported  by  the  pieces;  Pawns  at  their 
fourth  squares  are  therefore  generally  more  powerful  than 
at  their  sixth  squares. 

After  you  have  castled,  it  is  generally  proper  not  to 
move  either  the  Knight's  or  Book's  Pawn  that  is  before 
your  King,  imtil  you  are  compelled. 
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OErenrral  Vuln  aypltoble  to  all  t)e  Jfiun. 

In  order  to  avoid  gross  oversights,  it  is  a  good  plan, 
before  you  touch  a  piece,  to  examine  if  any  of  your  own 
or  your  adversary's  pieces  are  en  prise. 

Avoid  playing  a  piece  to  a  square  where  it  impedes  or 
confines  the  movement  of  another. 

Do  not  crowd  your  game  by  keeping  too  many  pieces 
close  to  each  other;  some  of  the  pieces  act  quite  as 
effectuallv  at  a  distance,  as  near. 

It  is  generally  bad  play  to  place  an  unsupported  piece 
in  your  adversary's  game. 

When  you  have  it  in  your  power  to  capture  one  of  your 
adversary's  pieces  with  two  or  more  of  your  own,  examine 
carefully  what  the  consequences  may  be,  if  you  take  it 
with  one  piece  rather  than  with  another ;  a  game  is  often 
lost  by  taking  with  a  Knight,  which  might  have  been 
won  by  taking  with  a  Bishop. 

When  one  of  your  adversary's  pieces  is  completely  in 
your  power,  it  is  often  good  play  to  defer  taking  it ;  you 
may  perhaps  be  able  to  make  some  other  move  of  conse- 
quence first;  you  must,  however,  be  certain  that  your 
adversary  cannot  possibly  save  the  piece. 

When  you  are  violently  attacked,  it  is  generally  good 
play  to  exchange  pieces. 

In  exchanging  pieces,  you  should  consider  not  only  their 
ordinary  value,  but  also  their  relative  power  in  the  situ- 
ations they  occupy;  for  it  is  sometimes  good  play  to 
exchange  a  Kook  for  a  Knight  or  Bishop,  though  the 
Kook  is  generally  of  much  more  value;  it  may  also  be 
sometimes  good  play,  when  two  of  your  pieces  are  attacked, 
to  suffer  your  adversary  to  take  the  superior  piece,  for  the 
above  reason. 
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When  you  attack  a  piece,  if  your  adversary  bring  as 
many  pieces  to  the  defence  as  you  to  the  attack,  you 
cannot  take  with  advantage,  unless  his  pieces  be  of  con- 
mderably  more  value  than  yours;  for  example: — suppose 
you  attack  him  with  two  Knights  and  a  Bishop,  and  he 
defend  with  King,  Queen,  and  Rook,  in  such  a  case  you 
may  take,  because  his  Queen  and  Rook  are  of  more  value 
than  your  three  pieces:  to  defend  properly,  have  an  equal 
nmnber  of  pieces;  to  attack  with  advantage,  one  piece  more. 

When  you  have  a  piece  more  than  your  adversary,  en- 
deavour as  much  as  possible  to  exchange  pieces,  as  the 
rtrength  of  your  game  increaaes  by  each  exchange. 

Accustom  yourself  to  play  with  the  Black,  as  well  as 
with  the  White  men. 

You  should  endeavour  to  play  all  your  pieces  equally 
well;  some  persons  have  a  predilection  for  the  Queen, 
others  for  the  Kn%ht,  &c ;  consequently,  if  their  antagonist 
be  aware  of  it,  he  will  try  to  exchange  one  of  his  pieces 
for  that  which  they  play,  or  fancy  they  play,  best. 

Young  players  are  apt  to  be  exceedingly  vexed  at  losing, 
and  sometimes  give  up  Chess  entirely,  despairing  of  making 
further  progress ;  they  do  not  consider  that  it  is  absolutely 
necessary  to  lose  many  games  before  they  can  play  well, 
as  it  is  impossible  to  improve,  imless  you  play  with  better 
{layers. 

Do  not  play  too  difficult  a  game,  or,  in  other  words,  do 
not  play  even  with  those  who  can  give  you  considerable 
odds;  you  can  have  no  chance  of  success,  and  you  will 
derive  very  little  improvement ;  the  most  improving  games 
are  those  which  are  difficult  for  both  parties,  who  conse-* 
quently  are  obliged  to  play  their  best.  For  the  same 
reason,  never  play  even  when  you  can  give  odds,  (unless, 
indeed,  the  odds  are  small,  such  as  Pawn  and  move,  &c. ;) 
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it  induces  carelessness  and  inattention^  which  soon  become 
habitual,  and  retard  further  improvement.  It  has  always 
appeared  to  me  most  unreasonable  to  ask  a  superior  player 
to  play  on  equal  terms ;  for  why  do  people  play  at  Chess  ? 
is  it  not  to  be  amused  and  instructed  ?  but  what  amuse* 
ment  or  instruction  can  a  person  have  in  an  easy  game  ? 
the  inferior  player  may  indeed  have  both,  but  it  is  surely 
not  to  be  expected  that  one  person  shall  play  merely  for 
the  amusement  of  another. 

When  you  cannot  prevail  on  persons  to  accept  odds, 
propose  playing  for  a  stake,  however  small ;  if  they  lose, 
it  is  probable  they  will  soon  ask  for  odds. 

Always  play  strictly  according  to  the  laws  of  the  game ; 
this  will  induce  your  adversary  to  do  the  same.  I  have 
met  with  many  who  object  to  take  odds,  but  who,  never- 
theless, are  willing  enough  to  take  back  moves,  as  if  that 
were  not  taking  odds,  and  great  odds  too. 

Never  find  fault  with  your  adversary  for  moving  slowly ; 
it  is  a  compliment  pfdd  to  your  skilL  It  is  no  doubt  desir- 
able to  play  well  and  quick,  but  I  scarcely  ever  knew  a 
very  good  player  who  was  not  also  a  slow  one ;  and  indeed, 
how  can  it  well  be  otherwise  ?  a  fine  player  examines 
occasionally  from  five  to  twenty  or  more  moves  on  each 
side ;  can  that  be  done  in  a  moment  ?  It  is  easy  enough  to 
play  quick  against  inferior  play;  but  against  equal  and 
very  good  play,  one  cannot  play  quick  without  losing. 

You  will  sometimes  lose  with  persons  of  whom  you  are 
generally  in  the  habit  of  winning ;  do  not  let  this  annoy 
you  too  much ;  the  mind  is  not  always  disposed  to  play ; 
even  trivial  circumstances  may  make  one  indisposed  for  the 
game,  and  besides,  no  one  plays  equally  well  at  all  times. 

A  Chess  player  should  have  an  equal  share  of  confidence 
and  diffidence;    those  who  are  over-confident  are  apt  to 
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despise  their  antagonist,  and  the  too  timid  see  difficulties 
in  that  which  is  easy ;  it  is  not  a  bad  plan  to  undertake 
difficult  things  as  eas7>  and  easy  things  as  difficult. 

You  will  occasionally  meet  with  players  who,  ignorant 
themselves  of  the  opening  of  games,  will,  in  order  to  dis- 
concert you,  play  some  unconunon  b^inning  not  much 
noticed  in  the  books ;  with  such  players  you  must  proceed 
oa  general  principles,  such  as  endeavouring  to  occupy  the 
centre  with  your  Pawns,  bringing  your  pieces  speedily 
mto  action,  crowding  your  adversary's  game,  &a  &a 


CHAPTER  VIL 

ON  THE  SEVERAL  OPENINGS,  OR  BEGINNINGS,  OF  GAMES. 

Thsbe  are  several  methods  of  opening  the  game,  of  which 
the  following  ones  are  the  principal: — 

1.  Each  player  begins  by  moving  the  King^a  Paum  two 
»piare$9  and  then  the  first  player  moves  Kings  Bishop  to 
QueefCs  Bishop* s  fourA  square:  this  is  called  the  King's 
Bishop's  Game. 

2.  Each  player  begins  with  the  Kin^s  Paien  two  squares^ 
and  then  the  first  player  moves  King^s  Knight  to  Kin^s 
Bishop^s  third  square:  this  is  called  the  King's  Knight's 
Game. 

3.  Each  player  begins  by  moving  the  King's  Paum  two 
sjuaresy  and  the  first  player  moves  Queen^s  Bishop^s  Pawn 
une  square:  this  is  called  the  Queen's  Bishop's  Pawn's 
Gfame. 

4.  Each  player  begins  by  moving  the  King's  Pawn  two 
squares,  and  then  the  first  player  moves  King's  Bishop^s 
Pawn  two  squares:  this  is  called  the  King's  Grambit 
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5.  Each  player  begins  by  playing  the  QueerCa  Pawn  two 
aquaresy  and  then  the  first  player  moves  Qtiem^s  Bishop^a 
Paten  two  squares:   this  is  called  the  Queen's  Gambit. 

Besides  these,  some  persons  begin  by  playing  their 
Que^s  Pawn  two  squares,  and  then  the  Queen's  Bishop 
to  King's  Bishop's  fourth  square;  others  be^  with 
Queen's  Bishop's  Pawn  two  squares,  and  then  Queen's 
Ejiight  to  Bishop's  third  square;  or,  they  begin  with 
King's  Bishop's  Pawn  two  squares,  and  then  King's 
Ejiight  to  Bishop's  third  square. 

Of  the  above,  the  first  four  are  most  commonly  played, 
the  fifth  occasionally,  and  the  others  rarely.  The  most 
improving  are  the  first  four,  which  every  player  ought  to 
be  master  of;  the  Queen's  Grambit  is  also  a  safe  and  good 
game  to  play;  but  I  must  observe,  that  those  games  which 
begin  with  the  Queen's  Pawn  two  squares,  are  neither  so 
entertaining  nor  attacking  as  those  begun  by  playing  the 
King's  Pawn  two  squares;  they  are  therefore  but  seldom 
played. 

I  shall  now  proceed  to  the  First  Opening,  or  the  ElINg's 
Bishop's  Game, — and  in  this,  as  well  as  in  the  succeeding 
Openings,  I  suppose  the  reader  to  play  the  White  pieces, 
— and  shall,  in  the  first  place,  instruct  him  how  to  take 
advantage  of  a  bad  defence;  afterwards  I  shall  give  the 
move  to  the  Black,  and  show  the  proper  moves  for  the 
defence  against  both  a  good  and  a  bad  attack. 


FIRST   OPENING; 


OR,  THK 


KING'S  BISHOP'S  GAME. 


FIRST  OPENING; 


Om,   THK 


KING'S    BISHOP'S    GAME. 


FIRST  GAME. 

1-  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  E.B.  to  Q.6.  fourth.  2.  The  usual  and  probably  the 

best  move  is  also  K.  B.  to  Q.  K  fourth  ;  but  suppose  he 
play 

Q.B.P.  one  square. 

3.  You  may  now  play  Q.  P.  two  squares  ;  but  I  think  it 

rather  better  to  play 
Q.  to  K.  second. 

No.  I. 

3.  K.B.  to  Q.B.  fourth. 

4.  K.B.  takes  K.B.P.+  4.  If  he  refuse  to  take  KB. 

you  take  K  Kt     But  if 

K.  takes  K.  B. 

5.  Q.  to  Q.  B.  fourth.  +  5.  Q.  P.  two  squares. 

6.  Q.  takes  K.  B.  and  has  the  best  of  the  game,  having  gained 

a  Pawn,  and  compelled  the  King  to  move. 

No.  n. 

3.  Q.  to  K.  Kt.  fourth. 
4.  K.  Kt  to  B.  third.  4.  Q.  takes  K.  Kt.  P. 

D 
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5.  KB.  takes  K.B.P.+  5.  If  he  were  to  take  K. B.  he 

would  lose  the  Queen,  by  your  plapng  K.  R.  to  K.  Kt 
square,  and  afterwards  K.  Kt  to  its  fifth :  therefore 

K.  to  his  second. 

6.  KB.  to  K.Kt.  square.         6.  Q.  to  KB.  sixth. 

7.  Q.P.  two  squares.  7.  In  order  to  make  room  for 

his  Queen,  which  you  threaten  to  attack  at  K  Kt.  third, 
he  plays 

Q.P.  one  square. 

8.  P.  takes  P.  8.  P.  takes  P. 

9.  KR.  to  KKt.  third.  9.  Q.  to  her  second. 

10.  KKt.  takes  P.  10.  Q.  to  her  fifth. 

11.  KB.P.  two  squares.  11.  KKt.  to  B.  third. 

12.  Q.Kt.  to  B.  third,  and  your  game  is  better  than  your 

adversary's,  owing  chiefly  to  his  third  and  fourth  moves. 


No.  m. 

3.  KKt.  to  KB.  third. 


4.  KB.  P.  two  squares. 


FIRST   DEFENCE. 

4.  KB.  to  Q.B.  fourth. 


5.  P.  takes  P. 


If  Black  play  Q.P.  two  squares^  you  may  take  the  Pawn 
en  pcuBont ;  but  if  he  retake  with  KB.,  you  must  not 
advance  KP.,  because  he  would  castle  with  advantage. 
Instead  of  taking  the  Pawn  en  pasaanty  you  might  take  the 
P.  with  KP.,  and  on  his  retaking  with  KKt.  play  your 
K  Kt.  to  B.  third,  and  then  Q.  P.  two  squares.  But  sup- 
pose he  play 

5.  KB.  takes  KKt. 

6.  KB.  takes  B.  6.  Q.P.  two  squares. 

7.  P.  takes  P.  en  passant.         7.  Castles. 

8.  P.  to  K  fifth.  8.  K  B.  to  K.  square. 

9.  Q.P.  two  squares,  having  a  fine  game. 
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sbcond  defence. 

4.  P.  takes  P. 
5.  K.P.  one  square. 

If  Black  play  Kt  to  its  square,  you  should  move  K.  Kt  to 
B.  third,  and  if  he  then  play  K.  Kt.  P.  two  squares,  you  play 
K.RP.  two  squares.    But  if 

5.  KEt.  to  Q.  fourth. 

6.  E.Kt.  to  B.  third.  6.  KB.  to  K  second. 

7.  KB.  takes  Kt. 

In  the  first  places 

7.  KB.  checks. 

8.  Kt.  takes  B.  8.  Q.  takes  Kt  + 

9.  KKtP.  one  square.  9.  P.  takes  P. 
10.  KB.  to  KKt.  second. 

White  has  the  best  of  the  game. 

In  the  second  place, 

7.  P.  takes  B. 

8.  Castles.  8.  Q.P.  one  sqnafe. 

9.  Q.Kt.  to  B.  third.  9.  P.  takes  P. 

10.  Q.  takes  P.  10.  Castles. 

11.  Q.  takes  Q.P. 

White  has  a  better  position  than  the  Black. 

THIRD   DEFENCE. 

4.  Q.P.  one  square. 

5.  P.  takes  P.  5.  P.  takes  P. 

6.  KKt.  to  B.  third. 

In  the  first  placey 

6.  Q.B.  to  KKt.  fifth. 

7.  KB.  takes  KB.P.^  7.  K  takes  B. 

8.  Kt.  takes  K.P.+  8.  K  to  his  square. 

9.  Kt  takes  Q.B.  he. 

D  2 
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In  the  second  placey 

6.  KB.  to  Q.  third. 

7.  Q.P.  two  squares.  7.  P.  takes  P.  (A.) 

8.  K.P.  one  square.  8.  Castles. 

It  would  be  bad  play  to  take  K.B.9  because  Black  would 
move  R.  to  K.  square,  and  afterwards  Q.B.  to  ELKt.  fifth. 
The  best  move  is 


9.  Castles. 

10.  Q.  to  Q.  third. 

11.  KKt.  to  its  fiflh. 

12.  K.Kt.  to  K.  fourth. 

13.  K.B.  takes  Et. 

14.  K.Kt  checks. 


9.  KB.  to  Q.B.  fourth.  (B.) 

10.  K  Kt  to  Q.  fourth.  (C.) 

11.  KKt. P.  one  square. 

12.  KB.  to  K  second. 

13.  P.  takes  B. 

14.  B.  takes  Kt 


15.  P.  takes  B.  and  has  the  best  of  the  game. 


(A.) 


8.  Castles. 

9.  Q.B.  to  KKt.  fifth. 

10.  KP.  one  square. 

11.  Q.B.  takes  Kt. 

12.  KB.  takes  P.  + 

13.  KKt.  checks. 

14.  Q.  takes  B. 

15.  P.  takes  B. 

White  has  the  best  position. 


7.  Q.B.  to  KKt.  fifth. 

8.  Castles. 

9.  P.  takes  P. 

10.  K  R.  to  K  square. 

11.  P.  takes  B. 

12.  K  takes  B. 

13.  K  to  Kt.  square. 

14.  P.  takes  Kt 

15.  Q.B.P.  one  square. 


(B.) 


9.  KR.  to  K  square. 


10.  KKt  to  its  fifth. 


If  Black  play  KKt  to  Q.  fourth,  you  should  play  Q.  to 
KR.  fifllL  If  he  play  KB.  to  Q.B.  fourth,  you  play  Q. 
to  her  third.     If  he  play 
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10.  KB.  takes  P. 

11.  Kt.  takes  K.B.P.  11.  R.  takes  Q. 

12.  Kt.  takes  Q.*^  12.  K  removes. 

13.  B.  takes  R.  and  ought  to  win. 

(C.) 

10.  K.Kt.  to  its  fifth. 

11.  K.Kt  to  its  fifUi.  11.  E.Kt.P.  one  square. 

12.  K.B.  takes  P.-*"  12.  K  to  Kt.  second. 

13.  K.P.  one  square.  13.  K.Kt.  to  K.  sixth. 

14.  K.Kt  takes  K.B.P.         14.  Q.  to  K.R.  fifth. 

15.  Q.  takes  K.Kt.P.+  15.  K.  to  R.  square. 

16.  Kt.  takes  R.  and  wins. 


SECOND  GAME. 

ffllttte.  Vlocit. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.  fourth.         2.  K.Kt  to  B.  third. 

FIRST    ATTACK. 

3.  Q.P.  two  squares. 

FIRST   DEFENCE. 

3.  K.Kt  takes  P. 

4.  P.  takes  P.  4.  If  ho  play  KB.  to  Q.B. 
fourth,  jou  should  take  K.B.P.  with  K.B.,  and  after- 
wards play  Q.  to  Q.  fifth,  or  to  K.  B.  third.     But  if 

In  the  Jint  places 

Q.  to  K.R.  fifth. 

5.  Q.  to  K.B.  third.  5.  K.Kt.  takes  K.B.P. 

6.  KB.  takes  K.B.P.-*-  6.  K  to  his  second. 

7.  KKtP.  one  square,  and  wins  KKt. 
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In  the  gecand  placey 

4.  K.Kt  takes  K.6.P. 
5.  Q.  to  K,B.  thirds  and  wins  K.Kt. 

In  tlie  third  placey 

4.  K.Kt.  to  Q.B.  fourth. 

5.  E.B.F»  two  squares.  5.  E.Kt.  to  K.  Iliird. 

6.  K.Et  to  B.  third.  6.  If  he  play  KB.  to  Q.B. 
fouthy  you  w])l  advance  K.B.P.,  having  a  fine  game. 
His  best  move  is  K.  B.  P.  two  squares ;  whereupon  you 
play  Q.B.  to  K.  third. 

SECOND  DEFENCE. 

3.  P.  takes  P. 

4.  KP.  one  square.  4.  If  he  play  Q.  P.  two  squares, 
you  may  play  E.  B.  to  Q*  Kt.  third.  K  he  play  Q*  to  K. 
second,  you  do  the  same,  and  afterwards  move  K.  Kt  to 
B.  third,  in  order  to  castle.     But  suppose  he  plays 

K.Kt.  to  K.  fifth. 

5.  K.B.  takes  K.B.P.+  5.  K.  takes  B. 

6.  Q.  to  KB.  third.+  6.  Kt.  to  KB.  third. 

7.  KKt.  to  KR.  third. 

In  the  first  placey 

7.  KR.P.  one  square. 

8.  Castles.  8.  KB.  to  K  second. 

9.  P.  takes  Kt  9.  B.  takes  P. 

10.  Q.  to  Q.  fifth.+  10.  K.  to  B.  square. 

11.  KKt  to  KB.  fourth.     11.  Q.  to  K  square. 

12.  Q.B.  to  Q.  second,  having  a  strong  attack. 

In  the  second  placey 

7.  KB.  to  K  second. 

8.  Castles.  8.  KB.  to  K  square. 

9.  P.  takes  Kt  9.  B.  takes  P. 
10.  K.  Kt  checks,  and  has  the  best  6i  the  game. 
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SECOND   ATTACK. 

3.  KKt.  to  B.  third.  3.  If  he  play  Q.Kt  to  B.  third; 

see  the  game  in  the  King's  Knight's  Opening,  which 
begins  thus : 

mtftf.  Vlart. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  KKt.  to  B.  third.  2.  Q.Kt.  to  B.  third. 

3.  KB.  to  Q.B.  fourth.         3.  KKt.  to  B.  third. 

Bat  suppose  lie  plays 

FiaST   DEFENCE. 

KKt.  takes  KP. 

4.  Q.  to  K  second.  4.  Q*P*  two  squares. 

5.  KKt.  takes  KP. 

In  the  first  placey 

5.  Q.P.  takes  KB. 

6.  Q.  takes  K.Kt.  6.  Q.  to  K  secondl 

7.  Q.Kt.  to  Q.B.  third,  and  will  afterwards  win  either 
the  Pawn  at  Q>B.  fourth,  or  the  Q>Kt.P.,  if  he  defend 
the  other  with  Q.B. 

In  the  second  fiace^ 

5.  KB.  to  Q.B.  fourth. 

6.  Casdes.  6.  Q.B.  to  K  third. 

7.  KB.  to  Q.Kt.  third.  7.  Q.B.P.  one  square. 

8.  Q.B.P.  one  square.  8.  Castles. 

9.  Q.P.  two  squares,  and  the  game  is  about  equaL 

SECOND  DEFENCE. 

3.  Q>  to  K.  seccmd. 

4.  KKt  to  ks  fifth.  4.  Q.P.  two  squares. 

5.  P.  takes  P.  5.  KKt.  takes  P. 

6.  KB.  takes  Kt.  6.  Q.  takes  Kt 

7.  Q.  to  K.  B.  third,  winning  a  Pawn  at  the  least. 
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THIRD  GAME. 

1.  E.P.  two  squares.  1.  E.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  KB.  to  Q.B.  fourth.      ' 

3.  Q.B.P.  one  square.  3.  Q.B.P.  one  square. 

4.  Q.P.  two  squares. 

FIRST  DEFENCE. 

4.  Q.P.  takes  P. 

5.  KB.  takes  KB.P.+  5.   1£  he  decline  taking  the 

Bishop,  you  should  take  his  KEt.  and  afterwards  the 

Pawn. 

K  takes  KB. 

6.  Q.  to  KB.  fifth.-*-  6.  KKt.P.  one  square. 

7.  Q*  takes  E.  B.,  and  has  the  best  of  the  game. 

SECOND   DEFENCE. 

4.  Q.P.  two  squares. 

5.  KB.  takes  Q.P.  5.  Q.B.P.  takes  B.      K  in- 

stead of  this  move  he  were  to  take  Q.  P.  with  K  B.,  you 
should  take  K.  B.  P.,  checking,  and  afterwards  take  E.  B. 

6.  Q.P.  takes  B.  6.  P.  takes  P. 

7.  Q.  takes  Q.  7.  E.  takes  Q. 

8.  Q.Et.  to  Q.  second. 

In  the  first  place, 

8.  Q.Et.  to  Q.  second. 

9.  Q.Et.  takes  P.  9.  E.B.P.  two  squares. 
10.  Et.  to  Q.  sixth,  having  a  superior  game. 

In  the  second  placsy 

8.  E.B.P.  two  squares. 
9.  Q.Et.  to  Q.B.  fourth.        9.  Q.Et.  to  Q.  second. 

10.  Q.Et.  to  Q.  sixth.  10.  E.  to  his  second. 

11.  Q.  Et.  takes  P.,"^  and  jou  have  dearly  the  best  of  the  game. 

It  is  evident  that,  if  Black  had  played  otherwise  on  the 
ninth  move,  he  would  have  lost  the  Pawn  at  K  fourth; 
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and  if,  on  the  tenth  move,  he  had  not  played  his  King, 
he  would  have  lost  ELR.  or  ELKt. 

In  this  game  Black  plays  ill  on  the  third  move;  he  ought 
to  have  moved  Q.  to  £u  second,  or  Q,  P.  one  or  two  squares. 


FOURTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.         2.  KB.  to  Q.B.  fourth. 

3.  Q.B.P.  one  square.  3.  Q.Kt.  to  Q.B.  third. 

The  object  of  Black's  tMrd  move  is  to  prevent  you  from 
playing  Q.P.  two  squares:  it  is  not  a  good  move;  Q.P. 
one  square,  or  Q.  to  K.  second  square,  is  better. 

4.  Q.P.  two  squares.  4.  P.  takes  P. 

5.  K.B.  takes  K.B.P.+  5.  If  he  refuse  to  take  the 

Bishop,  you  should  take  his  K.Kt. ;  but  if 

K.  takes  K.B. 

6.  Q.  to  K.R.  fifth.+  6.  KKt.P.  one  square. 

7.  Q.  takes  B.  7.  Q.P.  one  square. 

8.  Q.  to  Q.Kt.  fifth. 

White's  game  is  superior  to  the  Black's. 


FIFTH  GAME. 

1.  KP.  two  squares.  1.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  KB.  to  Q.B.  fourth. 

3.  Q.B.P.  one  square.  3.  Q.P.  one  square. 

4.  Q.P.  two  squares.  4.  P.  takes  P. 

5.  P.  takes  P.  5.  K.B.  checks. 
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FIBST   METHOD. 

6.  Q.B.  to  Q.  second.  6.  B.  takes  B.''" 

7.  Et.  takes  B. 

In  the  first  placey 

7.  Q.B.  to  K.  third. 

8.  B.  takes  B.  8.  P.  takes  B. 

9.  Q.  to  K.R.  fifth.+  9.  K.Kt.P.  one  square. 
10.  Q.  to  Q.Kt.  fifth,  checks,  and  wins  a  Pawn. 

In  the  second  place, 

7.  KKt.  to  B.  third. 

8.  KB.  to  Q.Kt.  third.         8.  Q.Kt.  to  B.  third. 

9.  KKt.  to  K  second  9.  Castles. 
10.  Castles. 

The  game  is  about  equal 

SECOin)   BtSTHOD. 

6.  Q.Kt.  to  B.  tlurd.  6.  B.  takes  Et. 

7.  P.  takes  B.  7.  KEt  to  K  second. 

8.  Q.  to  KR.  fifth.  8.  Castles. 

9.  Q.B.  to  KEt.  fifth.  9.  If  he    play    KR.P.    one 

square,  you  play  K  Et  to  B.  third.     But  if 

K.Kt.P.  one  square. 

10.  Q.  to  KR.  fourth.  10.  KR.  to  K  square. 

11.  E.B.  takes  KB.P.,  checks,  and  will  win  the  Queen  or 

checkmate  in  a  few  moves. 


SIXTH  GAME. 

iSlltte.  ISIadt. 

1.  KP.  two  squares.  1.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  KB.  to  Q.B.  fourth. 

3.  Q.B.P.  one  square.  3.  Q.  to  KR.  fifth. 

4.  Q.  to  E.  second.  4.  KEt.  to  B.  third. 
6.  Q.P.  two  squares. 
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FIRST   DEFENCE. 

5.  B.  to  Q.Kt.  third. 

6.  P.  takes  P.  6.  K.Kt  takes  P. 

7.  K.KtP.  one  square.  7.  K.B.  takes  P."*" 

8.  Q.  takes  B.  8.  Kt.  takes  Q. 

9.  P.  takes  Q.  9.  Kt.  takes  R. 

10.  KB.  to  Q.  fifth.  10.  Q.Kt  to  B.  third. 

11.  Q.B.  to  K.B.  fourth,  and  afterwards  takes  K.Kt.,  having 

the  best  of  the  game. 

SECOND   DEFENCE. 

5.  p.  takes  P. 

6.  KP.  one  square. 

In  the  first  place^ 

6.  KKt.  to  its  fifth. 

7.  KKt. P.  one  square.  7.  Q*  to  K.B.  fourth. 

8.  KR.P.  one  square,  winning  the  Knight  at  the  least 

In  the  second  place^ 

6.  ELKt.  to  its  square. 

7.  KKt.  to  B.  third.  7.  If  he  play  Q.  to  K  second, 

you  should  take  the  Pawn  with  Q.  B.  P.    But  if 

Q.  to  K.  Kt.  fifth. 

8.  KB.  takes  P.+  8.  K.  to  B.  square. 

9.  KR.P.  one  square.  9.  If  he  take  KKt.  P.  he  loses 

the  Q*     If  he  play 

Q.  to  KB.  fourth. 

10.  B.  takes  KKt.  10.  R.  takes  B. 

11.  P.  takes  P.,  having  the  best  of  the  game. 

The  error  of  the  Black  consbts  in  playing  Q.  to  KB.  fifth, 
on  the  third  move. 
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SEVENTH  GAME. 

«aa|ite.  Block. 

1.  E.P.  two  squares.  1.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.B.P.  one  square.  3.  Q.  to  K.Kt  fourth. 

4.  It  would  not  be  good  play  to  move  K.  Kt  to  B.  third,  or 

Q.P.  two  squares,  because  Black  would  take  ELKtP., 
winning  a  Pawn  at  the  least :   therefore 
Q.  to  KB.  third. 

FIRST   DEFENCE. 

4.  Q.  to  KEt.  third. 

5.  KKt.  to  K  second. 

In  the  first  place, 

5.  Q.P.  one  square. 

6.  Q.  P.  one  square ;  you  might  also  advance  this  Pawn  two 

squares. 

6.  If  he  were  to  attack  the 

Queen  with  Q.B.,  you  would  take  KB. P.  with  KB., 
winning  a  Pawn  :   therefore 

KKt.  to  B.  third. 

7.  Q.  to  KKt.  third.  7.    If  he  play  KKt.  to  its 

fifth,  you  may  castle  ;  if  he  move  Q.  B.  to  K.  Kt.  fifth, 
you  play  K.  B.  P.  one  square. 

In  the  second  place, 

5.  KKt.  to  K.B.  third. 

6.  Q.P.  two  squares.  6.  P.  takes  P.  (A.) 

7.  P.  to  K  fifth.  7.  Kt.  to  K.  fifth. 

8.  You  must  not  take  K.B. P.  with  KB.,  because  Black 

would  take  the  Bishop,  and  have  the  best  of  the  game : 
therefore 
P.  takes  P.  8.  KB.  checks. 

9.  Q.  Kt.  to  B.  third,  and  lias  the  best  of  the  game. 
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(A.) 

6.  KB.  to  Q.Kt.  third. 

7.  P.  takes  P.  7.  If  he  take  P.  with  K.  Kt., 

you  should  castle.     But  if 

Q.  takes  P. 

8.  P.  takes  Et.  8.  Q.  takes  B. 

9.  Q.  Et  to  Q*  second,  or  castles,  and  has  a  good  game. 

SECOND   DEFENCE. 

4.  E.Et.  to  B.  third. 

5.  K.  Et  to  E.  second.  5.  If  he  move  Q.  to  E.  Et 

third,  you  play  Q.P.  two  squares,  as  in  the  First  De- 
fence.    But  if 

Q.  to  E.  Et  fifth. 

6.  Q.  takes  Q.  6.  Et  takes  Q. 

7.  Q.P.  two  squares,  and  White  has  a  better  position  than  the 

Black. 


EIGHTH  GAME. 

1.  E.P.  two  squares.  1.  E.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  KB.  to  Q.B.  fourth. 

3.  Q.B.P.  one  square.  3.  E.Et  to  E.B.  third. 

This  move  of  the  Ejiight  is  often  made ;  it  is  not  a  good 
one ;  Q.  to  K  second  is  much  better. 

4.  Q.P.  two  squares. 

Black  has  three  ways  of  playing ;  namely, 

No.  1.  KB.  to  Q.  third. 

2.  KB.  to  Q.Et  third. 

3.  K  P.  takes  P. 
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No.  I. 

4.  K.  B.  to  Q.  third. 

5.  Q.P.  takes  P.  5.  KB.  takes  P. 

6.  K.B.P.  two  squares.  6.  E.B.  to  Q.  third. 

7.  K.P.  one  square.  7.  Loses  a  piece. 

If  Black  on  thd  rixth  moye  had  taken  your  K.P.  with  his 
Et.,  instead  of  removing  the  Bishop,  it  wonld  not  be  good 
play  for  you  to  take  his  E.B.,  because,  by  checking  you 
with  Q.  at  E.B.  fifth,  he  would  gain  a  powerful  attack : 
instead  of  taking  the  Bishop,  you  ought  to  play  Q.  to 
E.B.  fifth,  secure  of  winning  a  piece ;  for,  if  he  castle,  you 
take  E.B.  with  E.B.P. ;  if  he  play  Q.  4;o  E.  second  or 
E.B.  third,  you  take  the  Bishop  with  the  Queen.  If 
Black,  on  the  seventh  move,  play  Q.  to  E.  second,  you 
should  play  ELEt.  to  K*  second,  and  afterwards  take  one 
of  the  pieces  with  E.  P. 

No.  n. 

4.  K.  B.  to  Q.  Kt.  thurd. 

5.  Q.P.  takes  P.  5.  K.Kt.  takes  K.P. 

6.  K.B.  takes  K.BJ?."*^ 

In  tlie  first  place, 

6.  K.  takes  E.B. 

7.  Q.  to  Q.  fifth,  checks,  and  wins  K.Kt.^  having  gained  a 

Pawn,  with  a  better  position. 

In  the  second  place, 

6.  E.  to  B.  square. 

7.  Q.  to  K.B.  third.  7.  K.Kt.  to  its  fourth. 

8.  Q.B.  takes  KKt.  8.  Q.  takes  Q.B. 

9.  KB.  to  Q.  fifth.+  9.  K  to  his  square. 

10.  Q.  to  KB.  seventh. "*■       10.  K.  to  Q.  square. 

11.  KB. P.  two  squares. 

White  has  a  Pawn  more,  and  a  better  position. 
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In  the  third  place, 

6.  K.  to  K.  second. 

7.  Q.  to  Q.  fifth.  7.  If  he  take  KB.P.  with 
K,  KUy  he  will  evidently  lose  the  Q.  by  a  check  from  Q.  B. 
If  he  attack  your  Q.  with  Q.  B.  P.,  you  may  take  his  Kt, 
having  the  best  of  the  game.     But  suppose  he  play 

KB.  takes  K.B.P.+ 

8.  K  to  his  second.  8.  K.B.  takes  K.Kt 

9.  KB.  takes  KB.  9.  KB.  to  KB.  square. 

10.  KB.  to  KB.  square,  having  a  forced  won  game,  which 
would  ako  have  been  the  case  had  be  played  any  other 
move  than  K  B.  to  K  B.  square. 

No.  in. 

4.  KP.  takes  P. 

5.  KP.  one  square.  6.  If  he  move  KKt  to  its 

square,  you  should  take  his  Pawn  with  yours,  having  the 
best  of  the  game.  Instead  of  this  move  he  may  play, 
KKt.  to  K  fifth ;  Q>P.  two  squares,  see  (A.)  ;  or  Q. 
to  K  second,  see  (B.)    Suppose 

KKt  to  K  fifth. 

6.  KB.  takes  KB.P.-^*  6.  If  he  decline  taking  the 

Bishop,  you  may  play  it  to  Q.  fifth.     But  if 

K  takes  KB. 

7.  Q.  to  KB.  third. '*'  7.  If  he  remove  the  King,  you 

should  take  his  Knight,  and  your  position  will  be  much 
superior  to  his.     But  if 

KKt.  to  KB.  third. 

8.  KP.  takes  KKt  8.  If  he  take  the  Pawn  with 

the  Queen,  he  loses  K  B.  by  your  checking  with  Q.  at 
K  B.  fiftii.  If  he  remove  or  defend  K  B.^  you  would  take 
KKt. P.  with  yours,  and  have  an  excellent  game. 

(A.) 

Q»|ite.  BlaciL 

!•  K,P.  two  squares.  1.  K.P.  two  squares, 

2.  K.  B.  to  Q.  B.  fourth.         2.  K.  B.  to  Q.  B.  fourth. 
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3.  Q.B.P.  one  square.  3.  K,Kt  to  B,  third. 

4.  Q.  P,  two  squares.  4.  K.  P.  takes  P. 

5.  K.  P.  one  square.  5.  Q.  P.  two  squares. 

You  have  now  two  ways  of  playing,  both  of  which  will 
give  you  the  best  of  the  game.  The  first  is  to  play  your 
K.B.  to  Q-Kt  third,  and  then  take  his  Q.P.  with  your 
Q.B.P.;  the  second  is  to  play  as  follows: 

6.  P.  takes  K.Kt.  6.  P.  takes  KB. 

7.  P.  takes  K.Kt.P.  7.  K.R.  to  K.Kt.  square. 

You  may  now  give  check  at  Q.K  fourth,  and  take  the 
Pawn  at  your  Q,B.  fourth. 

It  would  not  be  good  play  for  the  White  to  move  Q,  to 
Q.R.  fifth  on  the  seventh  move,  because  Black  would 
castle ;  and  if  you  took  K.  B.,  he  would  check  you  with 
K.R.,  and  afterwards  advance  Q.P.  or  take  your  Q.B.P., 
having  rather  the  best  of  the  game. 

(B.). 
Qaitltte.  Blarit. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth.  2.  K.  B.  to  Q.  B.  fourth. 

3.  Q.  B.  P.  one  square.  3.  K.  Kt.  to  B.  third. 

4.  Q.  P.  two  squares.  4.  K.  P.  takes  P. 

5.  K.  P.  one  square.  5.  Q.  to  K.  second. 

6.  Q.B.P.  takes  Q.P.  6.  KB.  checks. 

7.  K  to  KB.  square. 

If  instead  of  moving  the  King  you  were  to  interpose  eithei 
your  Q.Kt.  or  Q.B.,  Black  would  be  able  to  retrieve  hif 
game,  by  playing  his  K.Kt.  to  K  fifth,  then  exchanging 
his  Eiiight  and  Bishop  for  your  Knight  and  Bishop,  and 
afterwards  moving  his  Q.  P.  one  sq. ;  the  game  would  then 
be  about  equal  By  playing  the  King,  you  force  Black  tc 
play  K  Kt,  which  cannot  be  played  to  any  square  withoul 
improving  your  game. 
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7.  K.Kt.  to  K.  fifth. 

8.  Q.  to  KKt.  fourth.  8.  If  he  play  K.Kt.  to  K.B. 

third,  you  cannot  take  it  without  being  checkmated  by  the 
Queen  ;  you  therefore  take  K.Kt. P.,  winning  a  piece. 
If  he  move  K.Kt.  to  Q.  third,  you  play  K.B.  to  K. 
second,  and  afterwards  take  the  £[night.  He  has  two 
other  ways  of  playing,  viz.  K.  B.  P.  two  squares  ;  or 
Q.B.P.  one  square  ;   see  (C).     Suppose  he  plays 

K.B.P.  two  squares. 

9.  Q.  to  KR.  fifth.  +  9.  K.Kt. P.  one  square. 

If  instead  of  this  move  Black,  had  played  K.  to  K.B. 
square,  you  ought  to  take  his  K.  B.  P.  with  the  Queen. 

If  he  had  played  K.  to  Q.  square,  you  should  play  K.  B.  P. 
one  square ;  and  if  he  play  K.  Kt  to  Q.  third,  you  would  win 
the  Queen  by  playing  Q.  B.  to  K.  Kt  fifth.  K,  instead  of 
jAiying  K.Kt.  to  Q.  third,  he  were  to  play  it  to  K.B. 
third,  you  should  play  Q.  to  K.B.  fourth,  and  afterwards 
Q.B.  to  E^Kt.  fifth,  winning  the  Knight  at  the  least. 

10.  Q.  to  K.R.  sixth.  10.  Q.B.P.  one  square. 

11.  K.B. P.  one  square.  11.  Q.P.  two  squares. 

12.  K.  B.  to  IC  second,  winning  K.  Kt. 

ffi  instead  of  playing  Q.  B.  P.  one  square,  he  had  played  Q. 
toK.B.  square,  you  would  have  exchanged  Queens,  and 
then  have  advanced  your  K.  B.  P.  one  square,  winning  the 
Knight  Had  he  removed  his  K.Kt.  to  his  Q.  third,  you 
should  play  as  follows : 

11.  Q.B.  to  K.Kt.  fifth.         11.  K  he  remove  the  Queen, 

you  will  take  K.Kt. ;  therefore, 

K.Kt.  to  K.B.  second. 

12.  Q.B.  takes  Q.  12.  K.Kt  takes  Q. 

13.  Q.B.  takes  KB.,  &c. 

Suppose,  on  the  tenth  move,  he  had  played 

10.  K.Kt  to  K.B.  third. 

K 
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11.  Q.B.  to  E.Kt.  fiflh.  II.  K.R.  to  K.B.  square. 

12.  Q.  to  K.R.  fourth,  winning  the  Knight 


(C.) 
Cttltte. 

1.  K.  P,  two  squares.  1. 

2.  K.  B.  to  Q.  B.  fourth.  2. 

3.  Q.  B.  P.  one  square.  3. 

4.  Q.  P.  two  squares.  4. 

5.  K.  P.  one  square.  5. 

6.  Q.  B.  P.  takes  P.  6. 

7.  K.  to  K.  B.  square.    •  7. 

8.  Q.  to  K.Kt.  fourth.  8. 

9.  Q.  takes  K.Kt  9. 

10.  KB.  takes  Q.P.  10. 

11.  Q.  takes  Q.B.P. 

This  is  a  better  method  of  play 

preceding)  because  he  loses  only 


K.  P.  two  squares. 
K.  B.  to  Q.  B.  fourth. 
K.  Kt.  to  B.  third. 
K.  P.  takes  P. 
Q.  to  K.  second. 
K.B.  checks. 
K.Kt,  to  K.  fifth. 
Q.B.P.  one  square. 
Q.P.  two  squares. 
Q.B.P.  takes  KB. 

for  the  Black  than  thi 
two  Pawns. 


NINTH  GAME. 


1.  KP.  two  squares. 

2.  KB.  toQ.B.  fourth. 

3.  Q.B.P.  one  square. 

4.  K  Kt.  to  K.  B.  third. 


Black. 

1.  KP.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth. 

3.  Q.  to  K  second. 


FIRST   DEFENCR. 


5.  K  takes  B. 

6.  Q.P.  two  squares. 

7.  KKt  takesKP. 

8.  K.R.  to  K  square. 


4.  KB.  takes  KB. P.^ 

5.  Q.  to  Q.  B.  fourth.  + 

6.  Q.  takes  B. 

7.  Q.  to  K.  third. 

8.  Q.P.  one  square. 


9.  K.Kt.  to  KB.  third,  and  has  a  better  position  than  th< 
Bkck. 
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SECOND   DEFENCE. 


4.  Q.  P.  one  square. 

5.  Castles.  5.  Q.  B.  to  K.  Kt.  fifth. 

6.  Q.P.  one  square.  6.  K.Kt.  to  B.  third. 

7.  Q.B.  to  K.  third.  7.  K.B.  to  Q.Kt.  third. 

8.  Q.Et.  to  Q.  second.  8.  Q.Kt.  to  Q.  second. 

The  game  is  equal. 


&  2 
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DEFENCE. 


THE    BLACK   HAVING    THE    FfRST    MOVE. 


FIKST  GAME. 

1.  K.P.  two  squares.  L  K.P.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth.  2.  K.  B.  to  Q.  B.  fourth. 

3.  Q.P.  two  squares. 

Black  loses  a  Pawn  by  this  move. 

3.  K.  B.  takes  P. 

4.  K  he  plaj  Q.  B  P.  one  square,  you  should  remove  K, 

to  Q.  Kt.  third  square,  and  not  to  Q.  B.  fourth,  beca 
he  would  take  your  K.B.P.,  cheeking,   and  on  y< 
taking  his  Bishop  he  would  check  with  Q.  at  her  fil 
and  win  K.B.     K  he  play 
K.Kt.  to  B.  third.  4.  Q.Kt.  to  Q.B.  third. 

5.  Q.B.P.  one  square.  5.  K.B.  to  Q.Kt.  third. 

6.  If  he  were  to  play  Q.B.  to  K.Kt.  fifth,  you  should  j 

K.  Kt.  to  B.  third.     But  if 
K.  Kt.  to  its  fifth.  6.  K.  Kt.  to  K.  R.  third. 

7.  Q.  to  K.  R.  fifth.  7.  Castles,  or  Q.  to  K.  secc 

White  has  the  best  of  the  game,  having  gained  a  Pai 
It  would  have  been  bad  play  for  White  to  have  tal 
Q.P.  with  ICP.  on  the  third  move,  because  Black  wo 
take  BLB.P.,  checking,  and  afterwards  play  Q.  to  K 
fifth. 
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SECOND  GAME. 

Block.  mtOe. 

1.  K,P,  two  squares.  1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.  fourth.         2.  K.B.  to  Q.B.  fourth. 

3.  KB. P.  two  squares. 

This  move  of  the  Black  is  seldom  played ;  there  does  not 
appear  any  danger  in  it.  It  would  not  be  good  play  to 
take  his  Pawn,  because  he  might  play  Q.  P.  two  squares, 
compelling  your  K.  B.  to  remove ;  and  though  you  could 
then  check  with  your  Queen,  and  force  him  to  move  the 
Bng,  yet  you  would  have  rather  the  worst  of  the  game, 
on  account  of  his  centre  Pawns. 

3.  K.  B.  takes  E.  Kt. 

■ 

In  the  first  placej 

4.  K.R.  takes  K.B.  4.  Q.  to  K.R.  fifth. + 

If  Black  play  K.  to  E.B.  square,  you  should  take  K.B.P. 
^th  Queen.  If  he  play  K.  to  K.  second,  you  woidd  win 
*  piece  by  phiying  Q.  P.  two  squares.     But  suppose 

5.  K.Kt.P.  one  square.  5.  Q.  takes  K.R. P. 

6.  K.  to  B.  square.  6.  Q.P.  two  squares. 

7.  K.B.  takes  P.  7.  Q.B.  checks. 

8.  K.  to  his  square.  8.  Q.  takes  R.  ^ 

9.  K  to  his  second.  9.  Q.B.  to  K.Kt.  fifth.+ 

10.  K.  to  Q.  third.  10.  Q.  to  Q.  fifth,  checkmate. 

Black  ought,  on  the  sixth  move,  to  have  played  K.R.  to 
K.R  square;  you  would,  however,  even  then  have  had 
niuch  the  best  of  the  game,  by  taking  K.  Kt.  P. 

In  the  secotid  place, 

4.  Q.  to  K.  R.  fifth.  4.  Q.  to  K.  second. 

5.  K.  R.  takes  B.  5.  Q.  P.  one  square. 
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6.  K.  B.  P.  one  square.  6.  K.  Kt.  to  B.  third. 

7.  Q.  to  K.  Kt.  fifth.  7.  K.  Kt.  takes  K.  P. 

8.  Q.  takes  K.Kt.P.  8.  Q.  to  K.B.  third. 

9.  K.B.  takes  K.B.P.+  9.  K.  to  his  second. 

10.  Q.  takes  Q.  10.  Kt.  takes  Q. 

11.  K.B.  to  Q.  Kt.  third.         11.  Q.B.  takes  P. 

The  game  ifl  slightly  in  your  favour,  in  consequence  of 
your  centre  Pawns.  Black  might,  on  the  seventh  move, 
have  played  Q.  to  K.B.  third. 


THIRD  GAME. 

WaOL  «»|itf. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.  fourth.         2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.Kt.  fourth. 

This  move  may  be  played  without  danger ;  but  it  is  not 
80  attacking  as  Q.  to  K.B.  third,  or  to  K.K.  fifth  square. 

3.  Q.  to  K.B.  third. 

4.  Q-  to  K.Kt.  third.  4.  Q.P.  one  square. 

In  the  Jirst  place, 

5.  K.Kt.  to  B.  third.  5.  Q.B.  to  K.  third. 

6.  K.B.  takes  B.  6.  K.B. P.  takes  B. 

7.  Castles.  7.  K.Kt.  to  K.  second. 

8.  Q.P.  one  square.  8.  Castles. 

The  position  is  equal. 

In  the  second  place, 

5.  Q.P.  one  square.  5.  Q.B.  to  K.  third. 

6.  Q.B.  to  K.Kt.  fifth.  6.  K.B.  takes  K.B.P.+ 

7.  If  he  take  K.  B.  you  take  Q.  B.     But  if 
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E.  to  his  second.  7.  E.B.  takes  Q. 

8.  Q.B.  takes  Q.  8.  E.Kt  takes  Q.B. 

9.  KRP.  takes  B. 

White  has  a  better  position,  and  a  Pawn  more. 

If  Black  on  the  fourth  move  had  played  K.  Kt.  to  B. 
third,  you  would  have  attacked  his  Queen  with  K.Kt.  an^ 
afterwards  have  played  Q,  P.  one  square. 


FOURTH  GAME. 

ISIadt.  «ll(iti. 

1.  K.P.  two  gquares.  1.  K,P.  two  squares. 

2.  KB.  to  Q.B.  fourth.      2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  KB.  third.  3.  KKt.  to  K.B.  third. 

Black  may  now  play  ' 

No.  1.  K.Kt. P.  two  squares. 

2.  Q.  to  K.Kt  third. 

3.  Q.Kt.P.  two  squares. 

4.  Q.P.  one  square. 

No.  1. 

4.  K,Kt.P.  two  squares.         4.  Q.P.  two  squares. 

If  he  play  K.Kt.P.  one  square,  your  best  move  would 
l>e  to  take  K.  P.  with  K.  Kt.     But  suppose  he  play 

FIRST   DEFENCE. 

0.  K.P.  takes  P.  5.  Q.B.  takes  P. 

6.  Q.  to  Q.Kt.  third.  6.  K.B.  to  Q.Kt.  third. 

7.  P.  to  Q.  sixth.  7.  Castles. 

^Vliite  has  a  better  position  than  the  Black,  besides  having 
niore  pieces  in  play. 
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SKCOND    DEFENCE. 

5.  K.B.  takes  Q.P.  5.  Q.B.  takes  P. 

6.  Q.  to  Q.Kt  third.  6.  KKt.  takes  KB. 

7.  P.  takes  K.Kt.  7.  KB.  to  Q.Kt  third, 

8.  Q.  to  KKt.  third.  8.  Q.  to  KB.  third. 

You  have  the  best  of  the  game,  in  consequence  of  the 
Black's  pawns  being  separated :  he  cannot  take  your  Q.  B. 
without  being  checkmated  in  two  moves. 

If  Black  on  the  seventh  move  had  taken  your  Q.Kt.P. 
with  Q.  in  order  to  win  Q.II.,  he  would  have  lost  his 
Queen  by  your  playing  KKt.  to  Q.Kt.  third,  and  after- 
wards Q.  B.  to  its  square. 

No.  11 

4.  Q.  to  KKt.  third.  4.  Castles. 

5.  Q.  takes  KP.  5.  KB.  takes  KB.P.+ 

6.  K  to  Q.  square.  6.  KR.  to  K  square. 

7.  Q.  to  K.B.  fourth.  7.  KB.  takes  K.Kt. 

8.  KR.  takes  B.  8.  KR.  takes  KP. 

White  has  gained  a  pawn  with  a  superior  position.  It 
would  have  been  bad  play  to  have  taken  his  KP.  with 
KKt.  (eighth  move)  because  he  would  have  taken  your 
K  B.  P.  with  K  B.  and  afterwards  K  R. 

No.  in.  * 

4.  Q.Kt.P.  two  squares.      4.  KB.  takes  P. 

FIEST   ATTACK. 

5.  KB.  takes  KB.P.+  5.  K  takes  B. 

6.  Q.  to  Q.Kt.  third.  ■*"  6.  Q.P.  two  squares. 

7.  Q.  takes  B.  7.  K.Kt.  takes  KP. 

White  has  the  best  of  the  game. 
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SECOND   ATTACK. 

5.  Q.  to  Q.Kt.  third.  5.  Q.  to  K.  second. 

6.  K.B.  takes  P.+  6.  Q.  takes  B. 

7.  Q.  takes  B.  7.  Q-Kt  to  Q.R.  third. 

8.  Q.  to  Q.B.  third.  8.  K.Kt.  takes  P. 

9.  Q.  takes  P.***  9.  K.  to  Q.  square. 

In  the  fir  ft  place, 

10.  KKt  to  K  second.  10.  Q.  takes  K.B.P.+ 

11.  K  to  Q.  sqaare.  11.  Q.  takes  K.Kt. P. 

12.  EL  R.  to  K.  Kt.  square.       12.  K.  R.  to  K.  B.  s(i.,  and  wins. 

In  the  second  place^ 

10.  Q.  to  her  fourth.  10.  K.  R.  to  K.  square. 

11.  KKt  to  K  second.         11.  Q.Kt.  to  its  fifth. 

12.  Q.Kt.  to  Q.R.  third.        12.  Q.Kt  to  Q.B.  third. 

13.  Q.  to  K.  third.  13.  K.Kt.  to  K.B.  third. 

14.  Q.  to  Q.  third.  14.  Q.  to  K.R.  fourth. 

15.  K  he  play  Q.Kt.  to  Q.B.  fourth,  you  will  play  Q.Kt. 

to  its  fifth.  If  he  move  the  King,  you  play  Q.Kt. 
to  Q.  fifth.  K  he  play  Q.  B.  P.  one  square,  you  play 
K.Kt  to  Q.  fourth,  in  order  to  move  it  afterwards  to 
K.B.  fifth. 

No.  IV. 

4.  Q.P.  one  square.  4.  Q.P.  one  square. 

5.  Q.B.  to  K.Kt.  fifth.  5.  Q.B.  to  K.Kt.  fifth. 

FIRST   METHOD. 

6.  Q.  to  KKt  third.  6.  K.Kt  takes  K.P. 

In  the  first  place, 

7.  Q.B.  takes  Q.  7.  Kt  takes  Q. 

8.  KB. P.  takes  Kt  8.  K.  takes  B. 

9.  KB.  takes  KB. P.  9.  Q.B.P.  one  square. 

White  has  the  better  position. 
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In  the  second  place, 

7.  K.P.  takes  Kt.  7.  Q.  takes  B. 

8.  Q.Kt.  to  Q.B.  third.  8.  Q.  to  KKt  third. 

White,  having  gained  a  Pawn,  has  the  best  of  the  game. 

In  the  third  place, 

7.  Q.  takes  B.  7.  Q.  takes  B. 

8.  Q.  takes  Kt.  (A.)  8.  Q.  to  Q.B.  eighth.  + 

9.  K.  to  his  second.  9.  Castles. 

10.  If  he  take  Q.Kt.P.  with  Q.,  you  should  play  Q.Kt  to 

Q.  second,  and  your  position  will  be  much  superior  to 
his  :   but  if 
K.Kt.P.  one  square.         10.  Q.  Kt.  to  B.  third. 

11.  Q.B.P.  one  square.  11.  Q.  takes  Q.  Kt.  P.,  and  wins. 

(A.) 

8.  Q.  to  Q.B.  eighth. ■*■  8.  K.  to  his  second. 

9.  If  he  take  Q.  B.  P.,  you  should  interpose   Q.  Kt  &c. : 

but  if 
Q.  takes  K.R.  9.  Q.  to  Q.B.  eighth.  + 

10.  K.  to  his  second.  10.  Q.  takes  Q.B.P.+ 

11.  K.  to  K.  B.  third.  11.  Checkmates  in  three  moves. 

SECOND    METHOD. 

1.  JST.P.  two  squares.  1.  K.P.  two  squares. 

2.  K,  B  to  Q.  B,  fourth,  2.  K,  B.  to  Q.  B.  fourth. 

3.  Q.  to  K,  B,  third.  3.  K.  Kt.  to  B.  third. 

4.  Q.  P.  one  square.  4.  Q.  P.  one  square. 

5.  Q.B.toK.Kt.ffih.  6.  Q.  B.  to  K.  Kt.  fifth. 

6.  Q.  takes  B.  6.  Kt.  takes  Q. 

7.  B.  takes  Q.  7.  KB.  takes  P.+ 

8.  K.  to  his  second.  8.  K.  takes  B. 

9.  If  he  play  K.  Kt.  to  R.  third,  you  play  K.  B.  to  Q.  Kt 

third  ;   and  if  he  then  take  K.  B.  P.,  you  move  K.  Kt 
to  K.  sixth,  gaining  a  Pawn  at  the  least.     If  he  play 
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K.  R.  P.  one  square,  you  plaj  K.  B.  to  Q.  fifth  ;  and 
if  he  then  play  Q*  B.  P.  one  square,  jou  should  move 
Kt.  to  KB.  seventh.     Finally,  if  he  play 

9.  K.R.  to  K.B.  square. 

10.  K.B.  to  Q.  fifth. 

11.  K.R.  checks. 

12.  K.B.  to  Q.Kt  third,  win- 
ning a  Pawn. 


E.B.  takes  P. 

10.  K.B.  to  Q.Kt.  third. 

11.  Q>B.P.  one  square. 

12.  K  to  his  square. 


FIFTH  GAME. 


ISIadL 


1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.  fourtli. 

3.  Q.  to  K.  R.  fifth. 

4.  Q.Kt.  to  Q.B.  third. 

5.  Q.  to  K.  Kt.  fifth. 

6.  Q.  takes  K.  Kt.  P. 

7.  Q.  to  K.  R.  sixth. 

8.  K.  to  B.  square. 


miite. 

1.  K.P.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth. 

3.  Q.  to  K.  second. 

4.  K.Kt.  toK.B.  third. 

5.  Q.  B.  P.  one  square. 

6.  K.  R.  to  K.  Kt.  square. 


7.  KB.  take8K.B.P.+ 

8.  Q.  P.  two  squares,  winning 
a  piece  ;  for  if  he  take  the  Pawn,  or  remove  the  Bishop, 
you  play  K.  R.  to  K.  Kt.  third,  winning  the  Queen. 


SIXTH  GAME. 


SUdu 

1.  K.P.  two  squares. 

2.  KB.  toQ.B.  fourth. 

3.  Q.  to  KR.  fifth. 

4.  K  Kt.  to  B.  third. 

5.  K  Kt.  to  its  fifth. 


1.  K.P.  two  squares. 

2.  K  B.  to  Q.  B.  fourth. 

3.  Q.  to  K.  second. 
4.'  Q.P.  one  square. 
5.  K.  Kt.  to  B.  third. 


6.  If  he  play  Q.   to  K.  K.  fourth,   you  may  play  Q.  B.  to 
K  third  square.     But  suppose 
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K.  B.  takes  K.  B.  P.  "^     See  the  First  Variation,  if  he  take 
the  Pawn  with  the  Queen. 

6.  K.  to  Q.  square. 

7.  Q-  to  K.R.  fourth.      Had  he  plajed  her  elsewhere,  you 

would  have  won  a  piece,  bj  playing  K.  R.  P.  one  square. 

7.  K.  R.  to  K.  B.  square. 

8.  K.B.  to  Q.B.  fourth.  8.  The    move    reconunended 

by  many  eminent  authors,  is  to  take  K.  P.  with  K.  Kt, 
having,  as  they  contend,  a  forced  won  game.  In  the 
Third  Variation  I  shall  endeavour  to  prove  that  they 
are  mistaken.     The  move  I  would  reconunend  is 

K  Kt  to  its  fifth. 

In  tlie  first  place, 

9.  Castles.  9.  K.B.  takes  K.B.P.+ 

10.  K.  R.  takes  B.  10.  K.  Kt.  takes  R. 

11.  K.  R.  P.  one  square.  11.  K.  R.  P.  one  square. 

12.  K.Kt  to  B.  third.  12.  Q.  takes  Q. 

13.  Kt.  takes  Q.  13.  Kt.  takes  K.P. 

White  ought  to  win. 

In  tlie  second  place, 

9.  K.  Kt.  to  K.  B.  seventh.  +      9.  K.  R.  takes  Kt. 

10.  Q.  takes  Q.  10.  K  R.  takes  Q. 

11.  Castles. 

White  will  win,  having  gained  a  Piece  for  a  Pawn. 

FIRST  VARIATION, 

BEGINNING    AT   THE  SIXTH    MOVE  OP   THE    BLACK. 

1 .  K.P,  two  squares.  1 .  K»P.  two  squares, 

2.  K.B,  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.  R.  fifth.  3.  Q.  to  K.  second. 

4.  K.  Kt.  to  K.  B.  third.  4.  Q.  P.  one  square. 

5.  K.  Kt.  to  its  fifth.  5.  K.  Kt.  to  K.  B.  third. 

6.  Q.  takes  K.  B.  P.  +  6.  Q.  takes  Q. 

7.  K.B.  takes  Q.+  7.  K.  to  his  second. 
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Black  might  also  have  taken  Q.  with  K.  Kt  See  the 
Second  Variation. 

8.  K.B.  to  Q.B.  fourth.  8.  K.R.P.  one  square. 

9.  K.  Kt.  to  K.  B.  third.  9.  K.  Kt  takes  K.  P. 

Whitens  position  is  rather  superior  to  his  adversary's.  If 
Black  had  played  on  the  ninth  move  Kt.  to  K.  B.  seventh, 
you  would  have  won  two  pieces  for  a  Rook,  by  playing 
K.R.  to  K.B.  square. 

SECOND  VARIATION, 

BlfoiNNXNO   AT  THE   SEVENTH   MOVE   OF  THE   BLACK. 

Bladu  Haaiite. 

1.  K.P,  two  squares,  1.  /T.  P.  two  squares, 

2.  K.  B.  to  Q,  B.  Jourtli.  2,  K  B,  to  Q.  B,  fourth, 

3.  Q.  to  K,  R.  fifth.  3.  Q,  to  K.  second, 

4.  K,  Kt,  to  K,  B,  third,  4.  Q.  P.  one  square, 

5.  K.Kt,  to  its  fifth,  5,  K,Kt,  to  K.B,  third, 

6.  Q.  takes  K,  B.  P,  +  6.  Q.  takes  Q, 

7.  K.  Kt.  takes  Q.  7.  K.  R.  to  K.  B.  square. 

8.  K.  Kt.  to  its  fifth.  8.  K.  R.  P.  one  square. 

9.  K.  Kt.  to  K  B.  third.  9.  K  Kt.  takes  K.  P. 

10.  K.  castles  ;  or  plays  10.  K.B.  takes  K.B.P.+ 
K.R.  to  KB.  square. 

11.  K.  R.  takes  KB.  U.K.  Kt.  takes  K.  R. 

12.  K.  takes  K.  Kt.  12.  K.  P.  one  square ;  wins  the 

Knight,  and  has  consequently  the  best  of  the  game. 

If  Black,  on  the  eleventh  move,  had  played  the  King, 
^tead  of  taking  your  Bishop,  you  would  have  removed 
K'B.,  having  gained  a  Pawn,  with  a  good  position. 

THIRD  VARIATION, 

BEGINNING    AT  THE   EIGHTH    MOVE   OF   THE   WHITE. 

1.  -ST.  P.  two  squares,  1.  K,P,  two  squares, 

2.  K,B.  to  Q.B.  fourth.         2.  K,B,  to  QB,  fourth. 
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3.  Q.  to  K.  R.  fifth.  3.  Q.  to  K.  iecotuL 

4.  K.  Kt,  to  B,  third.  4.  Q.  P.  one  square, 

5.  K.Kt.  to  its  fifth.  5.  K.  Kt.  to  B.  third. 

6.  K.B.  takes  K.B.  P.+  6.  K.  to  Q.  square. 

7.  Q.  to  K.  R.  fourth.  7.  K,  R.  to  B.  square. 

8.  K.  B.  to  Q.  B.  fourth.  8.  K  Kt  takes  K.  P.      This 

is  a  bad  move,  causing  the  loss  of  the  game.  It  was 
long  considered  the  best  move,  even  by  the  first  writers. 
Mr.  Pratt,  the  Editor  of  "  Studies  of  Chess,"  Sixth 
Edition,  page  63,  was  the  first  to  make  the  proper  move 
against  it,  but  accidentallj,  as  he  informed  me,  for  he 
had  no  notion  that  taking  the  Pawn  was  «  bad  move, 
nor  did  he  attempt  to  analyze  the  position. 

9.  Q.  P.  two  squares.  9.  If  you  take  Q.  P.  he  will 

take  K.  Kt.  with  Q.  If  you  check  with  K.  B.  he  will 
interpose  Q.B.P.,  and  if  you  take  it  with  K.Kt.  he 
wiD  retake  with  KtP.,  having  nothing  to  fear  from 
the  check  by  discovery  :   therefore 

K.  Kt.  takes  K.  B.  P. 

10.  P.  takes  K.B.  10.  K.Kt.  takes  K.R. 

11.  Q.Kt.  to  Q.B.  third. 

FIRST    DEFENCK. 

11.  Q.  B.  P.  one  square. 

12.  P.  takes  P.  12.  If  you  play  Q.  to  K.  square. 

Black  will  checkmate  in  three  moves.  If  you  play  Q. 
to  her  second,  he  will  check  with  Kt.  at  K.  sixth,  win- 
ning the  Queen  :  therefore 

Q.  to  K.  B.  third. 

13.  Q.Kt.  to  K.  fourth.  13.  Loses  the  Queen  ;    for  if 

you  play  Q.  to  K.  Kt.  third,  or  to  K.  B.  fourth,  he  will 
checkmate  in  two  moves. 

SECOND    DEFENCE. 

1 1.  K.R.  p.  one  square. 
12.  Q.Kt.  to  Q.  fifth. 
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In  the  first  place, 

12.  Q.  to  Q.  second. 

13.  K.Kt.  to  K.  sixth.'*'  13.  K.  to  his  square. 

14.  Q-Kt-  takes  Q.B.P.+         14.  K.  to  B.  second. 

15.  K.  Kt.  to  K.  B.  fourth  ;  checks,  and  wins. 

In  tJie  second  place, 

12.  Q.  to  K.  square. 

13.  K.Kt  to  K.  sixth. '*'  13.  K.  to  Q.  second. 

14.  Q.Kt.  takesQ-B-P.  14.  If  you  play  Q.  to  KB. 

second,  he  will  check  with  Pawn,  and  win  the  Queen 
at  the  least ;  for  if  you  take  the  Pawn  with  the  King, 
he  will  checkmate  you  in  three  moves  :  therefore 

Q.  to  K.  second. 

15.  Q.  takes  Q.  15.  K.  takes  Q- 

16.  Kt  takes  K.R.  16.  K.  takes  Kt 

17.  Kt  takes  Q.  R.  and  wins  easily. 

THIRD    DEFENCE. 

11.  Q.  toK.B.  third. 

12.  Q.B.  to  K.  third.  12.  You  must  lose  the  game  ; 

for  if  you  play  Q.  B.  P.  one  square,  he  will  play  Q.  Kt. 
to  K.  fourth,  compelling  you  either  to  permit  the  check 
by  discovery,  which  has  been  shown  to  be  fatal,  or  to 
play  Q.  to  K.  second,  in  which  case  he  takes  P.  with  P., 
winning  easily.  There  remains  only  the  move  of  the 
King  to  examine  ;  for  if  you  play  any  other  piece  or 
pawn,  he  wiD  move  Kt  to  Q.  fifth,  and  afterwards 
give  the  discovered  check  :    therefore. 

In  the  first  place, 

K.  to  his  square. 

13.  Q.Kt  to  Q.  fifth.  13.  Q.  to  her  square. 

14.  Q.  to  K.  R.  fifth.  +  14  If  you  play  K.  to  Q.  second, 

he  will  play  Kt.  to  K.  B.  seventh  ;  and  on  your  moving 
Q.  to  K.  square,  he  will  play  Q.  to  K.  B.  fifth,  winning. 
But  if 
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K.KtP.  one  square. 

15.  Q.  takes  KR.P.  15.  Q.B.  to  Q.  second. 

16.  Q.  takes  K.KtP.+  16.  R.  to  KB.  second. 

17.  Q-  takes  R.,  checkmating. 

In  the  second  pkice, 

12.  K.  to  Q.  second. 

13.  K.B.  to  K  sixth.  +  13.  K  you  play  K.  to   Q.  B. 

third,  he  will  checkmate  you  in  two  moves :  therefore 

No.  I. 

K.  to  Q.  square. 

14.  Q.Kt  to  Q.  fifth.  14.  Q.  to  KB.  eighth.  + 

15.  K  to  Q.  second.  15.  If  you  check  with  Rook  at 

K  B.  seventh,  he  will  play  K.  to  Q.  B.  third.     But  if 

Q.  takes  KKtP.+ 

16.  K  to  Q.B.  third.  16.  Q.B.  takes  B. 

17.  KKt  takes  B.+  17.  K  to  Q.B.  square.  (A.) 

18.  Kt.  takes  R.  18.  Q.  takes  Kt. 

19.  Q.  to  KKt  fourth.  +        19.  K  to  Q.  square. 

20.  Q.B.  checks.  20.  K  to  his  square. 

21.  Q.  to  Q.B.  eighth.  +         21.  K  to  KB.  second. 

22.  Q.R.  checks,  and  wins  easily. 

(A.) 

17.  K.  to  Q.  second. 

18.  Kt.  takes  R.+  18.  K  to  Q.B.  third. 

19.  Q.Kt.  to  K.  seventh.  +      19.  K  to  Kt.  fourth. 

20.  Checkmates  in  two  moves. 

No.  II. 

13.  K  to  his  square. 

14.  Q.Kt.  to  Q.  fifth.  14.  Q.  checks. 

15.  K  to  Q.  second.  15.  If  you  take  the  Rook  he 

will  checkmate  in  four  moves  :    therefore 

Q.  takes  KKt.P.+ 

16.  K  to  Q.B.  third.  16.  If  you  take  KB.  he  wiU 

take  Q. B.P.,  and   afterwards  Q.B.,   with  KKt.      If 
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Tou  play  Q.Kt  to  R.  third,  he  will  speedily  win,  by 
playing  K.  Kt  to  K.  fourth.     If  you  play 

Q.  to  K.  seventh. 

17.  Kt.  takes  Q.B.P.+  17.  K.  to  Q.  square. 

18.  Kt.  to  K.B.  seventh."*-      18.  K.  takes  Kt. 

19.  Checkmates  in  four  moves. 


SEVENTH  GAME. 

Watt.  C239(te. 

1.  K.P.  two  squares.  1.  K.  P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.  second.  3.  Q.P.  one  square. 

4.  If  he  were  to  play  K.  B.  P.  two  squares,  it  would  consti- 

tute the  Lopez  Gambit,  which  see.     K 
Q.P.  one  square.  4.  Q.B.P.  one  square. 

5.  Q.B.  to  K.  third.  5.  Q.Kt.P.  two  squares. 

6.  If  Black  play  K.  B.  to  Q.  Kt.  third,  you  should  play  Q.  Kt. 

to  Q.  R.  third.     But  if 
Q.B.  takes  B.  6.  Q.P.  takes  Q.B. 

7.  K.B.  to  Q.Kt.  third.  7.  Q.  to  K.Kt  fourth. 

*^te  will  win  a  Pawn  at  the  least  Black  ought  not  to 
"»ve  taken  Bishop  on  the  sixth  move ;  he  should  have 
'amoved  K.B. 


EIGHTH  GAME. 

IStodt.  WiiiU. 

1-  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3-  Q.B.P.  one  square.  3.  Q.  to  K.  second. 

4.  K.Kt  to  K.  second.  4.  KB.  takes  K.B.P.+ 

5.  K.  takes  B.  5.  Q.  to  Q.B.  fourth.  + 

6.  Q.P.  two  squares.  6.  Q.  takes  B. 
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White  has  a  good  position,  with  a  Pawn  more.  The 
fourth  move  of  the  Black  was  bad ;  he  ought  to  have 
played  the  Knight  to  K.  B.  third ;  and  though  you  might 
have  played  the  same  moves,  yet  your  game  would  be 
inferior  to  his,  because  he  might,  on  the  seventh  move, 
take  your  Bang's  Pawn  with  K.  Kt.,  attacking  your  Queen, 
then  play  K.  R.  to  EL  B.  square,  and  afterwards  K.  to  Kt 
square. 

If,  on  the  fourth  move,  he  had  played  ELB.P.  two 
squares,  you  should  take  K.Kt.  with  K.B.,  and,  on  his 
retaking,  play  Q.  to  Q.B.  fourth,  &c. 


NINTH  GAME. 

1.  K.F.  two  squares.  1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  K.B.  to  Q-B.  fourth. 

3.  Q.B.P.  one  square.  3.  Q.  to  K.  second. 

4.  Q.  to  KKt  fourth.  4.  K.Kt.  to  B.  third. 

5.  Q.  takes  K.  Kt.  P.  5.  It  would  not  be  good  play 

to  take  K.B.P.  with  K.B.,  though  recommended  by 
some  writers.     The  best  move  is 

R.  to  KKt.  square. 

6.  Q.  to  K.R.  sixth.  6.  K.B.  takes  K.B.P.+ 

7.  K.  to  B.  square.  7.  Q.P.  two  squares. 

8.  If  he  take  Q.  P.,  or  remove  K.  B.,  you  play  K.  R.  to  K  Kt 

third,  winning  the  Queen  ;  he  is  consequently  obliged  to 
play  Q.P.,  in  order  to  make  room  for  the  Queen,  you 
then  take  the  KB.  Black  played  ill  in  moving  Q,  to 
K.  Kt.  fourth  square,  on  the  fourth  move ;  he  ought  to 
have  played  KKt  to  KB.  third. 


UNO's  bishop's  game. 


67 


TENTH  GAME. 


VlatfL 


lEB^ttr. 


1.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth. 

3.  Q.P.  one  square. 

4.  P.  takes  P. 

5.  K.B.  checks. 


1.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth. 

3.  Q.B.P.  one  square. 

4.  Q.P.  two  squares. 

5.  P.  takes  P. 

6.  K  to  B.  square. 

This  is  not  the  best  move  for  the  Black ;  he  ought  to  have 
interposed  Q.B.;  as^  however,  the  proper  defence  is  not 
very  easy,  I  shall  examine  some  of  the  moves  likely  to 
occur.  Your  best  move  is  Q.  to  Q.  second ;  but  suppose 
you  play 

No.1. 

6.  Q.B.P.  two  squares. 
7.  Q.  to  Q.Kt.  third. 


FIRST    DEFENCE. 


8.  Q.R.P.  one  square. 

9.  Q..to  Q.E.  fourth.^ 

10.  Q.P.  one  square. 

11.  Q.B.  to  Q.  second. 

12.  Q.Kt.  takes  B. 

13.  P.  takes  Kt  and  wins. 


7.  Q.  to  K  second. 

8.  KB.  to  Q.R.  fourth. 

9.  Q.Kt  to  Q.B.  third. 

10.  Q.  takes  P. 

11.  B.  takes  B. 

12.  Q.  removes. 


SECOND   DEFENCE. 

7.  Q.  to  her  second^ 

8.  Q,R.P.  one  square.  8.  K  you  play  Q.KtP.  two 

squares,  he  will  play  KB.  to  Q.  fifth,  or  to  K. second. 
But  if  KB.  to  Q.R.  fourth. 

9.  KB.  to  Q.Kt  fifth.  9.  Q.Kt.  to  B.  third. 
10.  QiP.  one  square,  and  will  win. 

F  2 
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No.il 


7.  Q.  checks. 

8.  Q.P.  one  square. 

9.  Q.Kt.  to  R.  third 

10.  Q.P.  takes  Kt 

11.  K.Kt  to  B.  third. 


6.  Q.  to  KB.  third. 

7.  Q.Kt  to  B.  third. 

8.  Q.  to  her  fifth. 

9.  K.B.  takes  Et. 

10.  E.  to  Q.  square. 

11.  Must    lose    K.  B.y 


ant 


consequently  the  game. 


No.  m. 


7.  Q.R.P.  one  square. 

8.  Q*  checks. 

9.  Q.P.  one  square. 

10.  Q.Kt  to  Q.  second. 

11.  B.  takes  B. 

12.  Q.R-  to  E.  square. 

13.  Q.  takes  B.+ 

14.  R.  takes  Q. 

16.  R.  to  Q.  fourth,  and 


6.  Q.  to  E.  second. 

7.  KB.  to  Q.R.  fourth. 

8.  Q.Et  to  B.  third. 

9.  Q.  takes  P. 

10.  B.  takes  Et 

11.  Q.B.  to  Q.  second. 

12.  Et  to  E.  fourth. 

13.  E.  takes  Q. 

14.  EB.P.  two  squares, 
has  the  best  of  the  game. 


No.  IV. 

6.  Q.  to  Q.  second. 

Perhaps  the  best  move  for  the  Black  is  K.B.P.  t^ 
squares,  and  afterwards  K.Kt  to  B.  third,  having 
position  but  little  inferior  to  the  White.  But  suppo 
he  were  to  play 

FIRST    ATTACK. 


7.  KB.  takes  E.B.P.+ 

8.  Q-  checks. 

9.  Q.P.  one  square. 

10.  E.Et  to  B.  third. 

11.  P.  takes  Et 


7.  Q.  takes  B. 

8.  Q.Et  to  B.  third. 

9.  E.B.  to  Q.B.  fourth. 

10.  Q.B.  to  Q.  second. 

11.  B.  takes  P. 


White  has  the  best  of  the  game. 
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SECOND    ATTACK. 

7.  Q.  to  Q.Kt  third.  7.  KB.  to  Q.R.  fourth. 

8.  The  proper  move  is  either  K.  B.  P.  two  squares,  or  K.  Kt. 

to  B.  third.     But  suppose  he  plajs 
KB.  takes  P.+  8.  Q.  takes  B. 

9.  Q.  to  Q.R.  fourth.+  9.  Q.Kt  to  B.  third. 

10.  Q.P.  one  square.  10.  KB.  to  Q.Kt.  third. 

11.  KKt  to  B.  third.  11.  Q.  B.  to  Q.  second,  and  you 

have  the  best  of  the  game. 


ELEVENTH   GAME. 

1.  K.P.  two  squares.  1.  KP.  two  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  KB. P.  two  squares.  This 

move  is  first  met  with  in  Greco's  Treatise  ;  it  has  since 
been  more  fully  analyzed  by  Cozio,  and  latterly  by 
Allgaier,  with  whom  it  seems  to  have  been  a  favourite 
Opening.  The  move  is  ingenious,  and  often  gives  the 
attack  to  the  second  player.  I  shall  first  show  how  to 
play  against  a  bad  attack,  and  afterwards  the  correct 
defence  to  this  move. 

3.  E.B.  takes  KKt  3.  KR.  takes  KB. 

^  P.  takes  P.  4.  Q.  P.  two  squares.     This 

is  Allgaier's  move,  which  I  prefer  to  Q.  to  K.  Kt  fourth, 
adopted  by  Cozio. 

^'  Q.  checks.  6.  KKt  P.  one  square. 

6.  P.  takes  P.  6.  R.  takes  P. 

No.  I. 

7.  K.Kt  to  B.  third.  7.  Q.B.  to  KKt  fifth. 

8.  Q.  takes  KR.P.  8.  Q.  to  KB.  third. 

In  the  first  place, 

9-  Q.  takes  Q.B.P.  9.  Q.Kt  to  B.  third. 

10-  Q.  takes  Q.Kt  P.  10.  Q.R.  to  Q.Kt  square. 
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11.  Q.  to  Q.R.  sixth.  11.  K.P.  one  square. 

12.  If  he  plaj  Q.  to  K.  second,  you  will  move  Kt.  to  Q. 

fiftli.     Therefore 
K.Kt  to  its  square.  12.  E.B.  to  Q.B.  fourth. 

13.  Q.  to  K.B.  square.  13.  Q.Kt    to   Q.   flf^,   win- 

ning easily. 

In  tlie  secand  place j 

9.  K.Kt.  to  R.  fourth.  9.  K.R.  to  its  third. 

10.  Q.  takes  Q.B.P.  10.  Q.Kt.  to  B.  thir^. 

11.  K.Kt. P.  one  square.  11.  K.R.  takes  Kt. 

12.  p.  takes  R.  12.  Q.  to  K.  B.  sixth,  and  wins. 

No.  IL 

7.  Q.  takes  K.R.P.  7.  Q.  to  K.B.  third. 

8.  Q.  takes  Q.B.P.  8.  Q.Kt.  to  B.  third. 

9.  Q.  to  K.R.  seventh.  9.  R.  takes  K.Kt.P. 

10.  Q.  to  K.R.  fifth.  +  10.  K.  to  Q.  square. 

11.  Must  not  play  Q.  to  K.B.  third,  but 

Q.  to  K.  second.  11.  Q.Kt.  to  Q.  fifth. 

12.  Q.  to  KB.  square.  12.  Q.Kt.  takes  Q.B.P.+ 

13.  K.  to  Q.  square.  13.  R.  takes  K.B.P. 

14.  Q.  to  Q.Kt.  fifth.  14.  Q.B.  checks. 

16.  K.  takes  Kt.  15.  Q.  to  K.B.  fourth,  checks, 

and  will  checkmate  in  a  few  moves. 

No.  m. 

7.  K.R.P.  one  square.  7.  Q.  to  K.B.  third. 

8.  Silberschmidt  recommends  Q.  to  K.B.  third,  and  states 

that,  whether  White  exchanges  Queens  or  not.  Black 
will  have  the  best  of  the  game  :    I  much  doubt  this. 
But  suppose 
K.Kt.  to  B.  third.  8.  Q.Kt.  to  B.  third. 

9.  K.Kt  to  K.R.  fourth.       9.  K.B.  to  Q.B.  fourth. 

In  the  first  placey 

10.  K.Kt.  takes  R.  10.  P.  takes  Kt. 

11.  Q.  to  K.B.  third.  11.  Q.B.  to  K.B.  fourth. 
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12.  If  he  were  to  play  K.Kt.P.  two  squares,  you  would 

win  easOj,  by  playing  Kt.  to  Q-  fifth :    therefore 
Q.B.P.  one  square.  12.  K.P.  one  square. 

13.  Q.  to  K  second.  13.  Kt.  to  K  fourth. 

14.  Castles.  14.  Kt.  to  Q.  sixth,  and  wiU 

afterwards  castle,  having  a  forced  won  game. 

In  the  second  place, 

10.  Castles.  10.  Q.Kt  to  Q.  fifth. 

11.  Kt  takes  R.  11.  P.  takes  Kt. 

12.  Q.  to  her  square.  12.  Q.B.  takes  K.R.P. 

13.  P.  takes  Q.B.  13.  K.Kt.  to  K.B.  sixth.  + 

14.  K.  to  Kt  second.  14.  K.P.  one  square. 
16.  Q.P.  one  square.  15.  Castles. 

16.  Allgaier  now  directs  the  Black  to  play  Q.  Kt.  to  Q.  second, 
which  enables  White  to  give  the  check  at  K.  Kt.  fourth, 
and  to  win  the  game  ;  though,  as  he  plays  the  succeed- 
ing moves.  Black  ought  to  win,  as  shown  by  Silber- 
schmidt ;  but  the  White  may  win  by  playing  as  follows ; 
Q.Kt.  to  Q-  second.  16.  Q.  to  K.Kt.  fourth."^ 

17.  K.  to  R.  square.  17.  R.  to  K.  R.  square,  and  not 

Q.  to  K.  R.  fifth,  as  directed  by  Allgaier. 

18.  Kt  takes  Kt  18.  R.  takes  P.+ 

19.  Kt  interposes.  19.  Q.  toK.R.  fifth,  and  wins. 

Black,  on  the  sixteenth  move,  instead  of  playing  Q.  Kt  to 
Q'  second,  ought  to  take  K.  P.,  and  aflerwards  move  Q.  to 
K.  second,  having,  in  my  opinion,  the  best  of  the  game. 

No.  IV. 

7.  Q.P.  one  square.  7.  Q.B.  to  K.Kt  fifth. 

8.  Q.  takes  K.R.R  8.  Q.  to  K.B.  third. 

9.  Q.  takes  Q.B.P.  9.  Q.Kt  to  Q.B.  third. 

10.  Q.  takes  Q.KtP.  10.  Q.R.  to  Q.Kt  square. 

11.  If  he  play  Q.  to  Q.R.  sixth,  you  will  move  Q.B.  to  its 

square,  and  afterwards  play  Q.  R.  to  Q.  Kt  fifth,  winning 
the  Queen  at  the  least :  therefore 
Q.  to  K.R.  seventh.  11.  Kt.  to  Q.  fifth. 
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12.  If  he  play  Q.  to  Q.B.  seventh,  you  will  play  R.  to  Q.B 

square.     K  he  play  K.  to  Q.  second,  the  check  wit! 
K.  B.  at  K  R.  third  will  be  fatal.     Suppose  he  plajrs 
KB. P.  one  square.  12.  Kt.  takes  Q.B.P.+ 

13.  K.  to  Q.  second.  13.  Kt.  takes  R. 

14.  P.  takes  B.  14.  K.  B.  to  K.  R.  third,  chedu 

and  wins.    . 

FIRST  VARIATION, 

BBGINMINO    AT   THE   THIRD   MOVE   OP   TUB   BLACK. 

Vlacit.  QSIItte. 

1.  K,P,  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth.  2.  K.  B.  P.  two  squares. 

3.  P.  takes  P.  3.  K.  Kt.  to  B.  third. 

4.  K.  Kt.  P.  two  squares.  This  is  not  a  good  move  ;   th 

Pawn  at  K.B.  fifth  cannot  be  defended  with  succesi 
as  in  the  ordinary  Grambits. 

4.  Q.P.  two  squares. 

5.  K.B.  to  K.  second.  5.  K.B.  to  Q.B.  fourth. 

6.  Q.P.  one  square.  6.  K.R.P.  two  squares. 

7.  K.Kt.P.  one  square.  7.  Castles. 

8.  P.  takes  Kt.  8.  Q.  takes  P. 

9.  K.B.  takes  P.  9.  K.B.  takes  K.B.P.+ 

No.  L 

10.  K.  takes  B.  10.  Q.  to  K.R.  fifth.  + 

11.  If  he  play  K.  to  Kt.  second,  you  will  take  the  Pawn  wil 

K.  R.,  and  on  his  playing  K.  B.  to  its  third,  you  wi 
advance  K.P.  one  square,  &c.     Therefore 
K.  to  K.  third.  11.  Q.B.  takes  P. 

12.  K.B.  to  its  third.  12.  K.P.  one  square. 
•13.  Q.P.  takes  P.  13.  Q.B.  takes  P. 

FIRST   METHOD. 

14.  If  he  play  Q.  to  Q.  fourth,  you  will  check  at  his  1 

square,  winning  the  Queen  :    therefore 
K.B.  takes  B.  14.  Q.  takes  B.+ 

15.  K.  to  Q.  second.  15.  Q.  takes  K.  R.  and  win; 
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SECOND    METHOD. 

14.  Q.B.  to  Q-  second.  14.  Q.B.  takes  B. 

15.  K-Kt  takes  B.  15.  R.  to  K  square.  + 

16.  K.  to  Q.  third.  16.  Checkmates. 

THIRD    METHOD. 

14.  (IKU  to  Q.B.  third.        14.  Q.Kt,  to  Q.B.  third. 

15.  K  he  take  B.  with  K.  B.  you  will  checkmate  him  in  two 

moves :    therefore 
Q.Kt.  takes  B.  15.  P.  takes  Kt. 

In  the  first  place ^ 

16.  K.B.  takes  P.,  or  moves  to  any  other  square. 

16.  Q.  to  K.B.  seventh.''' 

17.  K  to  Q.  third.  17.  Q.R.  checks,  and  wins  Q. 

In  the  second  placet 

16.  Q.  checks.  16.  K.R.  to  KB.  second, 

n.  K.B.  to  K.R.  fifth.  17.  Q.  to  K.B.  seventh.  + 

18.  K.  takes  P.  18.  Q.R.  checks. 

19.  K.  to  Q.  third.  19.  Kt.  to  Q.Kt.  fifth,  checks, 

and  wins  the  Queen. 

No.  II. 

1^-  K.  to  B.  square.  10.  Q.B.  takes  P. 

11*  If  he  play  Q.  to  K.  second,  you  will  take  K.  Kt.,  and 

on  his   taking  K.B.  with  K.   you  will   play  Q.B.  to 

K.  R.  sixth,  and  win  :   therefoi*e 
Q.  to  K.B.  third.  II.  K.B.  takes  K.Kt. 

12.  If  he  take  with  K.  R.  you  play  K.  P.  one  square,  winning 

a  piece.     But  if 
K.  takes  B.  12.  K.P.  one  square. 

13.  If  he  play  Q.  to  K.  third,  K.Kt.  third,  or  K.Kt.  second, 

you  will  win  by  playing  Q.  B.  to  K.  R.  sixth.  If  he  play 
Q.  toK.  second,  you  equally  play  Q.  B.  to  K.  R.  sixth,  and 
on  his  playing  Q.  Kt.  to  Q.  second,  you  check  with  Q. 
at  K.  Kt.  fourth,  and  win.    If  he  play  Q.  to  K.  B.  square. 


74  kino's  buhop's  game. 

you  check  with  Q.  at  Q.  fifUi,  and,  on  his  interposing 
Queen,  you  plaj  Q.B.  to  K.R.  sixth,  winning  the 
game.     Therefore 

FIRST   DEFENCE. 

Q.  to  K.B.  second.  13.  K.P.  one  square. 

14.  If  he  take  P.  with  Q.  jou  will  play  Q.B.  to  K.R.  sixth, 

and  win  :    therefore 

In  the  first  place, 

Q.B.  takes  P.  14.  Q.  takes  Q.Kt.P. 

15.  Q.B.  to  Q.  fourth.  15.  Q.  to  Q.B.  eighth.  + 

16.  K  he  play  K.  to  Kt.  second,  you  will  play  B.  to  K.  fifth.'*' 

Therefore 
Q.  to  K.B.  square.  16.  Q.  to  K.Kt.  fourth.  + 

17.  Q.  to  K.Kt.  second.         17.  Q.B.toK.R.  sixth,  and  wins. 

In  the  second  placCf 

14.  If  he  play  Q.  to  K.B.  square,  you  will  check  with  Q.  at 

K.  Kt.  fourth,  and  afterwards  play  Q.  B.  to  K.  R.  sixth, 
as  before.     K  he  play  Q.  to  K.Kt.  second,  you  play 
B.  to  K.  R.  sixth,  and  win.     Finally,  if  he  play 
Q.  to  K  square.  14.  Q.B.  to  K.R.  sixth. 

15.  K.B.  to  K.  second.  15.  Q.  to  K.B.  seventh."*" 

16.  Q.  takes  Q.  16.  P.  takes  Q.,  checkmating. 

SECOND   DEFENCE. 

13.  p.  takes  P.  13.  P.  takes  P. 

14.  If  he  play  Q.  to  K.  B.  second,  you  advance  K.  P.  as  above. 

If  he  play  Q.  to  K.  B.  square,  you  check  with  Q.  at  her 
fifth,  as  before.  If  he  check  with  Q.,  you  interpose 
Q.  B.  Finally,  if  he  play  Q.  to  any  square  but  Q.  B. 
third,  you  move  Q.  B.  to  K.  R.  sixth,  and  win.  Therefore 
Q.  to  Q.B.  third.  14.  Q.  to  K.R.  fifth. 

In  the  first  place, 

15.  Q.  to  Q.Kt.  third.  +  15.  K.  to  R.  square. 

16.  K.B.  to  its  seventh.  16.  Q.  to  K.  eighth.'^ 
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17.  K.  to  Et.  second.  17.  Q.  to  K.  seventh.'^ 

18.  K  to  Et  square.  18.  E.R.  takes  B. 

19.  Q.  takes  R.  19.  Q.B.toKR.8ixth,  and  wins. 

In  tfte  second  placCf 

15.  E.B.  to  E.  second.  15.  E.R.    to   E.B.   third,   in 

order  to  plaj  it  to  E.  Et.  third  ;   and  whatever  Black 
may  move.  White  will  win. 

SECOND   VARIATION, 

BKOIKNINO    AT   THE   FIFTH   MOVE   OF   THE   FIRST   VARIATION. 

1.  Il,P,  two  sqtuires,  1.  K.P.  two  squares. 

2.  K,  B.  to  Q.  B,  fourth,  2.  K,  B,  P.  two  squares, 

3.  P.  takes  P,  3.  K,Kt.  to  B.  third. 

4.  K,  Kt.  P.  two  squares,  4.  Q.  P.  two  squares, 

5.  E.B.  to  Q.Et.  third.  5.  E.B.  to  Q.B.  fourth. 

6.  E.Et.P.  one  square.  6.  Q.B.  takes  P. 

7.  P.  takes  Et.  7.  Q.  takes  P. 

8.  K  you  take  Q.  P.  with  E.  B.,  he  would  move  Q.  B.  to  E. 

fifth,  winning  the  Bishop.     If 
Q.  to  E.B.  third.  8.  E.P.  one  square. 

In  the  first  place, 

9.  Q.  to  KB.  fourth.  9.  E.B.  to  Q.  third. 

10.  Q.  to  E.  third.  10.  Q.P.  one  square. 

11.  Q.  to  E.  second.  11.  Q.Et.  to  Q.B.  third,  and 

afterwards  castles,  having  a  fine  attack. 

In  the  second  place, 

9.  Q.  to  Q.B.  third.  9.  E.B  to  Q.  fifth. 

10.  Q.  takes  Q.B.P.  10.  Castles. 

11.  E.B.  takes  P."^  11.  E.  to  R.  square. 

12.  Q.  to  E.B.  fourth.  12.  E.Et.P.  two  squares. 
18.  Q.  to  E.Et.  third.  13.  Q.B.  to  E.  third. 

14.  K.Et.  to  R.  third.  14.  B.  take8  B.  and  has  a  fine 

game. 
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THIRD  VARIATION, 

BEGINNING    AT   THE    SIXTH    MOVE    OP  THE   FIRST   VABIATION. 

Watt.  SiHtltte. 

1.  K.P,  two  squares,  1.  K,P,  two  squares. 

2.  K,  B.  to  Q.  B.  fourth.  2.  K,  B.  P.  two  squares. 

3.  P.  takes  P.  3.  K.Kt.  to  B.  third. 

4.  K.  Kt.  P.  two  squares.  4.  Q.  P.  two  squares* 

5.  K.B.  to  K.  second.  5.  K.B.  to  Q.B.  fourth. 

6.  K.Kt. P.  one  square.  6.  Castles. 

7.  P.  takes  Kt.  7.  Q.  takes  P. 

8.  J£  he  play  K.  Kt.  to  R.  third,  jou  will  take  the  Pawn 

with  the   Queen,   recovering  the  piece,    with   a  fine 
attack  :   therefore 
K.B.  to  KKt.  fourth.       8.  Q.B.  takes  P. 

In  the  first  place, 

9.  K.Kt.  to  K.R.  third.         9.  Q.  to  K.R.  fifth. 

10.  K.B.  takes  B.  10.  R.  takes  B. 

11.  Must  lose  the  Ejiight,  and  consequently  the  game. 

In  the  second  place, 

9.  K.B.  takes  B.  9.  Q.  takes  B. 

10.  Q.  to  K.  second.  10.  KB.  takes  P.+ 

11.  K.  to  Q.  square.  11.  Q.Kt.  to  B.  third. 

12.  If  he  play  Q.  to  Q.Kt.  fifth,  you  will  play  Q.  to  K. 

fifth.     If  he  play 
Q.B.P.  one  square.  12.  K.P.  one  square. 

Black  has  a  very  bad  game ;  his  pieces  are  crowded  and 
confined.  If  he  play  Q.P.  two  squares,  to  prevent  the 
advance  of  Q.Kt,  White  will  take  it  en  passant,  and 
afterwards  play  Q.  R.  to  K.  square^  or  Q.  Kt  to  K.  fourth. 
In  this  game,  in  consequence  of  the  advance  of  the 
BLKtP.  on  the  sixth  move,  White  gains  a  powerful 
attack,  by  castling  and  sacrificing  K.  Kt     When  I  come 


KINQ*8   bishop's  X3AME.  77 

to  treat  of  the  Gambits,  a  similar  attack  will  be  found  in 
the  Muzio  Grambit. 

FOURTH  VARIATION, 

BEOimilNO   AT  THE    FOURTH    MOVE   OF  THE    BLACK. 

Slack.  oantttf. 

1.  K.P.  two  squares.  1.  K,  P.  two  squares. 

2.  K,B.  to  Q.  B.  fourth.  2.  K.B.P.  two  squares. 

3.  K.  B.  takes  K.  Kt.  3.  K.  R.  takes  K.  B. 

4.  Q.  checks.  4.  K.Kt.P.  one  square. 

5.  Q.  takes  E.R.P.  5.  E.R.  to  K.Kt.  second. 

6.  Q.  to  K.R.  third.  6.  P.  takes  P. 

7.  Q.  Kt.  to  Q.  B.  third.  7.  Q.  P.  two  squares. 

8.  Q.  to  K.Kt.  third.  8.  Q.Kt.  to  Q.B.  third. 

9.  If  he  plaj  K.Kt.  to  K.  second,  you  may  play  Q.B.  to 

KB.  fourth.     But  if 
Q.P.  one  square.  9.  P.  takes  P. 

10.  Q.  takes  P.  10.  Q.  Kt.  to  Q.  fifth,  and  after- 

wards plays  Q.  B.  to  K.  B.  fourth,  having  a  fine  game. 

FIFTH  VARIATION, 

BEOINNINO   AT  THE   THIRD   MOVE  OP   THE   BLACK. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  to  Q.  B.  fourth.  2.  K.  B.  P.  two  squares. 

3.  Q.P.  two  squares.  3.  K.Kt.  to  B.  third. 

4.  Q.B.  to  K.Kt.  fifth. 

FIRST   DEFENCE. 

4.  Q.Kt.  to  Q.B.  third. 
5-  Q.P.  one  square.  5.  If  you  play  Q.Kt.  to  Q. 

fifth,  he  will  move  Q.  B.  P.  one  square.  If  you  move 
it  to  Q.  R.  fourth,  he  will  play  K.  B.  to  Q.  third.  K  you 
play  it  to  Q.  Kt.  fifth,  he  may  play  Q.  Kt.  to  Q.  B.  third ; 
in  each  case  having  a  better  position  than  the  White. 
Finally,  if  you  play 
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Q.  Kt  to  K.  second. 

6.  Q.B.  takes  E.Kt.  6.  P.  takes  B. 

7.  Q.P.  one  square.  7.  K  you  play  Kt.  to  KKt 

third,  he  will  move  Q.  to  her  fifth:   therefore 

P.  takes  P. 

8.  Q.  to  K.R.  fifth.+  8.  Kt.  to  KKt.  third. 

9.  P.  takes  P.  9.  Q.  checks. 

10.  Q.Kt.  to  Q.B.  third.        10.  KP.  one  square. 

11.  May  play  K.B.  to  K.B.  seventh,  checking,  and  after- 

wards take  Kt.  with  K.  B. ;  for  if  you  were  to  take 
B.  with  EL  you  would  lose  the  Queen,  by  his  taking 
Kt.  with  P. :  or  he  might  play  K.  B.  to  Q.  fifth,  and 
then  take  the  Knight ;  in  either  case  having  evidently 
the  best  of  the  game. 

SECOND    DEFENCE. 

4.  If  you  take  his  Q.P.  he 
will  advance  K.  P.  on  the  Kt  J£  you  take  K.  P.  with 
K.  B.  P.  he  will  take  your  K.  P.,  secure,  in  either  case, 
of  remaining  with  the  best  position.     But  suppose 

K.B.  to  K.  second. 

5.  Q.P.  takes  P.  5.  KKt.  takes  P. 

6.  Q.B.  to  K  third.  6.  KB.  to  Q.B.  fourth. 

7.  B.  takes  B.  7.  Kt.  takes  B. 

8.  Q.Kt.  to  Q.B.  third.  8.  Q.Kt.  to  Q.B.  third. 

9.  K  B.  P.  two  sq.,  and  has  a  better  position  than  the  White. 

SIXTH  VARIATION, 

BEGINNING   AT   THE   THIRD   MOVE    OF   THE   FIFTH    VARIATION. 

1.  K,P.  two  ifquares,  1.  JST.P.  two  squares, 

2.  ILB.to  Q.B.  fourth.        2.  K.B,P.  troo  squares. 

3.  Q.P.  two  squares.  3.  KP.  takes  P. 

FIRST    METHOD. 

4.  KB.  takes  Kt.  4.  KB.  takes  B. 

5.  Q.  takes  P.  5.  Q.Kt.  to  Q.B.  third. 
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6.  Q.  to  Q.  fifth.  6.  Kt.  to  K.  second. 

7.  Q.  to  Q.  third.  7.  P.  takes  R 

8.  Q.  takes  P.  8.  Q.P.  two  squares. 

9.  Q.  to  K.  second.  9.  Q.  to  Q.  third. 

There  is  not  much  difference  in  the  position. 

SECOND    METHOD. 

4.  Q.  takes  P.  4.  Q.  to  K.  second. 

5.  Q.Kt,  to  Q.B.  third.  5.  P.  takes  P. 

6.  If  he  take  P.  with  Q.,  jou  exchange  Queens,  and  then  play 

Q.  B.  P.  one  square,  in  order  to  advance  Q.  P.  two  squares. 
If  he  take  P.  with  Q.Kt.,  you  play  KKt.  to  K.B.  third, 
and  your  game  is  at  least  as  good  as  his. 


SEVENTH   VARIATION, 

BEOINMIIfO   AT   THE  THIRD   MOVE   OF  THE    BLACK. 

BlociL  oaftltte. 

1.  JT.P.  two  squares,  1.  K.P.  two  squares. 

2.  JT.  B,  to  Q.  B.  fourth,  2.  K.  B.  P,  two  squares. 

3.  Q.B.P.  one  square.  3.  K  you  take  P.  with  P.  he 

will  check  at  K.  R.  fifth,  and  take  K.  P. :   therefore 

K.Kt.  to  B.  third. 
^'  Q.P.  one  square. 

In  the  first  place, 

4.  P.  takes  P. 

5.  P.  takes  P.  5.  K.Kt.  takes  P. 

^'  Q.  to  KR.  fifth.+  6.  K.Kt.P.  one  square. 

"^^  Q.  takes  KP.+  7.  Q.  to  K.  second. 

8-  Q.  takes  K.R.  8.  If  you  play  K.Kt.  to  Q. 

third,  giving  the  discovered  check,  he  will  interpose 
E.B.  at  K.  second.  If  you  play  K.Kt.  to  K.B.  third, 
in  order  to  confine  the  hlack  Queen,  he  will  interpose 
K.Kt.,  and  afterwards  play  Q.B.  to  K.R.  sixth,  or  take 
jour  Q.  P.  if  you  advance  it  two  squares.     But  if 
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K.Kt.  to  KKt.  sixth.  + 
9.  K.Kt.  to  K.  second.  9.  K.Kt.  takes  KR. 

10.  Q.B.  to  K.R.  sixth.         10.  Q.P.  one  square. 

11.  Q.  takes  K.B.+  ^  11.  Q.  takes  Q. 

12.  Q.B.  takes  Q.  12.  K.  takes  B. 

13.  K.  to  B.  square,  and  afterwards  to  K.Kt.  square,  winning 

the  Kiiight.  The  error  of  the  White  was  on  the  fifth 
move ;  instead  of  taking  the  Pawn  with  K.  Kt.  he  ought 
to  have  played  K.  B.  to  Q.  B.  fourth,  having  a  position 
at  least  equal  to  the  Black's. 

In  the  second  place, 

4.  K.  B.  to  Q.  B.  fourth. 

5.  K.  Kt.  to  B.  third.  5.  P.  takes  P. 

6.  P.  takes  P.  6.  Must  not  take  K.P.  with 

K.  Kt,  because  Black  would  play  Q.  to  Q.  fifth. 

Q.P.  one  square. 

7.  If  he  play  K.  Kt.  to  its  fifth,  you  should  move  K.  R.  to 

K.B.  square,  or  Q.  to  K.  second.  If  he  play  Q.B.  to 
K.  Kt.  fifth,  you  take  K.  B.  P.  with  K.  B.,  checking,  and 
if  he  take  K.B.  you  take  K.P.  with  K.Kt.,  recovering 
the  Piece,  with  a  Pawn  more. 


TWELFTH  GAMK. 

1.  K,P,  two  squares.  1.  K.P.  two  squares, 

2.  K.  B.  to  Q.  B,  fourth.        2.  K,  B:  to  Q.  B,  fourth. 

3.  K.  B.  P.  one  square.  3.  Q.  P.  two  squares. 

This  move  was  first  published  in  my  Second  Series  of 
Lessons,  page  30.  I  am  still  of  opinion  that  it  may  be 
played  without  danger,  if  not  with  advantage. 

If  Black  take  Q.  P.  with  K  P.,  you  will  take  his  K  B.  P., 
checking,  in  order,  if  he  take  K.B.,  to  check  with  Q.  at 
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KR.  fifth,  recovering  the  piece,   with  a  better  position. 
Therefore 

4.  KB.  takes  P.  4.  K.Kt.  to  B.  third. 

0.  Q.  to  Q.Kt.  third.  5.  Castles. 

Instead  of  castling  you  may  take  EL  B.  with  K.  Kt,  see 
the  Third  Variation. 

6.  K.B.  takes  Q.Kt.P.  6.  Q.B.  takes  B. 

7.  Q-  takes  B.  7.  Q.  to  Q.  sixth. 

8.  Q.  takes  R.  8.  You    may   now    win    the 

Queen  by  playing  Q.  to  Q.R.  third,  and  afterwards 
Q.Kt.  to  Q.  second,  and  your  game  would  certainly 
not  be  inferior  to  the  Black's.     But  suppose  you  play 

Q.B.P.  one  square. 

9.  Q.  to  Q.Kt  seventh,  9.  Q.  takes  P.+ 

FIRST    DEFENCE. 

10.  K.  to  B.  square.  10.  Q.  to  Q.B.  seventh. 

11.  K.Et.P.  one  square.  11.  Q.  takes  B.~^ 

12.  K.  to  K.Kt.  second.  12.  Q.  to  K.  eighth.  (A.) 

13.  K.Kt  to  R.  third.  13.  Q.  to  K.  fifth.  + 

14.  K.  to  Kt.  square.  14.  K.Kt.  to  K.Kt.  fiftli.  (B.) 

White  has  a  fine  attacking  game. 

(A.) 

12.  K.B.  to  Q.Kt.  third. 
13.  K.Kt.  to  K.B.  third.        13.  Q.  takes  Q.Kt.P. 
^^'  Q.Kt.  to  Q.R.  third.        14.  Q.  takes  Q.Kt.,    and   has 
the  best  of  the  game. 

(B.) 

14.  Q.  to  K.B.  sixth. 

15.  (iKt.  to  Q.R.  third.        15.  K.Kt.  to  K.  fifth. 

16.  Q.R,  to  K.B.  square.        16.  Checkmates  in  three  moves. 

G 
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SBCOKD   DEFENCE. 

10.  KKt.  to  K.  second.         10.  Q.  takes  K.Kt.P. 

11.  K.R.  to  KB.  square.        11.  K.Kt.  to  its  fifth. 

In  the  first  place, 

12.  Q.P.  two  squares.  12.  P.  takes  P. 

13.  Q.B.P.takesP.(C.)(D.)    13.  K.Kt.  takes  K.R.P. 

14.  P.  takes  B.  14.  K.Et  checks,    and    wins 

Rook  and  Ejiight. 

(C.) 

13.  K.Et.  takes  P.  13.  E.R.  checks. 

14.  Q.B.  to  E.  third.  14.  Et.  takes  B.  and  wins. 

(D.) 

13.  Q.B.  to  E.B.  fourth.        13.  P.  to  Q.  sixth. 

14.  B.  takes  Et.  14.  Q.  to  E.  fifth,  and  wins 

easily. 

In  the  second  place, 

12.  Q.  P.  one  square.  12.  E.Et.  takes  E.R.P. 

13.  Et  to  E.Et.  third.  13.  Et.  takes  E.R. 

14.  Et.  to  E.  fourth.  14.  Q.  to  E.Et.  eighth. 

15.  If  he  take  E.B.,  he  will  be  checkmated  in  three  moves. 

If  he  play  Q.  B.  to  E.  third,  you  checkmate  him  in  two 
moves.     K  he  play 
Q.  to  Q.Et.  third.  15.  Et.  to  E.Et.  sixth.  + 

16.  E.  to  Q.  second.  16.  Et.  takes  Et.+ 

17.  P.  takes  Et.  17.  R.  checks. 

18.  E.  removes.  18.  Q.  checkmates. 

FIRST  VARIATION, 

BEGINNING   AT   THE   EIGHTH   MOVE  OP   THE    BLACK. 

Blark.  «»|ite. 

1.  K.P.  two  sqttares.  1.  K.P.  two  squares. 

2.  KB.  to  Q.B. fourth.        2.  K.B.  to  Q.B.  fourth. 

3.  Q,  B.  P.  one  square.  3.  Q.  P.  two  squares. 
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4.  B.  takes  P.  4.  K.  Kt.  to  B,  third, 

5.  Q.  to  Q-  ^t.  third,  5.  Castles. 

6.  K.B,  takes  Q.KtP.  6.  B.  takes  B. 

7.  Q-  takes  B.  7.  Q.  to  Q.  sixth. 

8.  If  he  play  K.Kt.  to  B.  third,  you  should  play  Q.Kt.  to 

Q.  second.     But  suppose 
K.B.P.  one  square.  8.  Q.Kt  to  Q.  second. 

FIRST   DEFENCE. 

9.  Q.  takes  Q.B.P.  9.  B.  to  Q.Kt.  third. 

10.  K  he  play  Q.  to  Q.  Kt.  seventh,  you  should  play  Q.  Kt. 

to  Q.B.  fourth,  winning  the  Queen.     Therefore 
Qp  to  Q.B.  sixth.  10.  Kt.  to  Q.B.  fourth. 

11.  Q.R.P.  two  squares.         11.  Q.  to  Q.B.  seventh. 

12.  QKt  to  R.  third.  12.  Kt.  checks. 

13.  K.  to  his  second.  13.  Kt.  takes  B.,  checks,  and 

wins  easily. 

SECOND   DEFENCE. 

9.  Q.  to  Q.  B.  sixth.  9.  Q.  R.  to  Q.  Kt.  square. 

In  the  first  place, 

10.  Q.KtP.  two  squares.        10.  Q.R.  to  Q.Kt.  third. 
11-  Q.  to  Q.R.  fourth.  11.  K.Kt.  takes  K.P. 

12.  If  he  take  K.  B.,  you  retake  with  K.  Kt,  and  afterwards 

take  Q.Kt  with  Q.R.  Therefore 

K.B.P.  takes  Kt  12.  B.  takes  Kt 

13.  R  takes  B.  13.  Q.  takes  P.+ 

14.  K.  to  Q.  square.  14.  Q.Kt  to  Q.B.  fourth. 
*^-  Q.  to  Q.B,  second.  15.  Q.Kt  to  Q.  sixth. 

1^  R  to  KB.  square.  16.  Q.  to  K.Kt  fifth.+ 

17.  R.  to  K.B.  third.  17.  K.  P.  one  square,  and  wins. 

In  the  second  place, 

1^-  Q.Kt  to  Q.R.  third.        10.  Q.R.  to  Q.Kt  third. 

11.  If  he  take  Q.  B.  P.,  you  should  play  K.  R.  to  Q.  R.  square, 

and  then  K.  Kt  to  K.  square.    But  if 

G  2 
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Q.  to  Q.R.  fourth.  11.  KB.  takes  Q.Kt. 

12.  Q.  takes  K.B.  (A.)  12.  Q.R.  to  its  third. 

13.  If  he  play  Q.  to  Q.Kt.  fourth,  or  to  K.  seventh,  you  will 

win  his  Queen.     Therefore 
Q.  to  Q.Kt.  third.  13.  K.Kt.  takes  K.P. 

14.  P.  takes  Kt.  14.  Q.  takes  P.+ 

15.  Kt.  to  K.  second.  15.  Kt.  to  Q.B.  fourth. 

16.  Q.  to  Q.Kt.  fifth.  16.  Kt.  checks,  and  wins. 

(A.) 

12.  P.  takes  K.B.  12.  Q.Kt.  to  Q.B.  fourth. 

13.  Q.  to  her  square.  13.  Q.  to  Q.B.  fifth. 

14.  K  he  play  Q.P.  one  or  two  squares,,  you  check  with 

Q.  Kt.,  and  win  either  Q.  B.  or  K.  R.  If  he  play  Kt 
to  K.  second,  you  also  check  with  Kt.,  and  then  play 
Q.  to  Q.B.  fourth.  If  he  play  Q.  to  K.  second,  you 
check  with  Kt.,  and  then  play  K.  Kt.  to  K.  R.  fourth, 
in  order  afterwards  to  play  K.B. P.  two  squares. 
Finally,  if  he  play 
K.  to  K.B.  second. 

15.  P.  takes  Kt. 

16.  Kt.  to  B.  third. 

17.  K.  to  K.  third. 

18.  Kt.  to  K.Kt.  fifth. 


14.  K.Kt.  takes  P.+ 

15.  Q.R.  checks. 

16.  Kt.  to  Q.  sixth.  + 

17.  Q.R.  to  KB.  fifth. 

18.  Kt.    to    K.B.    seventh. 


winning  the  Queen. 


SECOND  VARIATION, 

BEGINNING   AT   THE   NINTH   MOVE   OF   THE   FIRST   VARIATION. 


suck. 

1.  K.P,  two  squares, 

2.  K,  B,  to  Q,  B,  fourth, 

3.  Q.  B,  P,  one  square, 

4.  B,  takes  P, 

5.  Q.  to  Q,  Kt,  third, 

6.  K,  B,  takes  Q,  Kt,  P. 

7.  Q,  takes  B, 

8.  K,  B,  P,  one  square. 


1.  K,P,  two  squares, 

2.  K,B,  to  Q,B,  fourth. 

3.  Q.  P.  two  squares. 

4.  K.  Kt.  to  B.  third. 

5.  Castles, 

6.  B.  takes  B. 

7.  Q.  to  Q.  sixth. 

8.  Q.  Kt.  to  Q.  second. 
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FIRST   DEFENCE. 


9.  Q.  to  Q.Kt.  third. 

10.  P.  takes  Kt. 

11.  K.Kt.  to  K.  second. 

12.  K  R.  to  K.  B.  square. 


9.  K.Kt.  takes  K.P. 

10.  Q.  takes  P.+ 

11.  Q.  takes  K.Kt.P. 

12.  K.P.  one  square,  and  has 


a  fine  attacking  game. 


SECOND   DEFENCE. 


9.  K.Kt.  to  K.R.  third.  9.  Q.B.P.  one  square. 


In  the  first  place. 


10.  Q.  takes  Q.B.P. 


10.  Q.  to  Q.B.  fifth. 


11.  Q.  to  Q.Kt.  seventli.         11.  Q.R.  to  Q.Kt.  square. 

12.  Q.Kt.P.  one  square.  12.  Q.  to  Q.  sixth. 


13.  Q.  to  Q.B.  sixth. 

14.  Q.  to  Q.R  fourth. 

15.  Q-  to  Q.  R.  fifth. 

16.  P.  takes  Kt. 

17.  K.  to  B.  square. 


13.  K.R.  to  Q.B.  square. 

14.  Q.Kt.  to  its  third. 

15.  Kt.  takes  K.P. 

16.  Q.  takes  P.+ 

17.  R.  to  Q.B.  tliird,  and  has 


a  forced  won  game. 


In  the  second  place^ 


10.  Q.  to  Q.  Kt.  third. 

11.  P.  takes  Kt. 

12.  K.  to  B.  square. 

13.  K.  to  his  square. 

14.  K.  to  B.  square. 

15.  Q*P-  one  square. 

16.  Q.P.  one  square. 

17.  P.  takes  B. 

18.  K.  to  B.  second. 

19.  R.  takes  Q. 

20.  K.  takes  R. 

easily. 


10.  K.Kt.  takes  P. 

11.  Q.  takes  P.+ 

12.  Q.  to  K.B.  fourth.+ 

13.  Q.  to  K.Kt.  fifth. 

14.  K.R.  to  K.  square. 

15.  K.P.  one  square. 

16.  K.P.  one  square. 

17.  P.  checks. 

18.  P.  becomes  a  Q.**" 

19.  R.  takes  R. 

20.  Q.R.    checks,    and    wins 
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THIRD  VARIATION, 

BEOINMOIO   AT  THB  FIFTH  MOVE  OP   TBE  WHITE. 

1.  K.P,  two  squares.  1.  JT.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.B.  P.  one  square.  3.  Q.  P.  tfvo  squares. 

4.  K.  B.  takes  P.  4.  K.  Kt.  to  B.  tJiird. 

5.  Q.  to  Q.  Kt.  third.  5.  K.  Kt  takes  B. 

No.  L 

6.  P.  takes  Kt.  6.  Q  to  KKt  fourth. 

7.  Q.  to  Q.R.  fourth.+  •;^      7.  Q.B.  to  Q.  second. 

8.  Q.  to  K.  fourth.  8.  Q.B.  to  K.B.  fourth. 

FIRST   METHOD. 

9.  Q.  takes  K.P.+  9.  K  to  Q.  square. 

10.  Q.  to  K.Kt.  third.  10.  KR.  checks. 

11.  K.  to  Q.  square.  11.  Q.  to  K.  second. 

12.  KB. P.  one  square.  12.  K.B.  takes  Kt,  and  wins 

SECOND   METHOD. 

9.  Q.  to  K.B.  third.  9.  K[.P.  one  square. 

10.  Q.  to  K.Kt  third.  10.  Q.  takes  Q. 

11.  K.R.P.  takes  Q.  11.  Q.Kt.  to  Q.  second. 

White's  game  is  certainly  superior  to  the  Black's. 

No.  n. 

6.  Q.  takes  Kt  6.  Q.  takes  Q. 

7.  P.  takes  Q.  7.  Q.B.  to  K.B.  fourth. 

8.  K.Kt.  to  B.  third.  8.  K.B.P.  one  square. 

FIRST   METHOD. 

9.  Castles.  9.  Q.B.  to  Q.  sixth. 

10.  KB.  to  K.  square.  10.  Castles. 

11.  Q.KtP.  one  square.         11.  K.P.  one  square. 
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FIRST   DEFEKCB. 


9.  Q.  to  Q.Kt.  third. 

10.  P.  takes  Kt. 

11.  K.Kt.  to  K.  second. 

12.  K.R.  to  K.B.  square. 


9.  KKt.  takes  K.P. 

10.  Q.  takes  P.+ 

11.  Q.  takes  K.KtP. 

12.  K.P.  one  square,  and  has 


a  fine  attacking  game. 


SECOND   DEFENCE. 


9.  K.Kt.  to  K.R.  third.  9.  Q.B.P.  one  square. 


In  the  firat  place. 


10.  Q.  takes  Q.B.P. 


10.  Q.  to  Q.B.  fiah. 


11.  Q.  to  Q.Kt.  seventh.         11.  Q.R.  to  Q.Kt.  square. 

12.  Q.Kt.P.  one  square.  12.  Q.  to  Q.  sixth. 


13.  Q.  to  Q.B.  sixth. 

14.  Q.  to  Q.R.  fourth. 

15.  Q.  to  Q.R.  fifth. 

16.  P.  takes  Kt 

17.  K.  to  B.  square. 


13.  K.R.  to  Q.B.  square 

14.  Q.Kt.  to  its  third. 

15.  Kt.  takes  K.P. 

16.  Q.  takes  P.+ 

17.  R.  to  Q.B.  third,  and  has 


a  forced  won  game. 


In  the  second  place^ 


10.  Q.  to  Q.  Kt.  third. 

11.  P.  takes  Kt. 

12.  K.  to  B.  square. 

13.  K.  to  his  square. 

14.  K.  to  B.  squarie. 

15.  Q.P.  one  square. 

16.  Q.P.  one  square. 

17.  P.  takes  B. 

18.  K.  to  B.  second. 

19.  R.  takes  Q. 

20.  K.  takes  R. 

easily. 


10.  K.  Kt.  takes  P. 

11.  Q.  takes  P.+ 

12.  Q.  to  K.B.  fourth. + 

13.  Q.  to  KKt.  fifth. 

14.  K.R.  to  K.  square. 

15.  K.P.  one  square. 

16.  K.P.  one  square. 

17.  P.  checks. 

18.  P.  becomes  a  Q.**" 

19.  R.  takes  R. 

20.  Q.R.    checks,    and    wins 
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8.  Q.Kt.  to  B.  third.  8.  Castles. 

9.  B.  to  Q.  B.  fourth.  9  B.  takes  P.,  and  has  a  good 

game. 

SECOND    ATTACK. 

6.  K.  B.  takes  K.  B.  P.+  6.  K.  to  B.  square. 

7.  If  he  play  Q.  to  Q.B.  fourth,  you  play  Q.  to  K.  second, 

and  will  win  ;  for  if  he  play  Q.  P.  one  square,  you  play 
Q.  Kt.  P.  two  squares ;  if  instead  of  Q.  P.  he  play  Q.  Kt.  P. 
two  squares,  or  Q.  R.  P.  two  squares,  you  play  K.  B.  to 
Q.  Kt.  third  :  therefore 
Q.  to  Q.Kt.  third.  7.  K.Kt.  takes  P. 

In  tfie  first  place, 

8.  Q.  to  Q.B.  fourth.  8.  KB.  takes  K.B.P.+ 

9.  K.  to  B.  square.  ^  9.  Kt.  to  Q.  third,  and  wins. 

In  the  second  place, 

8.  If  he  play  K.  B.  to  K.  R.  fifth,  you  should  play  Q.  to  K.  B. 

third.     But  if 
K.Kt.  to  K.B.  third.  8.  Kt.  takes  K.B.P. 

9.  K.R.  to  K.B.  square.  9.  Kt.  to  Q.  sixth. + 

10.  K.  to  Q.  square.  10.  Q.  to  KB.  third,  and  has 

a  fine  game. 

FIFTH  VARIATION, 

BEGINNING   AT  THE   FIFTH    MOVE   OP  THE    BLACK. 

1.  K.P,  two  squares.  1.  JT.  P.  two  squares. 

2.  K.  B.  to  Q.  D.  fourth.  2.  K.  D.  to  Q.  B.  fourth. 

3.  Q.  B.  P.  one  square.  3.  Q.  P.  two  squares. 

4.  K.  B.  takes  P.  4.  K.  Kt.  to  B.  third. 

5.  KB.  to  Q.B.  fourth.  5.  K.Kt.  takes  P. 

6.  Q.  checks.  6.  K.  to  B.  square. 

7.  KKt.  to  B.  third.  7.  KB.  takes  P.+ 
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FIBST  DEFENCE. 

8.  K.  to  his  second.  8.  K.B.  to  Q.Kt.  third. 

9.  KB.  takes  KB. P.  9.  K.Kt.  to  B.  seventh. 
10.  R.  to  B.  square.  10.  Q.B.  to  KB.  fourth. 

In  the  first  pUic€y 

U.  Kt  takes  KP.  11.  Q.B.  to  Q.  sixth. + 

12.  Kt  takes  B.  12.  Q.  takes  Kt.+ 

13.  K.  to  his  square.  13.  K  takes  B.,  and  has  a  fine 

game. 

In  the  second  place, 

1.  KB.  to  Q.B.^ fourth.  11.  Q.B.  checks. 

2.  B.  takes  B.  12.  Q.  takes  B.+ 
3*  K  to  his  square.  13.  Q.Kt.  to  Q.  second. 
4.  KR.  takes  Kt,  14.  B.  takes  R.+ 
0.  K  takes  B.  15.  Q.Kt.P.  two  squares. 
^  Q.  to  Q.Kt  third.  16.  KP.  one  square. 
^'  K.Kt  to  its  fifth.  17.  Kt.  to  K  fourth. 
S-  Q.Kt  to  Q.R.  third.  18.  KR.P.  one  square. 
9-  KKt.  to  KR.  third.  19.  K  to  his  second. 

^'  K.  to  Kt.  square.  20.  K.R.  to  K.B.  square. 

^*-  Q.  to  Q.  square.  21.  KP.  one  square,  winning 
the  game. 

SECOND   DEFENCE. 

^-  K,  to  Q.  square.  8.  KB.  to  Q.Kt.  third. 

^*  K.R.  to  KB.  square.'  9.  Q.Kt.  to  Q.  second. 
!"•  If  he  play  Q.  to  B.  second,  you  should  play  Kt.  to  Q. 
third.     But  if 

K.B.  takes  P.  10.  Q.Kt.  to  Q.B.  fourth. 

^^'  Q.  to  Q.B.  fourth.  11.  KKt.  to  Q.  third. 

^^-  Q.  to  Q.  fifth.  12.  Q.B.P.  one  square. 

^^'  Q.  takes  KP.  13.  Kt.  takes  B. 

^^*  K.Kt  to  its  fifth.  14.  Q.B.  checks,  and  wins  the 
game. 


90  kino's  bishop's  oabib. 


SIXTH  VARIATION, 

BEGINRINO  AT  TBE  FIFTH   MOVE  OF  TBE  BLACK« 

1.  jr.  p.  two  squares.  1.  K.P.  troo  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  B.  P.  one  square.  3.  Q.  P.  troo  squares, 

4.  B.  takes  P.  4.  K.Kt.  to  B.  third. 

5.  KB.  to  Q.Kt  third.  6.  Kt.  takes  P. 

6.  Q.  to  K.  second. 

No.  L 

6.  KB.  takes  P.+ 

7.  K  to  Q.  square.  7.  Tou  may  play  K  B.  P.  t^ 

squares ;  but  suppose 

KB.  takes  Kt. 

8.  Q.  takes  Kt.  8.  KB.  to  Q.Kt.  third. 

9.  Q.  takes  P.  +  9.  K  to  B.  square. 

10.  Q.P.  two  squares,  and  has  the  best  of  the  game. 

No.  n. 

6.  Q.  to  KR.  fifth. 

7.  KKt.  to  B.  third.  7.  Q.  takes  P.+ 

8.  Q.  takes  Q.  8.  B.  takes  Q.+ 

9.  K.  to  his  second.  9.  B.  to  Q.Kt.  third. 

10.  Kt  takes  KP.  10.  KKt.  to  Q.  third. 

11.  Q.P.  two  squares.  11.  Castles. 

The  game  is  about  equaL 
No.  m. 

6.  Kt.  takes  KB.P. 

7.  Q.  takes  P.+  7.  Q.  to  K  second. 

8.  Q.  takes  Q.  8.  K  takes  Q. 
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9.  Q.P.  two  squares.  9.    Tou    may   check    at    Q. 

sixth,  and  then  take  Q.  B. ;  or  you  may  play 

B.  takes  P. 
10.  P.  takes  B.  10.  Kt.  takes  R. 

There  is  but  little  difference  in  the  game. 


SEVENTH   VARIATION, 

■EOINHnrO  AT  TBB  PIFTB  MOYB  OP  TBI  BLACK. 

!•  K.P,  two  squares.  1.  K,P»  two  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q,B,P.  one  square.  3.  Q.P.  two  squares. 
^  B.  takes  P.  4.  K.  Kt.  to  B.  third. 
^-  Q.  to  KB.  third.  6.  Et  takes  B. 

^*  P.  takes  Kt.  6.  Castles. 

'•  Q.P.  one  square.  7.  K.B.P.  two  squares. 

^*  Q.B.  to  E.  third.  8.  E.P.  one  square. 

^-  P.  takes  P.  9.  P.  takes  P. 

FIRST  DEFENCE. 

^^-  Q.  takes  P.  10.  R.  to  K.  square. 

11*  If  he  play  Q.  to  Q.B.  fourth,  you  should  take  his  Bishop 

with  yours,  having  nothing  to  fear  from  the  discovered 

ehecL     But  if 
Q>  to  her  third  square.       11.  Q.  to  ELEt.  fourth. 
^2*  K.Et  to  E.  second.  12.  B.  takes  B. 

^^'  P.  takes  B.  13.  R.  takes  P.,  and  wins  easily. 

SECOND   DEFENCE. 

^^*  Q.  to  her  square.  10.  B.  takes  B. 

11.  P.  takes  B.  11.  Q.Et.  to  B.  third. 

12*  If  he  take  the  Enight  he  will  lose  the  Queen ;  if 
K.Kt  to  E.  second. 


'>-    ^....^^^ 
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12.  Kt.  to  K.  fourth. 

13.  Kt  to  Q.B.  square.  13.  Q.  checks. 

14.  K.Kt.P.  one  square.         14.  Q.  to  K.  Kt.  fourth,  having 

an  irresistihle  attack ;  for  if  Black  plaj  Q.  Kt  to  Q. 
second,  to  prevent  your  checking  him  at  K.B.  sixth, 
you  play  Q.  B.  to  K.  Kt.  fifth,  and  afterwards  take  K.P. 
with  the  Queen. 

EIGHTH  VARIATION, 

BEGINNING  AT   THE   FIFTH   HOVE   OF  THE    BLACK. 

VUiciL  «2iikttf. 

1 .  JT.  P.  two  squarei,  1 .  K.P.  two  gquares. 

2.  KB.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  B.  P.  one  square.  3.  Q.  P.  two  squares. 

4.  K.  B.  takes  P.  4.  K.  Kt.  to  K  B.  third. 

5.  Q.P.  two  squares.  5.  P.  takes  P. 

In  tJm  first  place, 

6.  P.  takes  P.  6.  KB.  to  Q.Kt.  fifai.+ 

7.  Q.B.  to  Q.  second.  7.  K.B.  takes  B. 

8.  Q.Kt.  takes  B.  8.  K.Kt.  takes  B. 

9.  P.  takes  K.Kt.  9.  Q.  takes  P. 

White  has  a  better  position  than  the  Black. 

In  the  second  place, 

6.  Q.B.  to  K.Kt.  fifth.  6.  Q.B.P.  one  square. 

7.  K.B.  to  Q.B.  fourth.  7.  Q.  to  Q.  third. 

8.  K  he  play  Q.  to  Q.  Kt  third,  you  may  either  cattle  or 

take  K.P.  with  K.Kt     But  if 
Q.  B.  takes  Kt  8.  Q.  takes  Q.  B. 

9.  K.Kt  to  K.B.  third.  9.  P.  takes  P. 

10.  Q.Kt  takes  P.  10.  K.B.  to  Q.Kt  fifth. 

11.  Q.  to  Q.Kt  third.  11.  KB.  takes  Kt 

12.  P.  takes  K.B.  12.  Castles. 

White  has  at  least  as  good  a  game  as  the  Blaek. 


SECOND   OPENING; 


OR,  THE 


KING'S  KNIGHT'S  GAME. 


SECOND   OPENING; 


um,   THB 


KING'S    KNIGHT'S    GAME, 


FIRST  GAME. 

mtitf.  iSIitft. 

!•  K.P.  two  Bquares.  1.  K.P.  two  squares. 

2.  ILKu  to  KB.  third. 

Tiu8  Opening  of  the  game  is  very  frequently  played ;  it  is 
D^i^  interesting  and  instructiye  than  the  King's  Bishop's, 
l^ccuise  it  admits  of  more  variety.  Probably  the  next  best 
D^Te  for  the  Black  b  to  defend  the  King's  Pawn  with  the 
Queen's  Ejiight ;  but  he  may  defend  it  also  by  playing 

1.  KB. P.  one  square. 

2.  KB.  to  Q.  third. 

3.  Q.  to  KB.  third. 

4.  Q.P.  one  square. 

Or  he  may  leave  it  undefended,  and  play 

5.  KKt  to  KB.  third. 

6.  KB.  to  Q.B.  fourth. 

7.  KB. P.  two  squares. 

8.  Q.P.  two  squares. 

•^M  will  form  the  subject  of  separate  games.     It  is  not 
worth  while  to  examine  the  defence  of  Q.  to  K.  second,  as 
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it  is  evidently  bad,  from  its  confining  the  King's  Bishop. 
In  this  game  we  shall  suppose  that  Black  plays 

2.  K.B.P.  one  square. 

3.  K.Kt.  takes  K.P. 

No.  I. 

3.  Q.  to  K.  second. 

4.  It  would  be  bad  play  to  check  with  Q.  at  K.R.  fifth, 

because  he  would  interpose  K.  Kt.  P.,  and  if  you  took 
that  Pawn  with  K.Kt.,  he  would  first  take  your  K.P., 
giving  check,  and  afterwards  take  K.  Kt.  with  the  Queen. 
Therefore 
KKt.  to  KB.  third.  4.  Q.  takes  P.+ 

5.  KB.  to  K  second.  5.  Q.P.  two  squares. 

6.  Castles. 

White  has  a  much  better  position  than  the  Black. 

No.  II. 

3.  P.  takes  KKt. 

4.  Q.  to  KR.  fifth.  +  4.  If    he    play    K    to    K 

second,  see  the  Variatipn. 

K.Kt. P.  one  square. 

5.  Q.  takes  KP."*"  5.  Q.  to  K  second. 

6.  Q.  takes  K.R. 

FIRST   DEFENCE. 

6.  Q.  takes  P.+ 

7.  K.  to  Q.  square.  7.  Q.  P.  two  squares. 

8.  It  would  not  be  good  play  to  take  K.  Kt.,  on  account  of  the 

check  by  the  Q.  B.     Therefore 
KB. P.  one  square.  8.  Q.  to  K  third. 

9.  KB.  to  Q.Kt.  fifth.  +  9.  If  he  interpose  any  piece^ 

or  play  K.  to  Q.  square,  you  win  the  Queen,  of  check- 
mate him  by  playing  K.  R.  to  K.  square.     Therefore 

K  to  KB.  second. 

10.  K.R.  to  K  square.  10.  If  he  remove  the  Queen, 

you  checkmate  him  with  K.  B. ;   but  if 

KB.  to  KKt.  second. 

11 .  Q.  takes  K.  R.  P.,  and  has  evidently  a  good  game. 
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SECOND  DEFENCE. 

6.  KKt.  to  K.B.  third,   in 
order  to  confine  your  Queen. 
[t  Q.  P.  two  squares.  7.  If  he  take  K.  P.  with  K.  Kt. 

70U  play  Q.  to  E.  fifth  :  but  if 

Q.  takes  P  +  (A.) 

8.  K  B.  to  K  second.  8.  If  he  take  Q.  P.  or  Q.  B.  P., 

or  play  Q.  to  K.  second,  you  should  play  Q.  B.  to  K.  R. 
sixth,  &c.  If  he  pky  Q.  to  K.  R.  fifth,  you  pky  K.  Kt  P. 
one  square ;  and  if  he  then  move  Q.  to  K.  fifth,  you  play 
KB. P.  one  square,  and  afterwards  Q.B.  to  K.  R.  sixth. 
K  he  move  K.  to  B.  second,  you  play  Q.  B.  to  K.  Kt. 
fifth.     FinaUy,  if  he  play 

Q.  takes  KKt. P. 

9.  K.R.  to  KB.  square.         9.  Q.  to  Q.B.  third. 

10.  Q.B.  to  KR.   sixth;    then  takes   KB.  with  Q.   &c. 
having  the  best  of  the  game. 


8-  Q.Kt.  to  Q.B.  third. 


(A.) 

7.  Q.P.  one  square. 


In  the  first  placcy 

8.  Q.  B.  P.  one  square. 

^*  Q.B.  to  KR.  sixth.  9.  Q.Kt.  to  Q.  second. 

^^-  Castles.  10.  K  to  KB.  second.  (B.) 

^^'  Q.B.  takes  B.  11.  Q.Kt.  takes  B, 

^2*  K.P.  one  square.  12.  KKt.  to  its  fifth. 

13.  Kt  to  K  fourth.  13.  If  he  advance   Q,P.  you 

check  with  Kt.  at  Q.  sixth,  and  then  play  KB.  to  K. 

second.     But  if 

P.  takes  P. 

14-  P.  takes  P.  14.  Kt.  takes  KP. 

15-  Kt  to  Q.  sixth.  +  15,  K  to  K  third. 
*^'  K.B.  checks,  and  wins  easily. 

II 
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(B.) 

10.  K.  Kt.  to  its  fifth. 

11.  Q.B.  takes  B.  11.  Q.Kt.  takes  B. 

12.  KB.  to  Q.B.  fourth.         12.  K.Kt.  takes  KB. P. 

13.  KB.  to  KB.  square.        13.  Kt.  takes  Q.IL 

14.  Q.R.  to  KB.  seventh.      14.  If  he  sacrifice  the  Que 

for  B.  and  B.  you  will  still  have  the  best  of  the  gam 

But  if 

Q.  checks. 

15.  K  to  Kt.  square.  15.  Kt.  takes  Kt."** 

16.  P.  takes  Kt.  16.  Q.  to  KR.  third. 

17.  Q.  to  KB.  sixth,  and  wins. 

In  the  second  place, 

8.  Q.B.  to  K  third. 

9.  K  P.  one  square.  9.  K  Kt.  to  K  R.  fourth.  (C. 

10.  Q.P.  one  square.  10.  Q.B.  to  KB.  fourth. 

11.  KP.  one  square.  11.  KKt.  to  KB.  third. 

12.  Q.B.  to  KKt  fifth,  and  will  win. 

(C.) 

9.  P.  takes  P. 

10.  P.  takes  P.  10.  KKt.  to  KR.  fourth. 

11.  Q.B.  to  KR.  sixth.  11.  Q.Kt.  to  Q.  second. 

12.  Q.B.  takes  B.  12.  Q.Kt.  takes  B. 

13.  Castles.  13.  K  Kt.  to  its  second. 

14.  Q.Kt.  to  Q.  fifth.  14.  Q.B.  takes  Kt. 

15.  Q.R.  takes  B.  15.  Q.B.P.  one  square. 

16.  Q.R.  to  Q.  second.  16.  Q.  to  KB.  second. 

17.  KP.  one  square.  17.  Kt.  takes  P. 

18.  KB.  to  Q.B.  fourth,  and  wins  easily. 

VARIATION, 

BEOINNINO  AT  THE  FOURTH  MOVE  OF  THE  BLACK. 

railitte.  BlaciL 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K  Kt.  to  B.  third.  2.  K.  B.  P.  one  square. 


king's  knight's  game.  V9 

3.  K.Kt.  takes  P.  3.  P.  takes  Kt. 

4.  Q.  checks,  4.  K.  to  his  second. 

5.  4  takes  KP+  5.  K.  to  K.B.  second. 

6.  K.B.  to  Q.B.  fourth.+ 

In  Ute  first  places 

6.  K.  to  Kt.  third. 

7.  Q.  to  KB.  fifth.+  7.  K.  to  R.  third. 

8.  Q.P.  two  squares.'^            8.  K.Kt.P.  two  squares. 
9'  K.R.P.  two  squares.          9.  Q.P.  two  squares. 

10.  Q.  to  K.B.  seventh,  and  afterwards  takes  P.  ¥rith  P, 
giving  double  check  and  checkmate. 

In  the  second  place, 

6.  Q.P.  two  squares. 
7.  K.B.  takes  P.+  7.  K.  to  Kt.  third. 

8*  E.B.P.  two  squares. 

No.  I. 

8.  K.B. P.  one  square. 
^«  K.B.  takes  Q.Kt.P.  9.  J£  he  take  KB.  he  wiU 

be  checkmated ;  therefore 

K.B.  to  Q.  third. 
^^-  Q.  to  Q.E.  fifth.  10.  Q.Kt.  to  Q.B.  third. 

11*  Q.B.  takes  Q>Kt.,  having  a  ¥rinning  game. 

No.IL 

8.  Q.P.  two  squares. 
^*  K.B.  takes  Q.Kt.P.  9.  Q.B.  takes  KB. 

^^-  Q.  to  KB.  fifth.+  10.  K  to  KR.  third. 

*^*  Q.P.  two  squares.*^  II.  K.Kt  P.  two  squares. 

^^*  Q.  to  KB.  seventh,  and  afterwards  takes  K.Kt.P.  with 
P.)  and  then  K  R.  P.  with  R.,  checkmating. 

No.  m. 

« 

8.  KB.  to  Q.  third. 
^*  K.K.P.  one  square.**"  9.  K  to  R.  third. 

h2 
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10.  Q.P.  two  squares.^  10.  K.Kt.P.  two  squares. 

11.  P.  takes  P.  en  passant,^     11.  K.  takes  P. 

12.  Q.  to  KB.  fifth.+   .  12.  K.  moves. 

13.  Q.  to  K.B.  seventh,  checkmating. 


SECOND  GAME, 

1.  K,P,  two  sqiuires.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.         2.  K.B.  to  Q.  third. 

This  is  not  a  good  way  of  defending  the  Bling's  Pawn, 
because  it  confines  Q.P.  and  consequently  Q.B. 

3.  K.B.  to  Q,B.  fourth.  3.  He  may  now  play  Q.B.P. 

one  square  ;  see  the  Variation  :  or 

K.Kt.  toK.B.  third. 

4.  Q.  P.  two  squares. 

FIRST   DEFENCE. 

4.  p.  takes  P. 

5.  K.  P.  one  square.  5.  K  he  play  Q.  to  K.  second, 

you  do  the  same,  secure  of  afterwards  winning  either 
Kt.  or  B.     But  if 

KB.  to  Q.Kt.  fifth.+ 

6.  Q.B.P.  one  square.  6.  P.  takes  P. 

7.  P.  takes  P.  7.  KB.  takes  P.+ 

8.  Q.Kt.  takes  B. 

In  the  first  place^ 

8.  KKt.  to  KR.  fourth. 

9.  KB.  takes  KB.P.+  9.  K  takes  B. 

10.  KKt.  to  its  fifth.+  10.  If  he  move  K  to  KKt. 

square,  you  checkmate  him  in  two  moves.  J£  he  play 
K  to  KB.  square,  you  check  K.  and  Q.  with  KKt. 
But  if 
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K.  to  K.Kt.  third. 

11.  Q.  to  Q.  third.+  11.  K.  to  K.R.  third. 

12.  Kt  to  K.B.  seventh,  checkmating. 

In  the  second  place, 

8.  K  Kt.  to  its  fifth. 

9.  KB.  takes  KB.P.+  9.  If  he  take  KB.  you  check 

him  with  K  Kt.  at  its  fifth,  and  afterwards  take  K.  Kt 

with  Q.     But  if 

K  to  KB.  square. 

10.  Q.B.  to  KKt.  fifth.         10.  KKt.  to  KB.  third. 

11.  KB.  to  KR.  fifth.  11.  Q.  to  K  second. 

12.  Castles.  12.  Q.  to  Q.B.  fourth. 

13.  P.  takes  Kt.  13.  Q.  takes  Q.Kt. 

14.  Q.  to  K  second,  and  wins  easily. 

SECOND   DEFENCE. 

4.  KKt.  takes  P. 

5.  P.  takes  P.  5.  KB.  to  Q.B.  fourth. 

6.  Q.  to  Q.  fifth.  6.  KB.  takes  K.B.P.+ 

7.  K  to  K  second.  7.  Castles. 

8.  Q.  takes  KKt.  8.  KB.  to  Q.B.  fourth. 

9.  KKt.  to  its  fifth,  9.  K.Kt. P.  one  square. 

10.  KR.  to  KB.  square,  and  will  afterwards  take  KB. P., 
winning  easily. 

TUIRD   DEFENCE. 

4.  Q.Kt.  to  Q.B.  third. 
5.  Q.P.  takes  P. 

In  tlie  first  place, 

5.  Q.Kt.  takes  P. 
a  KKt.  takes  Kt.                  6.  KB.  takes  Kt. 

7.  KB. P.  two  squares.  7.  KB.  to  Q.  third,  or  (A.) 

8.  KP.  one  square.  8.  Q.  to  K  second. 

9.  Q.  to  K.  second,  and  wins  either  B.  or  Kt. 
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(A.) 


7.  KKt.  takes  KF. 
8.  It  would  not  be  good  play  to  take  K.B.,  because  he  would 
check  with  Q.  at  K.  R.  fifth ;  your  best  move  is  Q.  to 
K.B.  fifth,  threatening  checkmate,  and  also  attacking 
KB. 

In  the  second  place^ 

5.  K.B.  takes  P. 

6.  K.Kt.  to  its  fifth.  6.  Q.P.  two  squares.  (B.) 

7.  KB.  takes  P.  7.  KKt.  takes  B. 

8.  P.  takes  Kt*  8.  Kt.  to  K  second. 

9.  Q.B.P.  two  squares.  9.  Q.B.P.  one  square. 

10.  P.  takes  P.  10.  Q.  takes  Q.+ 

11.  K  takes  Q.  11.  Kt  takes  P. 

White  having  gained  a  Pawn  has  the  better  game. 

(B.) 

6.  Castles. 

7.  KB. P.  two  squares.  7.  KB.  to  Q.  fifth. 

8.  KP.  one  square.  8.  If  he  remove  KKt.  you 

pky  Q.  to  Q.  R.  fifth.     But  if 

Q.  to  K.  second. 

9.  Q.  to  K  second.  9.  K.Kt.  to  K  square. 

10.  KB.  to  Q.  fifth,  threatening  to  take  Q.  Kt.,  and  then  play 

Q.  to  K  fifth.  K  Black  play  K.  R.  P.  one  square,  you 
may  play  K.R.P.  two  squares.     But  if 

10.  KB.  to  Q.Kt.  third. 

11.  Q.Kt.  to  Q.B.  third.        11.  K  he  play  KB.  to  Q.R 

fourth,  you  may  play  Q.B.  to  Q.  second,  and  after- 
wards castle  with  Q.R.  K  he  play  K  to  R.  square, 
you  move  Q.  to  KR.  fifth.  If  he  play  Q.Kt  to  Q. 
fifth,  you  play  Q.  to  Q.  third,  afterwards  Q.  B.  to  Q. 
second,  and  then  castle  on  the  Queen's  side,  having  a 
fine  attacking  game. 
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VARIATION, 

BEOIMNINO   AT  THE  THIRD  MOVE  OF  THE  BLACK. 

1.  KP.  two  squares.  1.  K.P,  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  KB.  to  Q.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  Q.B.P.  one  square. 

4.  Q.P.  two  squares.  4.  If  he  play  Q.  to  K.  second, 

jou  should  castle.     If  he  play  E.  B.  P.  one  square,  you 
take  P.  with  P.     But  if 

P.  takes  P. 

5.  Q.  takes  P. 

FIRST   DEFENCE. 

5.  Q.  to  K.  second. 

6.  Q.  takes  KKtP.  6.  If  he  take  K.P.,  checking, 

you  should  interpose  K.  B.,  and  you  will  afterwards  win 
KR     But  if 

Q.  to  KB.  third. 

7.  KB.  takes  K.B.P.+  7.  Q.  takes  B. 

8.  Q.  takes  R.,  and  will  win. 

SECOND   DEFENCE. 

5.  K.B.  to  its  square. 

6.  K.Kt.  to  K.  fifth.  6.  Q.P.  two  squares. 

7.  P.  takes  P.  7.  K.Kt.  to  K.B.  third. 

8.  Q.  to  K  third.  8.  K  he  play  Q.  or  KB.  to 

K  second,  you  should  advance  P.  to  Q.  sixth,  and  then 

take  K  B.  P.  with  K.  Kt.,  winning  the  exchange  at  the 

least :  therefore 

KKt.  takes  P. 

9.  KB.  takes  Kt.  9.  Q.  takes  B. 

10.  KKt.  to  its  sixth.+  10.  Q.B.  to  K  third. 

11.  KKt.  takes  ^.,  and  ought  to  win. 
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THIRD  GAME. 

Q®||iU.  Blacit. 

1.  K,P.  two  squares.  1.  K.P.  two  squares, 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  to  K.  B.  third. 

To  defend  the  K.P.  with  Q.  is  contrary  to  the  general 
rule,  that  you  should  defend  with  an  inferior  rather  than 
a  superior  piece.  Those  who  make  this  move  usually  do 
80,  not  so  much  with  the  view  to  defend  K.  P.  as  to  play 
Q.  to  K.Kt.  third  square,  in  case  you  move  K.B.  to  Q.B. 
fourth;  the  Queen  will  then  attack  two  Pawns,  neither 
of  which  can  be  taken  without  loss,  as  will  presently  be 
shown, 

3.  KB.  to  Q.B.  fourth.  3.  Q.  to  KKt  third. 

You  have  two  ways  of  playing,  viz.;  to  defend  K.P., 
leaving  him  to  take  KKt-P. ;  or  to  defend  K.Kt.P., 
leaving  ILP.  ^  prise.    We  shall  first  suppose 

No.  L 

4.  Q.P.  one  square.  4.  Q.  takes  K.Kt. P. 

5.  KB.  takes  KB.P.+ 

FIRST  DEFENCE. 

5.  K  takes  KB. 

6.  KR.  to  KKt.  square.         6.  His  best  move  is  to  take 

K  B.  with  Q.,  but  he  would  then  have  also  a  bad  game. 
Suppose  he  plays 

Q.  to  KR.  third. 

7.  K.  Kt.  to  its  fifth,  checking  K.  and  Q. 

SECOND   DEFENCE. 

5.  K  to  K  second. 

6.  KR.  to  KKt  square.         6.  Q.  to  KR.  third. 

7.  KR.  to  KKt.  third,  winning  the  Queen. 
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No.  n. 

4.  K  castles.  4.  Q.  takes  E.P. 

6.  KB.  takes  KB.P.+  5.  J£  he  take  KB.  he  evi- 

dently loses  the  Queen  ;  therefore 

FI&ST   DEFENCE. 

K.  to  Q.  square. 

6.  KEt  takes  KP.  6.  Khe  take  K.Kt.  you  play 

KB.  to  K  square.     But  if 

K  Kt.  to  K  B.  third. 

7.  KR.  to  K  square.  7.  Q.  to  KB.  fourth. 

8.  K.B.  to  KKt  sixth.  8.  Q.  to  K  third. 

9.  KEt  to  KB.  seventh  ;  checks,  and  wins  the  Queen. 

SECOND  DEFENCE. 

5.  E,  to  his  second. 

6.  E.R.  to  K  square.  6.  Q.  to  E.B.  fifth. 

7.  K.R.  takes  P.+ 

In  the  first  place, 

7.  K  takes  K  B. 

8.  Q.P.  two  squares.  8.  Q.  to  E.B.  third. 

9.  K.Et.  to  KEt  fifth.+         9.  K  to  KEt.  tliird. 

10.  Q.  to  Q.  third.+  10.  K  to  KR.  fourth. 
11*  Checkmates  in  two  moves. 

In  the  second  place, 

7.  K  to  KB.  third. 

8.  Q.P.  two  squares.  8.  Q.  to  KEt.  fifth. 

9.  E.R.P.  one  square ;  winning  the  Queen. 

In  the  third  place, 

7.  E.  to  Q.  third. 

8.  K.R.  to  Q.  fifth.+  8.  K  to  his  second.  (A.) 

9.  Q,  to  K  square. '*'  9.  Khe  play  E.  to  E.B.  third, 

you  play  Q.P.  two  squares,  and  afterwards  KB. P.  one 
square,  winning  the  Queen  :  therefore 
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K.  takes  K.  B. 

10.  Q.P.  two  squares.  10.  Q.  to  K.B.  third. 

11.  KKt.  to  its  fifth.+  11.  K.  to  KKt.  third. 

12.  Q.  to  K  eighth.  +  12.  K.  to  K.R.  third. 

13.  KKt.  to  K.B.  seventh.  +  13.  K.  to  K.Kt.  third. 

14.  K.Kt.  takes  R.  checkmating. 

(A.) 

8.  K.  to  Q.  B.  third. 
9.  K.Kt.  to  K.  fifth.+  9.  K.  to  Q.Kt  third. 

10.  Q.  P.  two  squares.  10.  If  he  play  Q.  to  K.  B.  third, 

jou  move  Q.B.  to  K.Kt.  fifth,  winning  the  Queen. 

If  he  play  Q.  to  K.R.  fiflth,  you  also  play  Q.B.  to 

K.Kt.  fifth,    and  on  his  playing  Q.  to  K.  fiflth,  you 

move  Q.Kt.  to  B.    third,    also  winning  the   Queen. 

But  if 

Q.  to  K.  fifth. 

11.  Q.Kt.  to  Q.B.  third.  11.  Q.  to  K.B.  fifth. 

12.  Checkmates  in  three  moves. 

The  error  of  the  Black  in  this  game  consists  not  in  playing 
Q.  to  K.B.  third,  though  that  move  is  not  to  be  com- 
mended, but  in  moving  Q.  to  K.  Kt.  third,  and  afterwards 
taking  one  of  the  Pawns :  he  ought,  on  the  third  move,  to 
play  ICB.  to  Q.B.  fourth. 


FOURTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares, 

2.  K,  Ku  to  K.  B,  third,         2.  Q.  P.  one  square. 

This  method  of  defending  the  King's  Pawn  is  better  than 
any  of  the  preceding ;  the  only  objection  to  it  seems  to  be 
that  it  confines  the  K.  B. 

3.  Q.P.  two  squares. 
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FIRST   DEFENCE. 

3.  K  p.  takes  P. 

4.  Q.  takes  P.  4.  If  he  play  Q.B.  to  KKt. 

Mh,  you  should  play  K.  Kt.  to  its  fifth  ;  and  if  he  then 

play  K.RF.9  or  K.B.P.  one  square,  you  advance  K.P. 

But  if 

Q.Kt  to  Q.B.  third. 

5.  KB.  to  Q.Kt  fifth.  5.  Q.B.  to  Q.  second. 

6.  Q.  to  Q-  square. 

In  the  first  place^ 

6.  Q.Kt.  to  K.  fourth. 

7.  KKt.  takes  Kt  7.  Whether  he  take  K.Kt.  or 

KB.  you  play  Q.  to  Q.  fifth,  secure  of  winning  at 
least  a  Pawn. 

In  the  second  place, 

6.  Q.  Kt.  to  its  fifth. 

7.  KB.  to  Q.B.  fourth.  7.  KB.  to  K  second.  (A.) 

8.  Q.B.P.  one  square.  8.  Q.Kt.  to  Q.B.  third. 

9.  Q.  to  Q.Kt  third,  having  a  better  position  than  the 

Black.  ' 

(A.) 

7.  K  Kt.  to  K  B.  third. 

8.  KKt.  to. its  fifth.  8.  Q.P.  one  square. 

9.  KB.  takes  P.  9.  Q.Kt.  takes  KB. 
10.  KP.  takesQ.Kt. 

White  has  the  best  of  the  game. 

'   SECOND   DEFENCE. 

3.  KB. P.  two  squares. 

4.  Q.P.  takes  KP.  4.  KB. P.  takes  P. 

5.  KKt.  to  its  fifth.  5.  Q.P.  one  square. 

a  P.  to  K  sixth.  6.  If  he  play  KB.  to  Q.B. 

fourth,  you  play  KKt.  to  KB.  seventh;  and  if  he 
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then  play  Q.  to  K.  B.  third  square,  you  move  Q.  to  her 
second,  and  afterwards  take  his  K.  R.     But  if 

K.Kt.  toK.R.  third. 

7.  You  may  now  take  K.R.P.  with  K.Kt;   if  he  take 

K.Kt.  the  check  with  Q.  at  K.  R.  fifth  will  be  fatal ; 
but  if  he  take  F.  with  Q.B.  you  take  his  K.B.y  having 
rather  the  best  of  the  game.     It  appears  to  me,  how- 
ever, better  to  play 
Q.  to  K.R  fifth.+  7.  K.Kt.P.  one  square. 

8.  Q.  to  K.R.  third.  8.  Q.  to  KB.  third. 

9.  Q.B.  P.  two  squares.  9.  Q.  B.  P.  one  square. 

10.  P.  takes  P.  10.  P.  takes  P. 

11.  Q.Kt.  to  Q.B.  third.  11.  Q.  to  K.  fourth. 

12.  K.B.  checks,  and  afterwards  castles,  having  the  best  of 

the  game. 

THIRD   DEFENCE, 

3.  Q.B.  to  KKt.  fifth. 

4.  P.  takes  P.  4.  Q.B.  takes  Kt. 

5.  Q.  takes  B.  5.  P.  takes  P. 

6.  KB.  to  Q.B.  fourth.  6.  If  he  play  KKt.  to  B. 

third,  or  KB. P.  one  square,  you  play  Q.  to  Q-Kt. 
third  :  but  if 

Q.  to  K  B.  third. 

7.  Q.  to  Q.  Kt.  third.  7.  Q.  Kt.  P.  one  square. 

8.  Q.  Kt.  to  B.  third.  8.  Q.  B.  P.  one  square. 

9.  K  castles.  9.  K.  B.  to  Q.  third. 

10.  KB. P.  two  squares.  10.  P.  takes  P. 

11.  KP.  one  square. 

FIRST   METHOD. 

11.  KB.  takes  KP. 

12.  Q.Kt.  to  K  fourth. 

In  the  first  places 

12.  Q.  to  K  second. 

13.  Q.B.  takes  P.  13.  Khe  play  KKt.  to  KB. 

third,  you  should  take  KB. ;  he  cannot  take  Q.B. 
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withont  losing  a  piece,  he  must  therefore  take  Q.  Kt., 

jou  then  take  K.  B.  P.  checking,  having  a  forced  won 

game.     If  he  take  Q.  B.  you  retake  with  K.  R.,  and  if 

he  then  pky  K.Kt  to  K.B.  third,  you  move  Q.B.  to 

K  square,  having  an  advantageous  attack.     Suppose 

he  phiys 

KB.  to  Q.  fifth.  + 

14.  K  to  KB.  square.  14.  KB.  to  Q.B.  fourth. 

15.  Q.B.  takes  Q.Kt.  15.  Q.R.  takes  B. 

16.  Q.B.  to  K  square,  and  wins  easily. 

In  the  second  place, 

12.  KB.  checks. 

13.  K  to  KB.  square,  13.  K he  play  Q.  to K  fourth, 

you  take  P.  with  Q.B.,  winning  easily.     But  if 

Q.  to  KKt.  third. 

14.  Q.B.  takes  P.  14.  KB.  to  Q,B.  fourth. 

15.  Q.  B.  takes  Q.  Kt.,  and  wins  with  ease. 

In  the  third  place, 

12.  Q.  to  K  Kt.  third. 

13.  Q.B.  takes  P.  13.  If  he  check  with  KB.  you 

play  K.  to  B.  square,  having  an  irresistible  attack.     If 
he  take  Kt.  you  take  K.  B.    K 

K  B.  takes  B. 

14.  KB.  takes  KB. P.  14.  Q.  takes  B. 

15.  Kt.  to  Q.  sixth,  checks,  and  wins  easily. 

SECOND   METHOD. 

11.  Q.  takes  p. 

12.  KB.  takes  KB. P.  + 

12.  K  to  KB.  square.  (A.) 

13.  Q.B.  takesP. 

In  the  first  place, 

13.  Q.  to  Q.  fifth+ 

14.  K  to  KR.  square.  14.  KB.  takes  B. 

15.  You  may  now  take  KKt.,  and  afterwards  move  Kt.  to 

K.  second,  winning  easily  :  or  you  may  play 
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Q.R.  to  Q-  square.  15.  Q.  to  K.B.  third. 

16.  K.R.  takes  K.B.  16.  Q.  takes  KB. 

17.  Q.R.  to  Q.  eighth.  +  17.  K.  to  K  second. 

18.  R.  to  K.  eighth.  +  18.  K  to  Q.  second. 

19.  Q.  to  K  sixth.+  19.  K  to  Q.B.  second. 

20.  Checkmates  in  three  moves. 

In  the  second  jUace^ 

13.  Q.  to  Q.B.  fourth.+ 

14.  K  to  KB.  square.  14.  KB.  takes  B. 

15.  KB.  takes  KKt  15.  KR.  takes  B. 

16.  K  R.  takes  B.,  checks,  and  wins  easily. 

In  the  third  place, 

13.  KB.  checks. 

14.  K  to  KR.  square.  14.  Q.  to  Q.  fifth. 

15.  Q.B.  to  Q.  square.  15.  Q.  to  KB.  third. 

16.  Q.B.  checks,  or  takes  Q.Kt.,  and  wins  easily. 

(A.) 

12.  K  to  Q.  square. 

13.  Q.B.  takes  P.  13.  Q.  to  Q.B.  fourth.  + 

14.  K  to  KR.  square.  14.  KB.  takes  B. 

15.  KB.  takes  KKt.  15.  KB.  to  KR.  third. 

16.  Kt.  to  K  fourth.  16.  Q.  to  K  second. 

17.  Q.R.  checks,  and  wins  easily. 

FOURTH   DEFENCE. 

QBIICte.  ISIocit. 

1.  K.P.  troo  squares.  1.  K,P,  two  squares. 

2.  K.  Kt,  to  K,  B.  third.  2.  Q,  P.  one  square. 

3.  Q.P.  two  squares.  3.  KKt.  to  KB.  third. 

4.  Q.B.  to  KKt  fifth. 

In  the  first  place, 

4.  K  P.  takes  P. 

5.  Q.  takes  P.  5.  KB.  to  K  second. 
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6.  Q.Kt  to  B.  third.  6.  E.  castles. 

7.  K.  castles.  7.  Q.  Kt  to  B.  third. 

White  has  a  better  position  than  Black. 

In  the  second  pUice^ 

4.  Q.B.  to  KKt.  fifth. 

5.  P.  takes  P.  5.  Q.  B.  takes  Et 

6.  Q.  takes  B.  6.  P.  takes  P. 

7.  Q.  to  Q.Kt  third.  7.  If  he  play  Q.Kt.  to   Q. 

seeondy  you  should  move  K;  B.  to  Q.  B.  fourth :  but  if 

Q.  Kt  P.  one  square. 

8.  KB.  to  Q.B.  fourth.  8.  Q.  to  Q.  second. 

9.  Q.B.  takes  Kt  9.  P.  takes  B. 

10.  Q.Kt  to  Q.B.  third.  10.  K.B.  to  K.Kt.  second. 

11.  Q.R.  to  Q.  square.  11.  Q.  to  K.  second. 

12.  Q.Kt.  to  Q.  fifth.  12.  Q.  to  Q.B.  fourth. 

13.  KB.  checks,  and  has  a  fine  position. 


FIFTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.        2.  KKt  to  Q.B.  third. 

3.  KKt.  takes  P. 

FIRST   DEFENCE. 

3.  KKt.  takes  K P. 

4.  Q.  to  K  second.  4.  If  he  remove  K  Kt.  he 

loses  the  Queen  by  your  playing  K  Kt.  to  Q.  B.  sixth  -."^ 
therefore 

In  the  first  place, 

Q.P.  two  squares. 

5.  Q.P.  one  square.  5.  Q.  to  K  second. 
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6.  p.  takes  Kt.  6.  Q.  takes  Kt. 

7.  P.  takes  P.,  and  you  have  the  best  of  the  game,  having 

gained  a  Pawn. 

In  tlie  second  place, 

4.  Q.  to  K.  second. 

5.  Q.  takes  Et.  5.  Q.P.  one  square. 

6.  Q.P.  two  squares.  6.  K.B.P.  one  square. 

7.  K.B.P.  two  squares.  7.  If  he  take  Et.,  you  retake 

with  Q.  P.,  and  you  will  remain  with  the  advantage  of 
a  Pawn.     But  if  ^' 

Q.  Et.  to  Q.  second. 

8.  E.B.P.  takesEt.  (A.) 

9.  P.  takes  P. 

10.  K  he  play  Q.  to  Q.  square, 
K  he  play  Q.  to  Q.  third,  see 


8.  Q.  Et.  to  Q.  B.  third. 

9.  Q.  P.  takes  P. 
10.  Q.Et.  toQ.  fifth. 

you  take  P.  with  P. 
(A) :  but  if 


11.  Et.  takes  Q. 

12.  Et.  takes  Q.B. 

13.  P.  takes  P. 

14.  Q.B.P.  one  square. 

15.  Q.R.P.  one  square. 


Et.  to  E.B.  third. 

11.  Et.  takes  Q. 

12.  Q.R.  takes  Et. 

13.  E.B.  checks. 

14.  Et.  takes  Q.B.P. 
16.  E.B.  toQ.B.  fourth. 


16.  Q.  B.  to  Q.  second,  winning  a  piece. 

Black  ought  not  on  the  thirteenth  move  tohave  checked 
with  E«B. ;  he  should  have  played  it  to  Q.B.  fourth; 
White  would,  however,  even  then  have  had  rather  the 
best  of  the  game. 

(A.) 

8.  Q.  P.  takes  Et. 
9.  Q.Et.  to  Q.  fifth.  9.  If  he  move  Q.  to  Q.  square, 

you  take  E.  P.  with  either  Pawn.     But  if 

Q.  to  Q.  third. 

10.  Q.P.  takes  P.  10.  P.  takes  P. 

11.  P.  takes  P.  11.  If  he  take  P.  with  Q.  you 

will  exchange  Queens,  and  then  take  Q.B.P.     If  he 
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take  p.   with   Kt.  you   play   Q.B.   to   K.B.   fourth, 
winning  the  Kt     But  suppose 

Q.  to  Q.B.  fourth. 

12.  Q.Kt.P.  two  squares.        12.  Q.  to  Q.B.  third. 

13.  K.B.  to  Q.Kt.  fifth.  13.  If  he  take  K.B.  he  loses 

the  Queen.     If  he  take  Q.Kt.P.  checking,  you  play 
K  to  Q.  square.     But  if 

Q.  to  K.  Kt.  third. 

14.  Q.  takes  Q.  14.  P.  takes  Q. 
16.  Kt  takes  Q.  B.  P.,  checks,  and  wins  Q.  R. 

SECOND   DEFENCE. 

1.  K.P.  two  squares.  1.  K.P.  two  squares, 

2.  K  Kt.  to  K.  B.  third.  2.  K.  Kt.  to  K.  B.  third. 

3.  K.  Kt.  takes  K.P.  3.  Q.  to  K  second. 

4.  Q.P.  two  squares.  4.  Q.P.  one  square. 

5.  KKt  to  KB.  third.  5.  Q.  takes  P.+ 

6.  K  B.  to  K.  second.  6.  If  he  play  Q.  B.  to  K.Kt. 

fifth,  you  should  castle,  and  your  position  would  be 
superior  to  his.     If  he  play 

Q.B.  to  K.B.  fourth. 

7.  Q.B.P.  two  squares.  7.  K.B.  to  K.  second. 

8.  Castles.  8.  Castles. 

9.  Q.Kt  to  Q.B.  third. 

The  position  of  the  White  is  much  superior  to  that  of 
Ae  Black. 

THIRD   DEFENCE. 

Qillttf.  VlacK. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.         2.  K.Kt.  to  K.B.  third. 

3.  K.Kt.  takes  P.  3.  Q.P.  one  square. 

This  defence  is  given  by  Cozio,  who,  however,  has  but 
^  few  more  moves  on  the  subject.     In  the  fifth  number  of 
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the  "Palamede,"  for  April  1842,  there  is  an  elaborate 
article  on  this  move  by  Major  Janisch.  I  think  he  proves 
satisfactorily  that  it  is  the  best,  and  that  the  Black  may 
play  K.Kt.  to  ELB.  third  square  ,^n  the  second  move 
without  danger ;  but  I  cannot  agree  with  him  that  it  is  the 
best  and  most  complete  defence  to  the  attack  of  the  King's 
Knight;  playing  Q.Kt.  to  Q. B.  third  is  surely  as  good 
a  defence,  and,  as  he  himself  confesses,  a  much  more 
interesting  one ;  nor  is  it  quite  certain  that  Q.  P.  one  or 
two  squares  for  the  second  move  of  the  Black  is  attended 
with  danger.  However,  there  is  no  doubt  that  this  defence 
is  better  than  either  of  the  preceding :  I  shall,  therefore, 
proceed  with  a  few  more  moves  extracted  from  the  same 
number  of  the  **  Palamede." 

4.  K.Kt.  to  KB.  third.  4.  K.Kt  takes  P. 

5.  Q.P.  two  squares.  5.  Q.P.  one  square. 

6.  KB.  to  Q.  third.  6.  KB.  to  Q.  third. 

In  the  first  placsy 

7.  Castles.  7.  Castles. 

8.  Q.B.P.  two  squares.  8.  Q.B.  to  K.  third. 

9.  P.  takes  P.  9.  Q.B.  takes  P. 

10.  Q.Kt.  to  Q.B.  third.  10.  Kt  takes  Kt. 

11.  P.  takes  Kt.  11.  Q.B.P.  two  squares. 

12.  Q.B.P.  one  square.  12.  Q.B.  takes  Kt. 

13.  Q.  takes  Q.B.  13.  P.  takes  P. 

14.  Q.  takes  Q.Kt.P.  14.  Q.Kt.  to  Q.  second. 

The  position  is  equal. 

In  tJie  second  ptaccy 

7.  Q.B.P.  two  squares.  7.  KB.  checks. 

8.  Q.B.  to  Q.  second.  8.  KB.  takes  B.+ 

9.  Q.Kt.  takes  B.  9.   K.Kt  takes  Kt 
10.  Q.  takes  K.Kt.  10.  Castles. 
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Major  Janisch  states  that  the  Black's  game  is  at  least 
equal  to  the  White's :  it  must  be  confessed,  that  there  is 
little  ^fference ;  however,  of  the  two,  I  rather  prefer  the 
White's. 

VARIATION, 

BEGINNIIIO  AT  THE  THIRD  MOVE   OF  THE   WHITE. 

mtttc  Vladc 

1.  K.P.  two  squares  1.  JT.P.  trvo  squares, 

2.  K.Kt  to  K.B.  third.         2.  K.Kt.  to  K.B.  third. 

3.  Q.  P.  two  squares  ;  this  move  is  given  by  M^or  Janisch 

as  the  invention  of  Mr.  Petroff ;   and  the  following 
moves  are  also  extracted  from  the  ^^  PalamMe." 

FIRST   DEFENCE. 

3.  p.  takes  P. 

4.  K.P.  one  square.  4.  E.Et.  to  E.  fifth. 

In  the  first  placej 

5.  KB.  to  Q.  third  5.  K.Kt.  to  Q.B.  fourth. 

6.  KKt.  takes  P.  6.  Q.P.  one  square. 

7.  P.  takes  P.  7.  KB.  takes  P. 

8.  Castles.  8.  Castles. 

9.  K.Kt.  to  Q.Kt.  third,  and  the  position  is  equal. 

In  the  second  place, 

5.  KKt  takes  P.  5.  Q.P.  one  square. 

6.  P.  takes  P.  6.  KB.  takes  P. 

7.  KB.  to  Q.B.  fourth.  7.  K.B.  to  Q.B.  fourth. 

8.  Q.B.  to  K  third.  8.  Castles. 

9.  Castles.  9.  Q.Kt.  to  Q.  second. 

The  game  is  equal 

There  are  other  Variations  of  this  game  given  by  Major 
Janisch,  and  he  promises  many  more  in  his  forthcoming 
work. 

I  2 
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SIXTH  GAME- 

1.  K,P,  two  squares.  1.  iT.P.  two  squares. 

2.  JT.  Kt.  to  B.  third  square.  2.  K.  B.  to  Q.  B.  fourth. 

3.  K.Kt.  takes  P.  3.  Q.  to  K.  second. 

4.  Q.P.  two  squares. 

FIRST  DEFENCE. 

4.  Q.P*  one  square. 

5.  KKt  takes  K.B.P.  5.  Q.  takes  P.+ 

6.  Q.B.  to  K.  third.  6.  If  he  take  Q.P.  with  KB. 

you  should  play  Q.Et.  to  Q.  second,  and  afterwards 
take  KB.    But  if 

K  takes  Kt.  *] 

7.  P.  takes  B.  7.  P.  takes  P. 

8.  Q.  to  KR.  fifth+  8.  K  to  B.  square. 

9.  Q.  takes  P.,  checks,  and,  having  gained  a  Pawn,  has 

the  best  of  the  game. 

SECOND   DEFENCE. 

4.  KB.  to  Q.Kt.  third. 

5.  KB.  to  Q.B.  fourth. 

In  the  first  place, 

5.  KB. P.  one  square. 

6.  K.  Kt.  to  K  B.  seventh.       6.  Q.  takes  P.  + 

7.  Q.  to  K.  second,  exchanges  Queens,  and  afterwards  takes 

K  B.,  having  the  best  of  the  game. 

In  the  second  placcy 

5.  KEt.  to  KB.  third. 

6.  KB.  takes  KB.P.+  6.  K  to  KB.  square. 

7.  K  B.  to  Q.  Kt.  third.         7.  K  Kt.  takes  P. 

8.  K  castles,  and  has  the  best  of  the  game. 
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THIRD  DEFENCE. 


4.  KB. P.  one  square. 

5.  Q.  to  KB.  fifth.+  5.  If  he  play  K  to  S.  square, 

jrou  cheek  with  Kt  at  KKt.  sixth,  he  must  take  it 
with  KR.P. ;  jou  then  take  KB.,  having  a  better 
position  than  the  Black.     But  if 

KKt  P.  one  square. 

6.  KKt  takes  KKtP.         6.  Q.  takes  KP.+ 

7.  K  to  Q.  square.  7.  If  he  take  Q.P.  with  Q. 

you  interpose  K  B. :  therefore 

Q.  takes  KKt 

8.  Q.  takes  KB.,  has  a  Pawn  more,  and  a  better  position 

than  the  Black. 

FOUBTH   DEFENCE. 

4.  KB.  to  Q.  third. 

5,  You  may  play  KB. P.  two  squares,  and  he  will  move 

K  B.  P.  one  square,  and  compel  you  to  remove  K  Kt : 
therefore 
KKt  to  KB.  third.         5.  Q.  takes  P.+ 

6.  KB.  to  K  second,  afterwards  castles,   having  a  much 

better  position  than  the  Black. 


SEVENTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.         2.  K.  B.  P.  two  squares. 

This  move  of  K  B.  P.  was  first  given  in  Greco's  "  Treatise 
on  Chess^"  published  about  the  middle  of  the  seventeenth 
century,  a  work,  by  the  way,  of  great  merit. 

It  is  an  ingenious  move,  and  I  think,  if  properly  played, 
attended  with  but  little  danger.   I  have  therefore  given  it  a 
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place  in  the  Defence^  where  the  Black  has  the  first  moTe* 
Cozio  has  analyzed  this  move  more  than  any  other  writer, 
and  I  have  availed  myself  largely  of  his  valuable  work. 

3.  KEt  takes  P.  3.  Q.  to  K.  second. 

4.  Q.  to  K.R.  fifth.+  4.  K.Kt.R  one  square. 

5.  K.Et  takes  K.KtP.         5.  If  he   play  Q.   to  KB. 

second,  you  take  P.  with  P.,  and  if  he  then  play  E.  B. 
to  E.  Et.  second,  you  may  pby  E.  Et  to  E.  B.  fourth. 
But  suppose  he  play 

Q.  takes  KP.+ 

6.  It  would  be  bad  play  to  move  E.  to  Q.  square,  as  will  be 

shown  in  the  First  Variation :  therefore 
E.B.  to  E.  second.  6.  KEt.  to  E.B.  third, 

7.  Q.  to  E.B.  third. 

FIRST   DEFENCE. 

7.  P.  takes  Et. 

8.  Q.  takes  E.R.  8.  Q.  takes  KEt  P. 

9.  KB.  to  E.B.  square.         9.  E.  to  E.B.  second. 

10.  Q*  to  E.  R.  fourth,  and  afterwards  Q.  to  E.  Et.  third,  &c. 

White  has  the  best  of  the  game,  having  gained  a  Book  for 
a  Knight 

SECOND   DEFENCE. 

7.  E.R.  to  E.Et  square, 

8.  KEt  takes  KB. 

In  tft£  first  place, 

8.  KR.  takes  KEt  P. 

9.  Q.Et  to  Q.B.  third.  9.  Q.  to  Q.B.  third. 
10.  KB.  to  KB.  third,  and  wins  KR. 

In  tlie  second  place, 

8.  Q.  takes  KEt  P. 
9.  Q  takes  Q.  9.  KR.  takes  Q. 

10.  KEt  takes  KR.P.         10.  KEt  takes  Et 

White  has  the  best  of  the  game. 
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In  the  third  place, 

8.  K.  takes  Et 

9.  K.B.F.  one  square.  9.  Q.  takes  Q.B.P. 
10.  Q.Kt  to  Q.B.  third,  and  has  the  best  position. 

FIRST  VARIATION, 

BBOimmiO  AT  THB  SIXTH  MOTE  OF  THB  WHITE. 

mittc  ISkclt. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  K.B.P.  two  squares. 

3.  K.  Kt.  takes  P.  3.  Q.  to  K.  second. 

4.  Q.  checks.  4.  K.  Kt.  P.  one  square. 

5.  K.Kt.  takes  K.Kt.P.  5.  Q.  takes  P.+ 

6.  E.  to  Q.  square.  6.  E.Et  to  E.B.  third. 

FIRST   DEFENCE. 

7.  Q.  to  KR.  fourth.  7.  E.Et.  to  its  fifth. 

8.  If  you  play  Q.Et.  to  Q.B.  third,  or  E.B.P.  one  square, 

he  will  take  E.  Et.,  winning  a  piece  ;  for  if  you  take 
E.  R.  he  will  checkmate  with  E.  Et. :  therefore. 

In  the  first  place, 

Q.P.  one  square.  8.  E.R.P.  takes  Et. 

9.  K  you  take  Q.,  he  will  take  yours,  having  won  a  piece  :  if 
Q.  takes  E.R.  9.  KEt  takes  E.B.P.+ 

10.  E.  to  Q.  second.  10.  Q.  to  E.Et.  fifth. 

11.  K  you  play  E.B.  to  E.  second,  he  will  give  check  at 

E.B.  fifth ;  you  cannot  move  E.  to  Q.B.  third  without 
being  checkmated  at  Q.  Et.  fifth  ;  and  if  you  play  E.  to 
his  square,  he  will  take  Q.  B.,  and  afterwards  E.  R.  If 
you  play  E.  R.  to  E.  Et.  square,  he  will  check  with  Q. 
at  Q.  eighth,  winning  a  piece,  and  having  much  the  best 
of  the  game.  If  you  play 
Q.  to  K  fifth +.  11.  E.  to  B.  second. 

12.  If  you  play  Q.P.  one  square  in  order  to  check  with  E.B., 

he  may  play  Q.  B.  P.  one  square.     If  you  move  E.  R.  to 
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KKt  square,  he  should  check  with  KB.  at  Q.Kt 
fifth,  winning  the  Queen.     But  if 
Q.Kt.  to  Q.B.  third.        12.  KB.  to  Q.Kt.  fifth. 

13.  KR.  to  KKt.  square.     13.  Q.  to  Q.  eighth.  + 

14.  K  to  K  third.  14.  Q.  to  K.  eighth+ 
16.  KB.  to  K  second,  as  the  best 

15.  KKt  to  its  fifth.+  ! 

16.  K  to  Q.  fourth.  16.  Q.  to  KB.  seventh.  + 

17.  Q.B.  to  K  third.  17.  Q.Kt  checks. 

18.  K  to  Q.  fifth.  18.  Kt   takes   Q.B.,    checks, 

'and  wins  easily. 

In  the  second  place, 

8.  KB.  to  K  second.  8.  P.  takes  KKt 

9.  Q.  takes  KR.  9.  Kt  takes  KB.P.+ 

10.  K  to  his  square.  10.  KKt  takes  R. 

11.  Q.  to  KR.  third.  11.  KB.  to  Q.B.  fourth. 

12.  Q.  to  KR.  eighth.  +  12.  K  to  K  second. 

13.  Q.  takes  Q.B.  13.  Q.  to  KR.  fifth.  + 

14.  KKt.  P.  one  square.  14.  K  Kt  takes  KKt  P.,  and 

has  a  forced  won  game. 

SECOND  DEFENCE. 

7.  Q.  to  KR.  third.  7.  P.  takes  KKt 

8.  Q.  takes  KR.  8.  KKt  to  KKt  fifth. 

9.  K  you  play  Q.  to  K.  R.  fourth,  he  will  check  with  K.  Kt 

at  K.  sixth,  winning  the   Queen.     If  you  play  K.B. 
to  K  second,  see  above  "  In  the  second  place J^     If 
Q.P.  one  square.  9.  KKt  takes  K.B.P.+ 

10.  K.  to  Q.  second,  and  the  position  is  the  same  as  before. 
See  "First  Defence." — "Zn  the  first  placed  tenth  move. 

SECOND  VARIATION, 

BEOINNIMO  AT  THE  THIRD  MOVE  OF  THE  BLACK. 

S2liff(te.  ISIacle. 

1.  K,P,  two  squares.  1.  K.P,  two  squares. 

2.  K.  Kt.  to  K.  B.  third.        2.  K.  B.  P.  two  squares. 
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3.  AT.  Kt.  takes  P.  3.  Q.  to  K.  B.  third. 

4.  Q.P.  two  squares.  4.  P.  takes  P. 

5.  K.B.  to  Q.B.  fourth.         5.  K.Et  to  K.  second. 


FIRST   ATTACK. 

6.  K.B.  checks.  6.  K.  to  Q.  square. 

7.  KB.  to  Q.Kt.  third.         7.  Q.P.  two  squares. 

8.  Q.B.  to  Q.Kt.  fifth.  8.  If  he  take  Q.B.  he  loses 

the  Queen  ;   therefore 

Q.  to  K.  third. 

9.  Q.Kt.  to  Q.B.  third.  9.  Q.B.P.  one  square. 

10.  Q.Kt.  takes  K.P.  10.  Q.Kt  to  Q.  second. 

11.  E.B.P.  two  squares,  and  you  have  the  best  of  the  game. 

SECOND   ATTACK. 

6.  K.Kt.  to  K.B.  seventh. 

In  the  first  placcy 

6.  Q.P.  two  squares. 

7.  K.B.  takes  P.  7.  K.Kt.  takes  KB. 

8.  KKt  takes  KB.  8.  KEt.P.  one  square. 

9.  KKt  takes  KKt  P.         9.  P.  takes*  Kt 

White  is  equal  in  power  but  superior  in  position. 

In  tlie  second  placey 

6.  KB.  to  KKt  square. 

7.  Q.B.  to  KKt  fifth.  7.  Q.  to  KKt  third. 

8.  Q.B.  takes  KKt  8.  KB.  takes  B. 

9.  KKt  to  Q.  8ixth.+  9.  KB.  takes  Kt 

10.  KB.  takes  B.  10.  Q.  takes  KKt  P. 

11.  KR.  to  KB.  square.  11.  Q.  takes  K.R.R 

12.  Q.  to  KKt  fourth.  12.  K he  play  K P.  one  square, 

you  check  with  Q.  at  K.  fourth,  if  he  move  K.  to  B. 
square,  you  take  P.  with  P.  and  win  ;  if  he  play  K.  to 
Q.  square,  you  take  K.  P.  with  Q.     But  if  he  play 

Q.  to  KB.  fifth, 
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13.  Q.  4akes  Q.  13.  K.B.  takes  Q. 

14.  Q.Kt  to  Q.B.  third.        14.  If  he  play  K.  P.  one  square, 

you  should  take  it,  in  order  afterwards  to  play  Q.  Kt  to 
Q.  fifth.    But  if 

K.  R.  P.  one  square. 
16.  Q.  Et.  takes  P.,  and  has  the  best  of  the  game. 

THIRD   ATTACK. 

6.  Q.Kt  to  Q.B.  third.         6.  Q.  to  K.B.  fourUi. 

7.  Q.Kt.  to  its  fifth.  7.  Q.Kt  to  Q.R.  third. 

8.  K.  Kt  to  E.  B.  seventh.       8.  If  he  move  K.  B.  he  loses 

the  Queen :  therefore 

K.  Kt  to  Q.  fourth. 

9.  K.Kt  takes  K.R.  9.  Q.B.P.  one  square. 

10.  KB.  takes  K.Kt  10.  Q.  takes  B. 

11.  Q.Kt  to  Q.B.  third,  and  has  evidently  the  best  of  the 

game. 


EIGHTH  GAMK 

QOitlitf.  VHatfL 

1.  K,P.  two  squares.  1.  K,P.  two  squares. 

2.  K,  Kt  to  K,  B,  third.         2.  Q.  P.  two  squares. 

3.  K.Kt.  takes  K.P.  3.  The  proper  move  is  Q.  to 

K.  second.     But  suppose 

P.  takes  P. 

4.  K.B.  to  Q.B.  fourth.         4.  If  he  play  KKt  to  K.R. 

third,  you  play  Q.  P.  two  squares.  K  he  play  Q.  B.  to 
K.  third,  you  take  it,  and  afterwards  check  with  Q.  at 
K.  R.  fifth.  If  he  play  Q.  to  Q.  fifth,  you  play  Q.  to 
K.B.  fifth,  having  a  fine  attack.     Finally,  if  he  play 

Q.  to  K.  Kt  fourth. 

5.  Q.P.  two  squares.  5.  Q.  takes  KKt  P. 

6.  KR.  to  KB.  square. 


t 
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FIRST  DEFENCE. 

6.  Q.B.  to  K  third. 
.  Q.P.  one  square.  7.  If  he  play  Q.B.  to  KR. 

sixth,  jOQ  move  Q.B.  to  K.B.  fourth.     But  if 

Q.Kt  to  Q.  second. 

8.  P.  takes  B.  8.  Kt  takes  Kt 

9.  P.  takes  K.B.P.+  9.  Q,Kt.  takes  P. 

10.  KB.  takes  Kt"**  10.  K.  takes  B. 

11.  Q.  to  Q.  fifth+  11.  K.  to  K.  square. 

12.  Q.  takes  Q.Kt.P.  12.  Q.R.  to  Q,  square. 

13.  Q.  to  Q.Kt.  fifth.  +  13.  K.  to  K.B.  second. 

14.  Q.  to  Q.B.  fourth.  +  14.  K.  to  K.Kt.  tWrd. 

15.  Q.B.  to  K  third.  15.  K  he  play   Q.   to  KKt 

fifth,  you  play  E.  B.  P.  one  square.  K  he  take  K.  R.  P., 
you  take  E.P.,  and  afterwards  playing  Q.Et.  to  Q. 
second,  and  castling  on  the  Queen's  side,  you  will  in 
every  case  have  the  best  of  the  game. 

SECOND   DEFENCE. 

6.  Q.B.  to  K.R.  sixth. 

7.  K.B.  takes  K.B.P.+  7.  K.  to  K.  second. 

8.  K.  B.  to  Q.  B.  fourth.  8.  K  he   take  K.  R.  P.,   you 

play  Q.  to  K.  R.  fifth.  K  he  play  K.  Kt.  to  K.  B.  third, 
you  play  Q,  B.  to  K.  B.  fourth,  having  in  each  case  the 
best  of  the  game. 


NINTH  GAME. 


Vlacft. 


1.  K,P.  two  squares,  1.  JT.P.  two  squares. 

2.  K.  Kt,  to  K.  B.  third,         2.  Q.  Kt.  to  Q.  B.  third. 

3.  KB.  to  Q.B.  fourth.  3.  The  best  move  is  K.B.  to 

Q.B.  fourth  ;  but  there  are  two  other  methods  of  play 
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which    deserve   examination,    namely,   K.  JB.  P.   two 

squareSy  and  K.  Kt.  to  K.  B.  third.     We  will  examine 

the  former  in  this,  and  the  latter  in  the  next  game. 

KB.P.  two  squares. 
4.  K.B.  takes  Kt 


FIRST   DEFENCE. 

4.  K  B.  p.  takes  P. 
6.  K.  Kt.  takes  K.  P.  5.  If  he  take  K.  Kt,  you  check 

with  Q.  at  K.  R.  fifth,  winning  a  piece  ;  for  if  he  inter- 
pose Kt.  at  K.  Kt.  third,  you  take  K.  R.  P.  with  K.  B. ; 

therefore 

K.  R.  takes  K.  B. 

6.  Q.  to  K.R.  fifth.  +  6.  K.Kt.P.  one  square. 

7.  Q.  takes  K.  R.  P.  7.  K.  R.  to  K.  Kt  second. 

8.  K.Kt  takes  Kt  8.  Q.P.  takes  Kt 

9.  Q.  to  K.R.  sixth,  and  has  the  best  of  the  game. 

SECOND   DEFENCE. 

4.  K.R.  takes  K.B. 

5.  Q.P.  two  squares. 

In  the  first  places 

5.  KB.P.  takes  P. 

6.  K.  Kt  takes  P.  6.  Q.  Kt  takes  Kt 

7.  Q.P.  takes  Kt  7.  K  he  play  Q.P.  two  squares, 

you  should  take  en  passant^  if  he  take  with  Q.  B.P., 
you  play  Q.  to  Q.  fifth,  winning  K.  P.,  if  he  take  with 
Q.,  you  check  at  K.  R.  fifth,  compelling  him,  in  order  to 
save  K.  R.  P.,  to  interpose  the  Queen,  which  you  take, 
having  the  best  position  ;  but  if  he  take  the  Pawn  with 
K.B.,  you  must  not  play  Q.  to  Q.  fifth,  because  you 
would  lose  her  by  Black  checking  with  K.B.  ;  you 
therefore  check  with  Q.  at  K.R.  fifth,  and  take  K.R.P. 
But  suppose  he  plays 

Q.  to  K.  second. 
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8.  Q.  to  Q.  fifth.  8.  K.R  to  its  square. 

9.  Q.  takes  P.  9.  Q-P*  one  square. 
10.  Q.B.  to  KB.  fourth. 

White  has  a  much  better  game  than  the  Black. 

In  the  second  placey 

5.  K.P.  takes  Q.P. 

6.  K.  Kt  takes  P.  6.  If  he  take  P.  with  P.,  you 

will  exchange  Knights,  then  check  with  Q.  at  K.R. 
fifUi,  and  take  KR.P.     Therefore 

Kt  takes  Kt. 

7.  Q.  takes  Kt  7.  KB. P.  takes  P.  (A.) 

8.  Q.  to  Q.  fifth.  8.  KB.  to  KB.  square. 

9.  Q.  to  KB.  fifth.+  9.  KKtP.  one  square. 

10.  Q.  to  K  fifth.+  10.  K  to  KB.  second. 

11.  If  jou  take  KB.  he  wiU  check  with  KB.,  and  win  the 

Queen  :  therefore 
K  castles.  11.  KB.  to  K  second. 

12.  Q.  takes  P.,  and  jour  position  is  superior  to  the  Black's. 

:  (A.) 

7.  Q.  to  K.  second. 

8.  K  castles.  8.  Q.  takes  P. 

9.  Q.  to  Q.B.  third.  9.  KB.  to  K  second. 

10.  Q.R.  to  K  square. 

Black  has  much  the  worst  of  the  game. 

In  tJie  third  placey 

5.  Q.Kt.  takes  Q.P. 
6.  K  Kt  takes  K.  P.  6.  If  he  play  Kt  to  K  third, 

you  take  P.  with  P.     If  he  play  Kt  to  Q.  B.  third,  you 
move  Q*  to  Q.  fifth,  winning  the  exchange.     If  he  play 

KB.  to  Q.B.  fourth. 
7  Q.  to  KB.  fifth.+  7.  KKtP.  one  square. 

8.  Q.  takes  KB. P.,  and  ought  to  win. 
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TENTH  GAMK 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt  to  K.  B.  third.         2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.  B.  to  Q.  B.  fourth.        3.  K.  Kt  to  K  B.  third ;  this 

move  is  not  so  good  as  K.  B.  to  Q.  B.  fourth,  because 
it  enables  you  at  once  to  attack  his  K.  B.  P.  with  success. 

4.  K.Kt.  to  K.Kt.  fifth.         4.  If  he  play  Q.Kt  to  Q.R. 

fourth,  or  Q.  to  K.  second,  you  should  take  K.B.P. 
with  K.B.  He  has  two  other  ways  of  playing,  viz. 
K.Kt.  takes  K.P.,  orQ.P.  two  squares  ;  see  the  First 
Variation.     We  shall  now  suppose  him  to  play 

K.Kt  takes  KP. 
6.  It  would  not  be  good  play  to  take  K.  Kt,  because  he 
would  advance  Q.  P.  two  squares,  recovering  the  piece  ; 
nor  would  it  be  right  to  take  K.B.P.  with  K.Kt, 
attacking  Q.  and  R.,  because  Black  would  Win  the 
game  by  playing  Q.  to  K.  R.  fifth.  See  the  Eleventh 
Grame.  You  should  play 
KB.  takes  K.B.P.+  5.  K.  to  K.  second. 

6.  Q.P.  one  square.  6.  If  he  take  K.Kt  he  evi- 

dently loses  the  Queen  ;  if  he  play  K.  Kt  to  Q.  third, 
you  play  K.Kt.  to  K.  sixth,  equally  winning  the 
Queen  :  and  though  you  lose  three  minor  pieces  for  her, 
I  think  you  would  have  the  better  game.     Therefore 

K.Kt  to  KB.  third. 

7.  KB.  to  Q.Kt  third.  7.  Q.P.  two  squares, 

8.  KB. P.  two  squares. 

The  position  is  clearly  in  favour  of  the  White. 
FIRST  VARIATION, 

BEGINNING    AT   THE   FOURTH   MOVE  OF  THE   BLACK. 

\,  K,P.  two  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  KB.  third.       2.  Q.Kt  to  Q.B.  third. 

3.  KB.  to  Q.B.  fourth.      S.  K.Kt.  to  KB.  third. 
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4.  K  KU  to  K.  Kt  fifth.       4.  Q.  P.  two  squares. 

5.  KP.  takes  P.  5.  K  he  play  Q.Kt.  to  Q.R. 

fourth,  jou  should  check  with  K.  B.,  and  on  his  inter- 
posing Q.B.,  play  Q.  to  K.  second.     But  if 

KKt  takes  K.P. 

6.  You  might  play  Q*  P-  two  squares,  having  a  good  game  ; 

but  the  best  move  is 
K.Kt  takes  KB.P.  6.  K.  takes  Et 

7.  Q.  to  KB.  third.  +  7.  It  is  evident  tliat,  if  he  do 

not  play  K  to  his  third,  he  will  lose  K.  Kt  :  therefore 

K.  to  K  third. 

8.  Q.Kt  to  Q.B.  third. 

FIRST  DEFENCE. 

8.  Q.Kt.  to  Q.Kt  fifth. 

9.  Q.  to  K.  fourth.  9.  Q.B.P.  one  square. 

10.  Q.P.  two  squares.  10.  If  he  play  K.B.  to  Q.  third, 

or  Q.  to  K.B.  third,  you  should  play  Q.R.P.  one 
square,  and  afterwards  take  K.  Kt.  with  Q.  Kt.     But  if 

Q.  to  Q.  third. 

U.  KB.P.  two  squares.         11.  Q.Kt.P.  two  squares. 

12.  KB. P.  takes  P.  12.  Q.  to  Q.  second. 

13.  Castles.  13.  P.  takes  KB. 

14.  Checkmates  in  seven  moves. 

SECOND   DEFENCE. 

8.  Q.Kt.  to  K  second. 

9.  Q.P.  two  squares.  9.  If  he  take  P.  with  P.,  you 

should  check  with  Q.  at  K  fourth,  winning  a  piece. 
If  he  play, 

In  the  first  places 

Q.B.P.  one  square. 

10.  Q.B.  to  KKt  fifth.         10.  If  he  take  P.  with  P.,  you 

may  castle  on  the  Queen's  side,  and  afterwards  check 
with  K.  R.,  winning  easily.     If  he  play  K  t4{  Qi  second, 
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or  third,  you  should  take  K.  P.,  and  then  castle  with 
Q.  R.     But  suppose  he  play 

K.R.P.  one  square. 

11.  Q.B.  takes  Kt.  11.  If  he  take  Q.B.  with  Q., 

you  castle  with  Q^  R.,  having  a  fine  attack  ;  therefore 

KB.  takes  Q^B. 

12.  Castles  with  Q.R.  12.  K.R.  to  K.B.  square. 

13.  Q.  to  K  fourth.  13.  Q.  to  Q.  third. 

14.  K.R.  to  K.  square.  14.  R.  to  KB.  fourth. 

15.  KKt.P.  two  squares.       15.  R.  to  KKt.  fourth. 

16.  KB. P.  two  squares.         16.  R.  takes  KKt  P. 

17.  QiP.  takes  P.  17,  Q.  removes. 

18.  Kt  takes  Kt,  and  wins  easily. 

In  the  second  place, 

9.  KR.P.  one  square. 

10.  Castles. 

FIRST   METHOD. 

10.  KKt. P.  two  squares. 

11.  Q.  to  K  fourth.  11.  KB.  to  KKt.  second. 

12.  KB.  P.  two  squares.         12.  KKt  P.  takes  P. 

13.  Q.B.  takes  P.  13.  Q.  to  Q.  third. 

14.  Q.B.  takes  KP.  14.  KB.  takes  B. 

15.  Q.  to  K.Kt  fourth,  checks,  and  wins  easily. 

SECOND   METHOD. 

10.  Q.B.P.  one  square. 

11.  KR.  to  K  square.  11.  If  he  play  K.  to  Q.  third 

you  take  K.P.  with  P.,  and  afterwards  advance  P.  tc 

K  sixth.     If  he  play  K.  to  Q.  second,  you  may  eithei 

take  P.  with. P.,  or  you  may  take  Kt.  with  Kt    But  if 

In  ths  first  place , 

Q.KtP.  two  squares. 
,    12.  KB.  takes  Kt+  12.  P.  takes  B. 
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13.  R  takes  P.-*-  13.  K.  to  Q.  second. 

14.  R.  takes  P.*^     .  14.  Kt.  takes  R. 

15.  Q.  takes  Kt.+  15.  K.B.  to  Q.  third. 

16.  Q.  takes  Q*R*»  and  wins. 

In  the  $ec<md  placet 

11.  K.Kt.P.  two  squares. 

12.  KR.  takes  P."*"  12.  K.  to  Q.  second. 

13.  KB.  takes  Kt.  13.  Kt.  takes  B. 

14.  Q.Kt.  takes  Kt  14.  P.  takes  Kt. 

15.  R.  takes  P."^  15.  K.B.  to  Q.  third. 

16.  Q.B.P.  two  squares;  and  having  a  fine  position,  and 

wns  for  a  Bishop,  ought  certainly  to  win. 

In  the  third  place, 

11.  Kt.  to  K.Kt.  third. 

12.  Von  Bilguer  recommends  White  to  play  Q.  to  K.R. 

fifth,  which  is  undoubtedly  a  strong  move  ;  indeed,  the 
position   is  so   much  in  your  favour,  that  you  have 
several  ways  of  winning.     But  suppose  you  play 
P.  takes  P. 

FIRST   DEFENCE. 

12.  Q.Kt.  P.  two  squares. 

13.  B.  takes  Kt+  13.  P.  takes  B. 

14.  Q.  to  K.Kt.  fourth."*"       14.  K.  to  B.  second. 

15.  P.  checks.  15.  K.  to  B.  third. 

16.  Q.  to  KB.  third,  checks,  and  wins  easily. 

SECOND   DEFENCE. 

12.  K  B.  to  Q.  Kt.  fifth. 

13.  Q.  to  KKt.  fourth.+  13.  K  to  B.  second. 

14.  P.  checks.  14.  K  to  K  second. 

15.  Q.  takes  Kt.  15.  Kt.  takes  Kt. 

16.  Q.  to  KB.  seventh."*-  16.  K  to  Q.  third. 

17.  P.  takes  Kt.  17.  B.  takes  P. 

18.  B.  to  Q.  R.  third,  checks,  and  wins  easily. 

K 
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THIRD   DEFENCE. 

12.  Kt.  to  K.R.  fifth. 

13.  Q.  to  K.  Kt.  fourth."*-  13.  If  he    play   K.   to    KB. 

second,  you  should  check  with  P.,  and  if  he  play  K.  to 
K.  square,  you  take  Kt.  with  Kt.  ;  but  if  he  play  K.  to 
Kt.  square,  you  play  K.  Kt.  P.  one  square,  having  the 
best  of  the  game.     But  suppose  he  play 

Kt.  to  K.  B.  fourth. 

14.  Q.  to  K.Kt.  sixth."*"  14.  K.  to  K.  second. 

15.  P.  to  K.  sixth.  15.  If  he  play  Kt.  to  Q.  third, 

you  should  take  Kt.  with  K.B.  If  he  play  Kt.  to  Q. 
fifth,  you  may  checkmate  him  in  four  moves.     But  if 

Kt.  takes  Kt. 

16.  Q.  to  K.B.  seventh.-*-  16.  K.  to  Q.  third. 

17.  P.  takes  Kt.  17.  If  he  play  Kt.  to  K.  second, 

you  should  check  with  Q.  at  K.  B.  fourth.     But  if 

Q.  to  K.  B.  third. 

18.  Q.B.  to  Q.R.  third."*"  18.  Q.B.P.  one  square. 

19.  Q.R.  checks.  19.  K.  to  Q.B.  third. 

20.  K.  B.  to  Q.  fifth,  checks,  and  wins  easily. 

FOURTH  DEFENCE. 

12.  K.  to  K.  second. 

13.  P.  to  K.  sixth.  13.  If  he  take  P.  with  Q.B., 

you  play  Q.  to  K.  B.  fifth,  winning  easily.     But  if 

Q.  to  K.  square. 

14.  KB.  takes  Kt.  14.  P.  takes  K.B. 

15.  Kt.  takes  P."*-  15.  If  he  play  K.  to  Q.  third, 

you  move  K.  R.  to  Q.  square,  winning  easily  :  therefore, 

K.  to  Q.  square. 

1 6.  Q.  B.  to  K.  B.  fourth,  winning  easily. 

If,  instead  of  playing  as  above,  on  the  twelfth  move,  he 
were  to  play  K.  Kt.  to  K.  second,  you  should  play  Kt.  to 
K.  fourth  square,  having  a  forced  won  game. 
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ELEVENTH  GAME. 
flSllttr.  Vlarft. 

1.  AT.  P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.         2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.      3.  K.Kt,  to  K.B.  third. 

4.  K.Kt.  to  K.Kt.ffth.         4.  K.Kt.  takes  K.P. 

5.  It  has  been  observed  in  the  Tenth  Game,  that  the  proper 

move  is,  to  take  K.  B.  P.  with  K.  B.  checking  ;  and  that, 
taking  the  Pawn  with  K.  Kt.,  attacking  Q.  and  K.  R., 
though  apparently  a  better  move,  would  cause  the  loss 
of  the  game.  To  prove  this  assertion  is  not  easy,  nor 
can  it  be  done  in  a  few  pages  ;  as,  however,  many 
interesting  positions  occur  in  the  analysis,  I  venture  to 
give  it  at  considerable  length.  I  shall,  therefore,  sup- 
pose you  to  play  the  bad  move  of 
K.Et.  takes  KB. P.  5.  Q.  to  E.R.  fifth. 

6.  K.  castles  ;  there  are  several  other  ways  of  playing,  viz. : — 

K.  Kt.  P.  one  square :        see  the  Twelfth  Game. 
Q.  to  K.  second  square  :  see  the  Thirteenth  Grame. 
K.  R.  to  K.  B.  square  :      see  the  Fourteenth  Game. 

6.  KB.  to  Q.B.  fourth. 

7.  Kt  takes  K.  R. ;  as  you  may  play  K.  Kt.  P.  one  square, 

or  Q.P.  two  squares,  there  will  be  two  Variations  on 
this  move.  Von  Bilguer,  in  his  work,  "  Das  Zwei- 
springerspiel  im  Nachzuge,"  recommends  Q.P.  two 
s(|uares  for  the  next  move  of  the  Black  ;  it  is  no  doubt 
a  good  move,  but  not  equal  to 

7.  Kt.  takes  K.B. P. 

8.  R.  takes  Kt.  8.  B.  takes  R.+ 

9.  K.  to  B.  square.  9.  K.B.  to  Q.Kt.  third. 

FIRST   DEFENCE. 

10.  K.B.  checks.  10.  K  to  B.  square. 

In  the  first  place, 

11.  Q.  to  K  square.  11.  Q.  to  KB.  fifth.  + 

12.  K.  to  K  second.  12.  Q.  to  KKt  fifth. + 

k2 
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13.  If  you  play  K  to  B.  square,  he  will  check  with  Q.  at 
KB.  fourth  ;    then  with  Kt  at  Q.  fifth,  winning  the 
Queen  at  the  least.     If  you  play 
K.  to  Q.  third.  13.  Checkmates  in  six  moves. 

In  the  second  place, 

11.  If  you  play  Q.  to  K.B.  third,  he  will  move  Kt  to  Q. 

fifth,  winning  easily.  Therefore, 
Q.  to  K.  second.  11.  Q.  takes  K.R.P. 

12.  K.  to  K.  square.  12.  Q.  to  KKt  sixth. -»• 

13.  K.  to  Q.  square.  ^  13.  Q.Kt.  to  Q,  fifth. 

14.  Q.  to  K.R.  fifth.  *  14.  Q.P.  two  squares,  winning 

easily. 

SECOND   DEFENCE. 

10.  Q.  to  K.  second.  10.  Q.  to  K.B.  fiftli.+ 

11.  K.  to  K.  square.  11.  Q.Kt.  to  Q.  fifth. 

12.  Q.  to  Q.  third.  12.  Kt  takes  Q.B.P.+ 

13.  Q.  takes  Kt.  13.  Checkmates  in  nine  moy^ 

FIRST  VARIATION, 

BEGINNING   AT   THE   SEVENTH    MOTE  OP   THE    WHITE. 

1.  JT.P.  two  squares.  1.  K,P.  two  squares. 

2.  A'  Kt.  to  K.  B.  third.         2.  Q.  Kt.  to  Q.  B.  third. 
8.  K.B.  to  Q.B.  fourth.        3.  K.Kt.  to  K.B.  third. 

4.  K.  Kt.  to  K  Kt.ffih.  4.  K.  Kt.  takes  K.  P. 

5.  A'.  Kt.  takes  K.  B.  P.  5.  Q.  to  K.  R.  fifth. 

6.  CiiMlts.  6.  K.B.  to  Q.B. fourth. 

7.  K.Kt  P.  one  square,  7.  Kt  takes  KKtP. 

FIKST   DEFENCE. 

8.  Kt  takes  K.  R,  8.  Kt  takes  K.  R. 

9.  Q,  takers  Kt,  9.  Kt  to  Q.  fifth. 

la  If  T»w  i^y  Q.  to  Q.  thirti,  or  to K.  Kt  second,  or  KB. 
Q.  fit\h.  or  c^  K.  second,  he  will  take  Q.B- P.  with 
If  you  play 
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K.B.  to  Q.Kt  third.        10.  Kt  to  KB.  sixth.  + 

11.  K.  to  Kt.  second.  11.  E.P.  one  square. 

12.  K.B.P.  one  square.  12.  Q.  P.  two  squares,  winning 

easily. 

SECOND   DEFENCE. 

8.  p.  takes  Kt.  8.  Q.  takes  P.+ 

9.  K  to  R.  square.  9.  Q.  to  K.R.  sixth.'*' 

10.  K.  to  K.Kt  square.  10.  Q.P.  two  squares. 

In  the  first  place, 

11.  KB.  takes  P.  11.  Q.B.  to  KKt  fifth. 

12.  Q.  to  K  square.  12.  Q.  to  KKt.  sixth.'*' 

13.  K  to  R.  square.  13.  Q.B.  checks. 

14.  B.  takes  B.  14.  Q.  takes  B.^ 
]^.  K  to  R.  second.  16.  K.  takes  Kt 

Black  has  evidently  the  best  of  the  game. 

In  the  second  placCf 

11.  Kt  takes  KR.  11.  P.  takes  KB. 

12.  Q.  to  K  second.  12.  Q.B.  to  KKt  fifth. 

13.  Q.  takes  Q.B.P.  13.  Q.B.  to  KB.  sixth,  and 

wins  easily. 

SECOND  VARIATION, 

BEaiNMINO  AT  THE  SEVENTH   MOVE   OF  THE   WHITE. 

VlatfL 


1.  JST.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.Kt.  to  KB.  third. 

4.  K.  Kt.  to  K.  Kt.  fifth.  4.  K  Kt.  takes  K.  P. 

5.  K.  Kt.  takes  K  B.  P.  5.  Q.  to  K.  R.  fifth. 

6.  Castles.  6.  KB.  to  Q.B. fourth. 

7.  Q*P.  two  squares.  7.  K.B.  takes  P. 

8.  Kt  takes  KR.  8.  KKt  takes  KB. P. 
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FIRST   DEFENCE. 


9.  K.R.  takes  Kt. 

10.  K.  to  B.  square. 

11.  Q.  to  K.  second. 

12.  K.  to  K.  square. 

13.  Q*  to  K.B.  square. 

14.  K.B.  to  K.  second. 


9.  KB.  takes  R.+ 

10.  K.B.  to  Q.B.  fourth. 

11.  Q.  to  Q.  fifth. 

12.  Q.P.  two  squares. 

13.  Q.B.  to  K.  third. 

14.  Castles. 


15.  Et.  to  K.B.  seventh.        16.  R.    to   K.B.    square,  and 
Black  has  much  the  best  of  the  game. 


SECOND   DEFENCE. 


9.  K.B.  checks. 

10.  K.R.  takes  Kt. 

11.  K.  to  K.R.  square. 

12.  K.B.  to  Q.  fifth. 

13.  K.B.  to  K.B.  third. 

14.  P.  takes  Q.B. 


9.  K.  to  K.B.  square. 

10.  Q.  takes  K.R.+ 

11.  Q.P.  one  square. 

12.  Q.B.  to  K.Kt.  fifth. 

13.  Q.B.  takes  K.B. 

14.  K.  to  K.Kt.  square,  and 


will  aft;erwards  take  K.  Kt.,  having  the  best  of  the  game. 


TWELFTH  GAME. 


1 .  K.P.  two  squares, 

2.  JT.  Kt  to  K.  B.  third. 

3.  K.B,  to  Q.B.  fourth. 

4.  K.  Kt.  to  iU  fifth. 

5.  K.Kt.  takes  K.B. P. 

6.  K.  Kt.  P.  one  square. 


ISIarit. 

1.  K.P.  two  squares. 

2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.Kt.  to  K.B.  third. 

4.  K.  Kt.  takes  K.  P. 

5.  Q.  to  K.B. fifth. 

6.  Kt.  takes  K  Kt.  P. 


FIRST   DEFENCE. 

• 

7.  K.B.P.  takes  Kt.  7.  Q.  takes  KB. 

8.  If  you  play  K  Kt.  to  its  fifth,  he  wiU  play  Q.  P.  two 

squares,  or  KB.  to  Q.B.  fourth  ;  but  if 
KKt  takes  KR.  8.  Q.  to  K  fifth.  + 
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9.  Q.  to  K.  second.  9.  Q.  takes  K.R.-*- 

10.  Q.  to  K.B.  square.  10.  Q.  takes  Q.+ 

11.  K  takes  Q.  11.  K.Kt.P.  one  square,  and 

afterwards,  by  playing  E.B.  to  K.Kt.  second,  will  win 
K.  Kt,  and  have  the  best  of  the  game. 

SECOND    DEFENCE. 

7.  K.R.  to  K.Kt  square.       7.  Q.  to  K.  fifth.-»" 

8.  E.B.  to  K.  second.  8.  K.Kt.  takes  KB. 

9.  Q.P.  one  square.  9.  Q.   to  K. B.   fourth;  and 

whether  you  take  Kt.  or  R.,  he  has  evidently  a  winning 
game.  Black  might,  on  the  seventh  move,  have  at 
once  taken  K.B.,  remaining  with  a  piece  more.  He 
might  also,  on  the  eighth  move,  have  taken  K.  B.  with  Q. 


THIRTEENTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  KB.  to  Q.B.  fourth.  3.  K.Kt.  to  KB.  third. 

4.  K  Kt.  to  its  fifth.  4.  K  Kt.  takes  K  P. 

5.  K.  Kt.  takes  K.  B.  P.  5.  Q.  to  K  R.  fifth. 

6.  Q.  to  K.  second.  6.  If  he  were  to  play  K.  B.  to 

Q.B.  fourth,  you  would  move   K.Kt.P.  one  square, 
and  have  the  best  of  the  game.     The  proper  move  is 

Q.Kt.  to  Q.  fifth. 

FIRST   DEFENCE. 

7.  Q.  to  KB.  square.  7.  Q.Kt.  takes  Q.B.P.+ 

8.  If  you  move  K  to  K.  second,  he  will  play  E.  Kt.  to  Q. 

third :  therefore, 
K  to  Q.  square.  8.  Q.  Kt.  takes  Q.  R. 

9.  K.KtP.  one  8f|uare.  9.  Kt.  takes  KB.P.+ 
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10.  If  70U  take  K.  Et.,  he  will  take  K.B. ;  and  if  jou  then 

take  K.  R.,  he  will  play  K.  B.  to  Q.  B.  fourth,  having  a 
forced  won  game.     But  if 
K.  to  K.  square.  10.  Q.  to  K  fifth.  + 

11.  K.  takes  Kt.  11.  K.B.  checks,  and  wins. 

SECOND   DEFENCE. 

7.  Q.  to  Q.  third.  7.  Q.  takes  K.B.P.+ 

8.  K.  to  Q.  square.  8.  Q.P.  two  squares. 

9.  K.  R.  P.  one  square.  9.  Q.  takes  K.  Et.  P.,  and  will 

easily  win. 

THIRD    DEFENCE. 

7.  K.KtP.  one  square.  7.  Q.Kt.  takes  Q. 

8.  P.  takes  Q.  8.  Q.Kt.  to  Q.  fifth. 

In  the  first  place, 

9.  Kt  takes  K.R.  9.  Q.Kt.  takes  Q.B.P.+ 

10.  K.  to  Q.  square.  10.  Q.Kt  takes  Q.R. 

11.  K.R.  to  K.B.  square.       11.  KB.  to  Q.B.  fourth. 

Black  has  considerably  the  best  of  the  game. 

In  the  .second  place, 

9.  Q.P.  one  square.  9.  K.Kt.  to  Q.  tliird. 

10.  Kt.  takes  Kt.  10.  KB.  takes  Kt. 

11.  K  to  Q.  square.  11.  KB.  to  K  second. 

12.  K.R.  to  KKt.  square.  12.  Kt.  to  KB.  fourth. 

Black^s  position  is  certainly  superior  to  the  White's. 


FOURTEENTH  GAME. 

^Iffildttr.  Vlacit. 

1.  K.P.  two  squarea.  1.  jST.P.  two  squares. 

2.  K.Kt.  to  KB.  third.  2.  Q.Kt.  to  Q.B.  third. 

3.  KB.  to  Q.B. fourth.  3.  KKt.  to  KB.  third. 

4.  KKt.  to  its  fifth.  4.  K.Kt.  takes  KP. 

5.  K.Kt.  takes  K.B. P.  5.  Q.  to  K.R.  fifth. 
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6.  KR.  to  K.B.  square.  6.  It  would  not  be  good  play 
to  move  K.B.  to  Q.B.  fourth,  because  you  would 
plaj  K.  Kt.  P.  one  square,  and  have  the  best  of  the 
game.  Yon  Bilguer  recommends  K.Kt.  to  Q.  Uiird 
square,  as  being  the  most  simple  way  of  playing,  and 
giving  the  Black  at  once  the  best  of  the  game.  I  have 
some  doubts  respecting  the  correctness  of  this  assertion, 
and  I  think  the  moves  he  gives  by  no  means  prove  it. 
I  am  still  of  opinion  that  the  best  move  for  the  Black  is 

Q.P.  two  squares. 

7.  KB.  takes  P.  7.  Q.B.  to  KKt.  fifth. 

8.  KKt  P.  one  square.  8.  Q.  to  K.R.  fourth, 
d*  K.B.P.  one  square.            9.  Q.  takes  K.R.P. 

10.  If  you  take  K.R.  with  K.Kt.,  or  K.Kt  with  KB.,  see 
the  Fifteeenth  Game  ;  if  you  play  Q.  B.  P.  one  square, 
see  the  Sixteenth  Game.     But  suppose  you  play 
KB.  takes  Q.Kt.+  10.  P.  takes  K.B. 

11*  KKt  takes  K.R.:  there  are  several  other  ways  of 
playing,  for  which  see  the  Variation. 

11.  Q.  takes  KKtP.+ 
^^-  K  to  K  second.  12.  Q.  to  K.Kt  seventh. + 

^^«  If  you  play  K.  to  K.  square,  he  will  play  Kt.  to  K.  Kt 
sixth.    K  you  play  K.  to  Q^  third,  he  will  play  Kt  to 
KB.  seventh,  winning  easily  ;  therefore, 
K  to  K.  third.  13.  Kt  to  K.Kt  sixth. 

!"*•  If  you  play  any  indifferent  move,  such  as  Q.  to  K. 
square,  or  Q.  Kt  P.  two  squares,  he  will  take  K.  R.  with 
Kt  checking,  and  win  easily.     But  suppose  you  play. 

In  the  firtt  place^ 

KR.  to  K.Kt.  square.      14.  K.B.  checks. 
15.  If  you  play  Q.  P.  two  squares,  he  will  take  it  with  K.  B., 
and  then  take  K.  R. ;  if  you  at  once  move  the  King, 
he  takes  K.  R.,  in  both  cases  winning  easily. 

In  the  second  place, 

14.  KR.  to  K  square.         14.  Castles. 

15.  If  you  take  Q.  B.,  he  will  win  by  checking  with  K  B. ; 
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If  you  play  Q.  P.  two  squares,  or  Q.  Kt.  P.  two  squares, 
the  check  with  Kt  at  K.  B.  fourth  will  be  fatal ;  in 
short,  whatever  you  play,  Black  wins  easily. 

In  the  third  place, 

14.  K.R.  to  K.B.  second.       14.  K.B.  checks. 

15.  Q.P.  two  squares.  15.  K.B.  takes  P."*" 

16.  K.  to  Q.  third.  16.  K.B.  takes  R.,  and  wins 

easily. 

In  the  fourth  place, 

14.  P.  takes  Q.B.  14.  K.B.  checks. 

15.  Q.P.  two  squares.  15.  K.B.  takes  P. 

16.  K.  to  Q.  third.  16.  Checkmates  in  five  moves. 

VARIATION, 

BEOINNIMO    AT  THE    ELEVENTH    MOVE    OF  THE   WHITE. 

^la^tite.  l3IacfL 

1 .  K.P,  tnx>  squares.  1 .  K.P.  two  squares, 

2.  K,  Kt,  to  K,  B.  third,  2.   Q,  Kt,  to  Q,  B,  third, 

3.  K.B,  to  Q,B. fourth,  3.  KKt,  to  K,B,  third, 

4.  K,  Kt,  to  its  fifth,  4.  K.  Kt,  takes  P. 

5.  K.  Kt,  takes  K,  B,  P,  5.  Q,  to  K,  R,  fifth. 

6.  R,  to  K,  B.  square,  6.   Q,  P,  two  sqiuzres. 

7.  KB,  takes  P,  7.  Q.B,  to  KKt, fifth, 

8.  KKt, P.  one  square,  8.  Q,  to  K,  R,  fourth, 

9.  K  B,  P,  one  square,  9.   Q,  takes  K,  R,  P, 

10.  KB,  takes  Q,Kt.^  10.  P,  takes  B, 

FIRST    DEFENCE. 

11.  Q.  to  K.  second.  11.  Q.  takes  Q. 

12.  K.  takes  Q.  12.  Kt.  takes  K.Kt.P.+ 

13.  K.  to  B.  second.  13.  Kt.  takes  K.R. 

14.  Kt.  takes  K.R.  14.  Q.B.  to  K.R.  sixth  ;  and 

will  afterwards  win  K.Kt.,  and  have  much  the  best 
of  the  game. 
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SECOND    DEFENCE. 

11.  Q.P.  one  square.  U.  Q.  takes  K.Kt.P.+ 

12.  K.  to  K.  second.  12.  Q.  to  K.Kt.  seventh.^ 

13.  K.  to  K  third.  13.  K.B.  checks. 

14.  K.  takes  Kt.  14.  K.  takes  Kt. 

15.  If  you  play  Q.B.P.  one  square,  he  will  checkmate  in 

four  moves  ;  if  you  play  any  other  move,  he  will  win 
the  Queen  at  the  least. 

THIRD   DEFENCE. 

11.  P.  takes  Q.B.  11.  Q.  takes  K.Kt.P.+ 

12.  K.  to  K.  second.  12.  Q.  to  K.Kt.  seventh. + 

13.  If  you  play  K.  to  K.  third,  he  will  check  with  K.  B., 

and  proceed  as  below  :  therefore, 

In  the  first  place, 

13.  K.  to  Q.  third.  13.  Kt.  to  KB.  seventh."*" 

14.  K.R.  takes  Kt  14.  Q.  takes  R. 

15.  If  you  take  K.  R.,  he  will  checkmate  in  three  moves  ; 

therefore, 
K.Kt.  takes  K.P.  15.  Q.R.  checks. 

16.  K.  to  Q.B.  third.  16.  Checkmates  in  two  moves. 

In  the  second  place, 

13.  K.  to  K.  square.  13.  Q.  to  K.Kt.  sixth. -^ 

1**-  K.  to  K.  second.  14.  Q.  takes  P.+ 

15.  If  you  play  K.  to  Q.  third,   or  to  K.  third,   you   lose 

the  Queen.     If  you  play  K.  to  K.  square,  he  will  check 
with  Q.  at  K.  R.  fifth,  and  afterwards  with  Kt.  at  K.  Kt. 
sixth,  winning  easily  :  therefore, 
K.R.  to  KB.  third.  15.  Q.  to  K.Kt.  seventh.+ 

16.  K.  to  K  third.  (A.)  16.  K.B.  checks. 

17.  K.  takes  Kt.  (B.)  17.  Q.  to  K.Kt.  fifth.+ 

18.  K.  to  Q.  third.  18.  P.  checks. 

19-  K.  to  Q.B.  fourth.  19.  P.  takes  K.R.+ 

20.  K.  takes  B.  20.  K.  takes  Kt.,  and  has   a 

fine  game. 
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(A.) 

16.  K.  to  K.  square.  16.  K.  B.  to  K.  second. 

17.  Q.  to  K.  second.  l7.  K.B.  checks. 

18.  K  to  Q.  square.  18.  K.Kt.  to  K.B.  seventh.^ 

19.  K.R.  takes  Kt.  19.  KB.  takes  R. 

20.  Q.  takes  P."^  20.  K.  takes  Kt. 

21.  Q.  takes  Q.B.P.+  21.  K  to  K.  third. 

22.  Q.  B.  P.  one  square.  22.  K.  K.  to  K.  B.  square. 

23.  K.  to  Q.B.  second.  23.  Q.R.  to  Q.  square,  having 

a  very  attacking  position. 

(B.) 

17.  Q.P.  two  squares.  17.  K.B.  takes  P.+ 

In  the  first  place, 

18.  K.  takes  Kt.  18.  Q,  to  K.Kt.  fifth.+ 

19.  If  jou  interpose  Q.  B.,  he  will  give  checkmate  ;  therefore, 
K.  to  Q.  third.  19.  P.  checks. 

20.  K.  takes  B.  20.  Q.  to  Q.  second.  + 

21.  K.  takes  P.  21.  Q.  takes  Q. 

22.  Q.Kt.  to  Q.B.  third.  22.  Q.  takes  Q.B.P.+ 

23.  K.  to  K.  third.  23.  CajsUes. 

Black  has  bj  far  the  best  of  the  game. 

In  the  second  place, 

18.  K.  to  Q.  third.  18.  Castles  with  KR. 

19.  If  JOU  take  his  Kt.  he  will  take  jours,  and  if  jou  then 

plaj  Q.  to  K.  B.  square,  he  will  win  easil j  by  checking 

with  Q.  at  K.  Kt.  fifth.  But  if 

QiB.P.  one  square.  19.  R.  takes  Kt. 

20.  R.  takes  R.  20.  Kt  to  Q.  B.  fourth.+ 

21.  K.  to  B.  fourth.  21.  Q.  to  Q.  fourth.+ 

22.  K.  to  Kt.  fourth.  22.  R.  checks. 

23.  K.  to  R.  third.  23.  Checkmates  in  eight  moves. 
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FIFTEENTH  GAME. 

«l)ttf.  IIUclu 

1.  K.P,  trvo  squares.  1.  K,P,  trvo  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.  B.  to  Q.B.  fourth.  3.  K.Kt.  to  K.B.  third. 

4.  K.  Kt.  to  iUffih.  4.  K.  Kt.  tahes  K.  P. 

5.  K.  Kt.  takes  K.  B.  P.  5.  Q.  to  K.  R.  fifth. 

6.  K.  R.  to  K.  B.  square.  6.  Q.  P.  two  squares. 

7.  K.  B.  takes  P.  7.  Q.  B.  to  K.  Kt.  fifth. 

8.  K.Kt.P.  one  square.  8.  Q.  to  K.R.  fourth. 

9.  K.  B.  P.  one  square.  9.  Q.  takes  K.  R.  P. 

FIRST   DEFENCE. 

10.  K.Kt  takes  KB.  10.  Q.  takes  P.+ 

11.  K.  to  K.  second.  11.  Q.  to  K.Et.  seventh."^ 

12.  If  you  play  E.  to  K  third,  he  will  play  Kt.  to  K.  B. 

seventh  ;  and  if  you  then  play  Q.  to  E.  second,  he  will 
check  with  K.  B.,  and  afterwards  take  Q.  P.  with  Q.  Kt., 
winning  the  game.     But  if  you  play 
K.  to  K.  square,  12.  Kt.  to  K.Kt  sixth. 

In  the  first  place, 

13.  Q.P.  one  square.  13.  K.B.  checks. 

14.  Q.B.P.  one  square.  14.  Q.  takes  B."^ 

15.  K.  to  Q.  second.  15.  Q.  to  K.  B.  seventh,  checks, 

and  wins. 

In  the  second  place^ 

13.  K.B.  to  Q.B.  fourth.  13.  Kt.  takes  R. 

14.  P.  takes  B.  14.  Q.Kt.  to  Q.  fifth,  winning 

easily. 

SECOND  DEFENCE. 

10.  KB.  takes  KKt  10.  Q.  takes  P.+ 
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In  tlie  Jirst  place, 

11.  K.  to  K.  second.  11.  Q.Kt.  checks. 

12.  K.  to  Q.  third.  12.  K.  takes  Kt. 

13.  K.  to  K.  Kt.  square.  13.  Q.  to  K.B.  seventh. 

14.  R.  takes  B.  14.  Q.R.  to  Q.  square,  winnii^ 

Q.  R.  at  the  least,  besides  having  a  very  strong  attacks 

In  the  second  place, 

11.  K.R.  to  KB.  second.         11.  KB.  to  Q.B.  fourth. 

12.  If  you  play  Q.  to  K  second,  he  will  play  Kt.  to  Q.  fiftM 

and  on  your  removing  Q.   to   K.B.    square,  he  m&. 
either  play  K.  R.   to  B.  square,  or  take  K.  B.  P.  wi    '. 
Q.  B.     But  if 
Q.P.  two  squares.  (A.)      12.  K.B.  takes  P. 

13.  K.B.  takes  Kt.+  (B.)         13.  P.  takes  B. 

14.  Q.  to  K  second.  14.  Castles  with  KR. 

15.  If  you  play  K  to  B.  square,  he  will  take  KR.  with  E 

and  after  the  exchange  of  Queens  will  win  K.  Kt. 
you  play  Q.  B.  to  K.  third,  he  may  take  KKt.  wi — 
K.R.,  or  Q.Kt.P.  with  K.B.     If  you  take  Q.  B.  wi— 
K  B.  P.,  he  will  win  by  taking  your  Kt.     Finally, 
you  play 
Kt.  to  K.  Kt.  fifth.  1 5.  B.  takes  K  B.  P. 

16.  Kt.  takes  B.  16.  B.  takes  R.+ 

17.  Q.  takes  B.  17.  Q.  takes  Kt. 

Black  has  the  best  of  the  game. 

(A.) 

12.  K.B.  takes  Kt.+  12.  P.  takes  B. 

13.  Q.  to  K.  second.  13.  Castles. 

14.  Kt.  to  KR.  sixth.+  14.  P.  takes  Kt. 

15.  Q.  to  Q.B.  fourth."*"  15.  K  to  R.  square. 

16.  Q.  takes  B.  16.  R.  takes  K.B. P.,  havir». 

a  forced  won  game. 

(B.) 

13.  Q.  to  K  second.  13.  KR.  to  B.  square. 

14.  Kt.  to  KKt.  fifth.  14.  KR.P.  one  square. 
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15.  If  jou  take  Kt.  checking,  and  then  play  Kt.  to  K.  fourth, 

he   will   take   jour   Rook,    and   afterwards   win   your 
K.  B.  P.,  haying  the  best  of  die  game.     But  if 
Kt.  to  K.R.  seventh.  15.  B.  takes  K.B.P. 

16.  B.  takes  B.  16.  B.  takes  R.+ 

17.  Q.  takes  B.  17.  R.  takes  B. 

Black  has  considerably  the  best  of  the  game. 


SIXTEENTH  GAME. 

«l|ite.  131aclt. 

1.  K,P.  two  squares,  1.  K.P,  two  squares. 

2.  K  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.Kt.  to  K.B.  third. 

4.  K.Kt.  to  K.Kt. fifth.  4.  K.Kt.  tahes  K.P. 

5.  K.  Kt.  tahes  K.  B.  P.  5.  Q.  to  K.  R.  fifth. 

6.  K.  R.  to  K.  B.  square.  6.  Q.  P.  two  squares. 

7.  KB.  tahes  P.  7.  Q.B.  to  K.Kt.  fifth. 

8.  K.Kt. P.  one  square.  8.  Q.  to  K.R.  fourth. 

9.  KB. P.  one  square.  9.  Q.  tahes  K.R. P. 

P.  R.  Von  Bilguer,  in  his  work  on  this  particular  game, 
^fter  stating  that  my  analysis  of  it  is  very  incomplete, 
suggests  the  following  move  of  Q.B.P.  one  square,  as 
enabling  the  White  to  free  himself  from  his  present  diffi- 
culty, and  to  remain  with  the  best  of  the  game.  I  regret 
that  Mr.  Von  Bilguer  did  not  analyse  the  position; 
I  think  he  would  have  seen  reason  to  change  his  opinion ; 
for,  if  I  mistake  not,  the  following  moves  will  show,  that 
if  White  play  Q.B.  P.  one  square,  he  will  lose  the  game. 

10.  Q.B.P.  one  square.  10.  Q.  takes  K.Kt.P."»" 

11.  K.  to  his  second.  11.  Q.  to  K.R.  seventh."^ 


144  king's  knight's  game. 

No.  I. 

12.  K.  to  Q.  third.  12.  Kt.  to  Q.B.  fourth.  + 

In  the  first  place^ 

13.  K.  to  K.  third.  13.  Q.Kt.  to  E.  second. 

14.  K  jou  take  Q.B.  you  will  be  checkmated  in  two  mov 

therefore, 
K.B.  to  K.  fourth.  14.  Q.  to  K.B.  fifth.  + 

15.  K  jou  play  E.  to  B.  second,  he  will  take  B.  with  £ 

but  if 
E.  to  E.  second.  15.  Et.  takes  B. 

16.  P.  takes  B.  16.  Checkmates  in  two  mo 

In  the  second  place^ 

13.  E.  to  Q.B.  second.  13.  Q.B.  checks. 

14.  E.B.  interposes.  14.  Et.  takes  B. 

15.  P.  takes  Et.  15.  B.  takes  P.+ 

16.  E.  to  Q.Et.  third.  16.  B.   to  Q.   fourth,  che 

and  will  afterwards  take  Et.,  and  win. 

In  the  third  placey 

13.  K  to  Q.B.  fourth.  13.  Q.Et.P.  checks. 

14.  E.  takes  P.  14.  Q.B.  checks. 

15.  E.  takes  Et.  15.  Checkmates  in  twomo' 

No.n. 

12.  E.  to  E.  third.  12.  Von  Bilguer  plays  K  E 

Q.  B.  fourth,  checking,  and  states  that  any  other  m 
makes  it  easier  for  the  White  to  defend  his  gai 
I  would  venture,  instead  of  that  move,  to  suggest 

Q.  to  E.B.  fifth.  + 

FIRST   DEFENCE. 

13.  K  to  Q.  third.  13.  Et.  to  E.Et.  sixth. 

14.  K  you  play  E.R.  to  E.B.  second,  he  will  check  \ 

Q.  B.,  and  win.     But  suppose  you  play, 
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In  tlie  first  pUice, 

P.  takes  Q.B.  14.  Kt.  takes  R. 

lo.  Kt  takes  R.  15.  Castles. 

16.  Q,B.P.  one  square.  16.  R.  takes  B.+ 

17.  P.  takes  R.  17.  Q.Kt.  to  Q.Kt.  fifth.  + 

18.  K.  to  Q.B.  third.  18.  Q.  to  Q.  fifth.  + 

19.  K.  to  Q.Kt.  third.  19.  Checkmates  in  fourmoves. 

In  the  second  place, 
14.  K.  to  Q.B.  second.  14.  Kt.  takes  R. 

FIRST    MODE. 

15-  Q.P.  one  square.  15.  Q.B.  takes  P. 

16.  If  you  take  Kt.  with  Q.,  he  will  check  with  Q.  at  K.R. 
seventh,  and  then  take  B.  with  B.  If  jou  take  Kt. 
with  K.B.  checking,  he  will  take  B.  with  P.  K  you 
take  Q.  with  B.,  he  will  take  Q.  checking,  and  will 
have  the  best  of  the  game.  Finally,  if  you  play 
B.  takes  B.  16.  Q.  takes  Kt. 

^^-  Q.  takes  Kt.  17.  K.B.  to  Q.  third,  and  has 

by  far  the  best  of  the  game. 

SECOND    MODE. 

^^-  Kt  takes  R.  15.  Q.B.  cliecks. 

^^'  Q.P.  one  square,  or  (A.)     16.  Q.  to  K.  R.  seventh.  + 

1'*  If  you   interpose  any  piece,  you  will  lose  the  Queen  ; 
therefore, 
K.  to  Q.Kt.  third.  17.  Q.Kt.  to  Q.R.  fourth.^ 

^^-  K.  to  Q.R.  fourth.  18.  Castles. 

1^'  If  you  take  Kt.  with  K.,  he  will  take  K.  B.  checking,  and 
afterwards  take  Q.P.  with  Q.B.,  winning  easily.  If 
you  take  Kt.  with  Q.,  he  will  take  K.  B.,  and  if  you 
then  play  Q.  Kt  P.  two  squares,  he  will  give  checkmate 
in  tluree  moves.  K  you  move  K.  B.  to  Q.  Kt.  third,  he 
win  play  Q.  Kt.  P.  one  square,  and  if  you  then  play  K. 
to   Q.Kt.   fifth,   to  prevent  the  checkmate  with  the 


146  KINO  8   KNIOUT  8   GAME. 

Bishop,  he  will  play  K.  to  Et  second,  winning  easQ] 
If  you  play 
KB.  to  K.  fourth.  19.  B.  takes  B. 

20.  KB. P.  takes  B.  20.  Q.  to  KB.  seventh. 

21.  K.  takes  Kt.  21.  Q.  to  Q.Kt.  third.+ 

22.  K  to  Q.K.  fourth.  22.  Q.R.  checks,  and  wins. 

(A.) 

16.  KB.  to  K.  fourth.  16.  B.  takes  B.+ 

17.  P.  takes  B.  17.  Q.  takes  P.+ 

18.  Q.P.  one  square.  18.  Q.  to  KKt  seventh.'*' 

19.  K  to  Q.Kt.  third.  19.  Checkmates  in  five  move 

THIRD   MODE. 

15.  Q.  takes  Kt  15.  Q.Kt.  to  K  second. 

16.  KB.  to  Q.Kt.  third.  16.  Q.B.  takes  P. 

17.  Q.P.  one  square.  17.  Q.  to  KR.  seventh.  + 

18.  Q.B.  to  Q.  second.  18.  Q.B.  to  K  seventh. 

19.  Q.  to  K  square.  19.  Kt.   to  KKt  third,  an 

Black  has  evidently  a  much  better  game  than  the  Whit< 

In  the  third  place, 

14.  If  you  play  R.  to  K.  square,  he  will  check  with  Q.B 

having  a  forced  won  game.     If  you  play  Q.  B.  P.  on 
square,  he  will  check  with  Q.  B.,  winning  easily,  for 
you  play  K.  to  Q.  B.  third,  he  will  checkmate  in  thn 
moves.     If  you  play 
Q.  to  K  square.  14.  Q.B.  checks. 

15.  B.  to  K  fourth.  15.  B.  takes  B.+ 

16.  P.  takes  B.  16.  Kt  takes  R. 

17.  Kt  takes  R.  17.  KB.  to  K   second,  ai 

has  a  fine  game. 

SECOND   DEFENCE. 

13.  K  to  K  second.  13.  Kt  to  K.Kt  sixth. + 

No.  I. 

14.  K  to  K.  square.  14.  Kt.  takes  R. 
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FIRST   METHOD. 

15.  Et  takes  B.  15.  Castles. 

In  the  first  placcj 

16.  R  takes  Kt.  16.  P.  takes  B. 

17.  If  you  take  Kt.  with  K.,  he  will  wm  by  playing  B.  to  Q. 

sixth.     K  you  play 

P.  takes  B.  17.  Q.  to  K.  Kt.  sixth.+ 

IS.  K.  takes  Kt.  18.  KB.  to  Q.B.  fourth. 

^^'  Q*P.  two  squares.  19.  B.  checks,  and  wins  easily. 

In  the  second  placey 

^6.  K.B.  to  K.  fourth.  16.  K.B.  to  K.  second. 

w.  If  you  take  Kt.  with  K.,  he  will  win  by  checking  with 

Q.B.     If  you  play  Q.  to  K.  second,  he  will  check  with 

K.B.,  and  win  easily.     But  if 
Q*P.  two  squares.  17.  K.B.  checks. 

18.  If  jQn  piny  ]^^  ^  jf  ^  second,  he  takes  K.  B.,  and  wins  ; 

if  you  play 
£.  takes  Kt  18.  Q.  to  K.B.  seventh,  and 

wins  easily. 

SECOND   METHOD. 

^^-  K.  takes  Kt.  15.  Q.B.  checks. 

^^-  K.  to  K.  second.  16.  Q.  to  K.B.  seventh.  + 

In  the  first  place, 

^'^-  K.  to  Q.  third.  17.  Q.B.  checks. 
18.  If  you  play  K  to  K.  third,  he  will  check  with  K.B.,  and 
win  ;  therefore, 

K.  to  Q.B.  fourth.  18.  Q.Kt.  to  Q.B.  fourth.  + 

^^-  K.  to  Q.Kt  fifth.  19.  Q.B.  to  Q.  second.  + 

^'  K.  takes  Kt.  20.  Q.  Kt.  P.  checks. 

^1'  K.  to  B.  sixth.  21.  Q.B.P.  one  square. 

22.  B.  takes  P.  22.  B.  takes  B. 

23.  If  you  pky  Q.  to  Q.Kt.  third,  he  wiU  move  Q.  to  KB. 

sixth.     K  you  play  Q.  to  K.  square,  he  will  take  Kt. 
with  K     But  if 

L  2 
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Kt.  to  K.  Kt.  fifth.  23.  Q.  to  K.  B.  fifth. 

24.  Q.  P.  two  squares.  24.  Q.  to  E.B.  fourth,  and  wins 

In  tlie  second  place, 

17.  K  to  K.  third.  17.  Q.Kt.  to  K.  second. 

18.  K  jou  play  Q.  to  Q.Kt.  third,  Black  will  checkmate  ii 

three  moves.     But  if 
KB.  to  Q.B.  fourth,  or  (A.)  18.  Kt.  to  KB.  fourth.  ■»" 

19.  K  to  Q.  third.  19.  Kt.  to  Q.  third. 

20.  If  Kt.  takes  R.,  he  will  checkmate  in  two  moves  ;  there 

fore 
Kt.  takes  Kt.  20.  B.  takes  Kt.,  and  wins. 

(A.) 

18.  KB.  to  Q.Kt.  third.  18.  Kt.  to  KB.  fourth.  + 

19.  K  to  Q.  third.  19.  K.B.  to  K  second. 

20.  Kt  takes  R.  20.  Castles,  giving  check,  aa 

winning  the  Queen  at  the  least. 

No.  n. 

14.  K  to  B.  second.  14.  Kt.  takes  R. 

15.  If  K.  takes  Kt.,  see  the  "  Second  Method."     If  Kt.  ta* 

R.,  he  will  check  with  Q.  at  K.R.  seventh,  and  ^ 
easily.     But  if 

Q.  takes  Kt.  15.  Q.B.  takes  P. 

16.  Q.P.  two  squares.  16.  Q.  to  K.B.  fourth. 

17.  Kt.  takes  R.  17.  B.  takes  B.+ 

18.  K  to  K  square.  18.  Q.  takes  Q.+ 

19.  K  takes  Q.  19.  K.Kt.  P.  one  sq.,  and  wto 


SEVENTEENTH  GAME. 

1.  K.P.  two  squat'es,  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.         2.   Q.  Kt  to  Q.  B.  third. 

3.  K.B.  to  Q.B. fourth.        3.  K.B.  to  Q.B. fourth. 
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4.  Castles.  4.  K.  Kt.  to  K.  B.  third. 

5.  K.  R.  to  K.  square.  6.  Castles. 

6.  Q.  B.  P.  one  square.  6.  K.  R.  to  K.  square. 

7.  Q.P.  two  squares.  7.  The  best  move  is  K.B.  to 

Q.  Kt.  third  ;  but  suppose  he  plays 

P.  takes  P. 

8.  K.  P.  one  square.  8.  K.  Kt.  to  K.  Kt.  fifth. 

9.  Q.B.P.  takes  P.  9.  If  he  were  to  take  Q.P. 

with  Q.Kt.,  jou  ought  not  to  take  Q.Kt.,  because  he 
would  win  the  game  by  playing  Q.  to  K.  R.  fifth  ;  but 
you  should  take  K.  B.  P.  with  K.  B.,  checking,  in  order 
afterwards  to  check  with  Kt.  at  K.  Kt.  fifth.  But  sup- 
pose he  plays 

K.  B.  to  Q.  Kt.  fifth. 

10.  KB.  takes  K.B.P.+  10.  K.  takes  K.B. 

11.  KKt.  to  K.Kt.  fifth.+       11.  K.  to  Kt.  square. 

12.  Q.  takes  K.Kt.  12.  K.B.  takes  K.R. 

13.  Q.  to  KB.  fiftJi.  13.  Kt  to  K.  second. 

1 4.  Q.  takes  K.  R.  P.,  checks,  and  wins  easily. 


EIGHTEENTH  GAME. 
«»«tt^  VlariL 

1.  K.P.  two  squares.  1.  K.P,  two  squares. 

2.  KKt.  to  KB.  third.  2.  Q.Kt  to  Q.B.  third. 

3.  KB.  to  Q.B. fourth.  3.  KB.  to  Q.B.  fourth. 

4.  K  castles.  4.  K.Kt.  to  KB.  third. 

5.  Q.  B.  P.  one  square. 

FIRST   DEFENCE. 

5.  K.  Kt.  to  its  fifth. 

6.  Q.P.  two  squares.  6.  K.P.  takes  P. 

7.  K.  B.  takes  K  B.  P  +  7.  K.  takes  B. 

8.  K.  Kt.  to  its  fifth.+  8.  K.  to  K.  square. 

9.  Q.  takes  K.Kt.,  and  you  have  a  better  position  than 

the  Black. 
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SECOND   DEFENCE. 

6.  E.  Et.  takes  E.  P. 

6.  Q.  to  E.  second.  6.  K  he  take  KB. P.   wit! 

E.  Et.,  you  play  Q.  P.  two  squares,  winning  a  piece.  I 
he  remove  E.Et.,  you  take  E.P.  with  E.Et.  If  h 
play  Q.  P.  two  squares,  you  play  EI.  B.  to  Q>  Et.  fifth 
and  if  he  then  move  E.B.P.  one  square,  you  tak 
Q.  Et. ;  then  play  Q.  P.  one  square,  and  afterward 
another  square,  recovering  the  Pawn  with  a  better  pod 
tion.     But  suppose  he  plays 

E.  B.  takes  E.  B.  P.+ 

7.  E.  to  E.B.  square.  7.  Q.P.  two  squares. 

8.  E.B.  to  Q.Et.  fifth.  8.  E.B.  to  Q.Et  third. 

9.  K  Et  takes  E.  P.  9.  E.  castles. 

10.  E.Et.  takes  Q.Et  10.  P.  takes  Et 

11.  E.B.  takes  P.  11.  Q.B.  to  Q.Et  square. 

12.  Q.  P.  two  squares,  and  your  position  is  somewhat  superio 

to  the  Black's,  owing  to  his  fifth  move,  instead  o 
which  he  should  have  played  Q.  P.  one  square. 


NINETEENTH  GAME. 

1.  if.  P.  two  squares.  1.  K,P,  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.   Q.Kt.  to  Q.B.  third. 

3.  K.B.  to  Q.B. fourth.  3.  K.B.  to  Q.B. fourth. 

4.  K.  castles.  4.  Q.  to  E.  B.  third. 

5.  Q.B.P.  one  square.  5.  Q.P.  one  square. 

6.  Q.  P.  one  square. 

FIRST   DEFENCE. 

6.  Q.Et  to  Q.R.  fourth. 

7.  Q.  Et  P.  two  squares.  7.  Q.  Et.  takes  E.  B. 

8.  Q.P.  takes  Q.Et  8.  E.B.  to  Q.Et  third. 
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9.  Q.B.  to  KKt  fifth.  9.  Q.  to  K.Kt  third. 

10.  P.  to  Q.B.  fifth.  10.  l£  he  take  P.  with  P.,  you 
will  checkmate  him  with  Q.  ;  therefore, 

E.  B.  P.  one  square. 

11.  Q.B.  to  K  third.  11.  P.  takes  P. 

12.  P.  takes  P.  12.  K.B.  to  Q.B.  fourth. 

13.  Q.  to  Q*  B.  fourth,  checks,  and  wins  K.  B. 

SECOND   DEFENCE. 

6.  Q.B.  to  KKt.  fifth. 

7.  Q.B.  toKEt  fifth. 

In  the  first  place, 

7.  Q.  takes  Q.  B. 

8.  E.Et.  takes  Q.  8.  Q.B.  takes  Q. 

9.  K  B.  takes  E.  B.  P.+  9.  E.  to  E.  second. 

10.  KB.  takes  Q.B.  10.  K.R.P.  one  square. 

11.  KB.  takes  KEt.  11.  KB.  takes  KB. 

12.  KEt  to  KB.  third. 

'White  haying  a  Pawn  more  has  the  best  of  the  game. 

In  the  second  plcLcey 

7.  Q.  B.  takes  E.  Et. 
9.  Q.B.  takes  Q.  8.  Q.B.  takes  Q. 

9.  Q.B.  takes  KEt. P.  9.  Q.B.  to  K  seventh. 

XO.  KB.  to  K  square.  10.  Q.B.  to  KB.  fourth. 

Xl.  Q.B.   takes   E.R.,    and  has   considerably   the  best  of 
the  game. 

In  the  third  place, 

7.  Q.  to  E.  Et.  third. 

8.  Q.B.  to  K  third.  8.  Q.B.  to  KB.  sixth.   (A.) 

9.  K  B.  takes  K  B.  P.+  (B.)    9.  Q.  takes  K  B. 

10.  KEt.  to  KEt  fifth.         10.  Q.  to  KEt  third. 

11.  K  Et.  takes  Q.B.,  and  you  have  the  best  of  the  game. 

(A.) 

8.  K   he   play  Q.  to  KB. 
fourth,  you  move  Q.Et.  to  Q.  second.     But  if 
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K.  B.  takes  Q.  B. 
9.  P.  takes  KB.  9.  Q.B.  to  K.R.  sixth. 

10.  K.Kt.  to  K.R.  fourth.       10.  Q.  to  K.Kt  fourth. 

11.  K.B.  takes  K.B.P.+  11.  K.  to  Q.  square. 

12.  Q.  to  K.  square.  12.  K.Kt.  to  K.R.  third. 

13.  K.B.  to  Q.Kt.  third. 

The  position  of  the  White  is  superior  to  that  of  the  Blac 

(B.) 

9.  K.Kt.  to  K.Kt.  fifth.  9.  Q.B.  to  K.  third. 

10.  K.Kt  takes  Q.B.  10.  KB. P.  takes  Kt. 

11.  Q.B.  takes  KB.  11.  P.  takes  Q.B. 

12.  Q.  to  Q.Kt.  third,  winning  a  Pawn. 

THIRD    DEFENCE. 

6.  K.  Kt.  to  K  second. 

7.  Q.B.  to  KKt.  fifth.  7.  Q.  to  KKt.  third. 

8.  Q.  B.  takes  K.  Kt.  8.  Q.  Kt.  takes  B. 

9.  Q.P.  one  square.  9.  K  he  play  KB.  to  Q.B 

third,  you  should  take  KP.  with  Q.P.  J£  he  pi 
Q.  B.  to  K.  R.  sixth,  you  move  K.  Kt.  to  K  R.  four! 
winning  a  piece.  K  he  take  P.  witli  P.,  you  retake  wi 
Q.B. P.;  and  afterwards  play  out  Q.Kt.,  having 
better  position  than  the  Black,  owing  chiefly  to  1 
move  of  Q.  to  K.B.  third. 


TWENTIETH  GAME. 

mi%iu.  matfL 

1.  K,P.  two  squares.  1.  K,P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.fouHh. 

4.  K.  castles.  4.  Q.  P.  one  squa]*e. 
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5.  Q.B.P.  one  aqaare.  5.  Q.B.  to  K.Kt.  fifth. 

6.  Q.toQ.Kt  third. 

FIRST   DEFENCE. 

6.  Q.  to  Q.  second. 

7.  Qp  takes  Q.Kt.P.  (A.)        7.  Q.R.  to  Q.Kt.  square. 

8.  Q.  to  Q.B.  sixth.  8.  Q.B.  takes  K.Et. 

9.  K.  Kt  P.  takes  Q.  B.  9.  Q.  R.  to  Q.  Kt.  third. 
JO.  Qp  to  Q.R.  fourth.              10.  Q.  to  K.R.  sixth. 

JJ»  It  would  not  be  good  play  to  move  Q.Kt.P.  two  squares, 
because  he  would  take  the  Pawn  at  K.  B.  third  ;  and  if 
you  took  E.  B.,  he  would  draw  the  game  by  a  perpetual 
check  ;  therefore,  you  play 
K.B.  to  E.  second,  remaining  with  a  Pawn  more,  and  a 
good  position. 

(A.) 

7.  K.  B.  takes  K.  B.  P.+  7.  Q.  takes  K.  B. 

^-  Q.  takes  Q.  Kt.  P.  8.  K.  to  Q.  second. 

^-  Q.  takes  Q.  R.  9.  Q.  B.  takes  Kt. 

^^-  K.Kt.P.  takes  Q.B.  10.  Q.  takes  P.,  and  has  the 

best  of  the  game,  owing  to  your  taking  K.  B.  P.  on  the 

seventh  move. 

SECOND    DEFENCE. 

6.  Q.  Kt.  to  Q.  R.  fourth. 
'^'  K.  B.  takes  K.  B.  P.+  7.  K.  to  K.  B.  square. 

•  Q-  to  Q.  square.  8.  K.  takes  K.B. 

^'  Q.  Kt  P.  two  squares.  9.  Q.  to  K.  B.  third. 

^^-  Q.KtP.  takes  Q.Kt.         10.  Q.B.  takes  KKt 
^^-  K.KtP.  takes  Q.B.  11.  K.Kt.  to  K.  second. 

^'  Q.P.  one  square.  12.  K.R.  to  K.B.  square. 

^-  It  would  not  be  good  play  to  check  with  Q.  at  Q.  Kt. 
third,  and  then  take  Q.  Kt.  P.     The  best  move  is 
^.  to  K.  B.  fourth.  13.  If  he  play  K.  to  Kt  square, 

you  advance  P.  to  K.  B.  fifth.     But  if 

P.  takes  P. 
^^'  Q.P.  one  square.  14.  Q.  to  KKt  third.+ 
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15.  K.  toKR.  square.  16.  Q.  takes  E.P  + 

16.  K.B.P.  one  square,  and  wins  a  piece. 

THIRD   DEFENCE. 

6.  Q.  B.  takes  K.  Et 

7.  K.B.  takes  K.B.P.+  7.  K.  to  KB.  square. 

8.  K.  Kt.  P.  takes  Q.  B.  8.  Q.  to  K.  B.  third. 

9.  It  would  not  be  good  play  to  take  Q.  Et  P.  ;  it  is  bel 

to  move 
E.  B.  to  E.  R.  fifth.  9.  E.  Et.  P.  one  square. 

10.  E.  B.  to  E.  Et.  fourth.  10.  If  he  play  KR.P.  1 
squares,  you  play  E.  B.  to  E.  R.  third  ;  and  if  he  tl 
take  the  Pawn  at  E.  B.  thirds  you  win  a  piece  by  pi 
ing  E.B.  to  E.  Et.  second,  and  afterwards  tak 
Q.Et.P.  with  Q.  If  he  play  E.B.  to  Q.Et.  th 
you  play  Q.  to  Q.  square,  having  a  Pawn  more,  an 
better  position  than  the  Black. 

FOURTH  DEFENCE. 

6.  Q.  to  E.B.  third. 

7.  Q.  takes  Q.  Et.  P.  7.  E.  to  Q.  second. 

8.  Q.  takes  Q.  R.  8.  Q.  B.  takes  E.  Et 

9.  It  would  be  bad  play  to  take  Q.  B.  with  E.  Et.  P.,  becai 

Black,  by  taking  the  Pawn  with  the  Queen,  would 
able  to  draw  the  game.     The  best  move  is 
Q.  P.  two  squares. 

In  the  first  places 

9.  E.P.  takes  P. 

10.  KEtP.  takes  Q.B.  10.  Q.  takes  E.EtP. 

11.  Q.  Et  to  Q.  second.         11.  Q.  to  E.Et  fifth.+ 

12.  E.  to  E.R.  square.  12.  Q.Et  to  K  fourth. 

13.  E.B.P.  one  square,  and  wins  easily. 

In  the  second  place, 

9.  Q.  to  E.Et  third. 

10.  KEtP.  one  square.         10.  KP.  takes  Q.P. 
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11-  Q.Kt.  to  Q.  second.  11.  Q.B.  takes  K.P. 

IS-  Q.Kt  takes  Q.B.  12.  Q.  takes  Q.Kt 

^  ^.  K.  B.  to  Q.  Kt  fifth  ;  and  having  gained  a  Rook  for  a 
Knight,  jou  have  a  winning  game. 

^  error  of  the  Black  in  this  game  consists  in  his  playing 
tie  fifth  move  Q.B.  to  KKt  fifth. 


TWENTY-FIKST  GAME. 

«»)iU.  IIIadL 

1.  K.P.  two  squares.  1.  K,P.  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt.  to  Q.B.  third. 

3.  K.  B.  to  Q.  B.  fourth.  3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.B.P.  one  square.  4.  Q.P.  one  square. 

5.  Q.P.  one  square. 

FIRST   DEFENCE. 

5.  Q.Kt.  to  Q.R.  fourth. 

6.  KB.  to  Q.Kt.  fifth.+         6.  Q.B.P.  one  square. 

7.  K.B.  to  Q.R.  fourth.         7.  Q.Kt.P.  two  squares. 

8.  Q.Kt.P.  two  squares.         8.  P.  takes  K.B. 

9.  Q.KtP.  takes  K.B.,  and  will  win  a  Pawn. 

SECOND   DEFENCE. 

5.  Q.B.  to  K.  third. 

6.  K.B.  takes  Q.B.  6.  KB.P.  takes  K.B. 

7.  Q.  to  K.  Kt.  third.  7.  Q.  to  Q,  B.  square. 

8.  KKt  to  K.Kt  fifth.         8.  If  he  play  K.  to  K  second, 

you  may  take  the  Pawn  at  K.  sixth,  with  K.  Kt.     But  if 

Q.Kt.  to  Q.  square. 

9.  K.B.P.  two  squares.  9.  K.R.P.  one  square. 
10.  KKt.  to  KB.  third.        10.  P.  takes  P. 
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11.  Q.P.  one  square.  11.  K.B.  to  Q.Kt.  third. 

12.  Q.B.  takes  P.,   and  your  position  is   superior  to 

owing  to  his  fifth  move  of  Q.B.  to  K.  third. 

THIBD   DEFENCE. 

5.  Q.B.  to  K.Et.  fifth. 

6.  Q.  to  Q.Kt.  third. 

In  tJie  first  place, 

6.  Q.  to  Q.  second. 

7.  Q.  takes  Q.Kt.P.  7.  Q.R.  to  Q.Kt.  square. 

8.  Q.  to  Q.R.  sixth  8.  K  he  play  K.Kt   to 

second,  you  play  K.Kt  to  its  fifth.     But  if 

Q.R.  to  Q.Kt.  third. 

9.  Q.  to  Q.R.  fourth.  9.  Q.B.  takes  KKt 

10.  P.  takes  Q.B.  10.  Q.  to  K.R.  sixth. 

11.  Q.KtP.  two  squares.        11.  Q.  takes  P. 

12.  K.R.  to  K.B.  square.       12.  KB.  takes  K.B.P.+ 

13.  K.R.  takes  K.B.  13.  Q.  to  K.R.  eighth.  + 

14.  K.  to  Q.  second,  and  has  clearly  the  best  of  the  gi 

having  gained  a  piece  for  a  pawn. 

In  the  second  place, 

9 

6.  Q.Kt.  to  Q.R.  fourtl 

7.  K.B.  takes  K.B.P.+  7.  K.  to  K.B.  square. 

8.  Q.  to  Q.  R.  fourth.  8.  K.  takes  B. 

9.  Q.  takes  Q.  Kt,  9.  Q.  B.  takes  K.  Kt. 

10.  K.  Kt.  P.  takes  Q.  B.         10  K  he  play  Q.  to  KB.  d 

you  should  play  K.  to  K.  second,  and  afterwards  C 
to  K.  third.     But  suppose 

Q.  to  KR.  fiflh. 

1 1 .  It  would  not  be  good  play  to  take  Q.  B.  P.,  giving  ch 

because  the  Queen  would  be  too  £u*  removed  to  dei 
the  King :   therefore 
Q.P.  one  square.  11.  P.  takes  P. 

12.  P.  takes  P.  12.  KB.  to  Q.Kt.  third. 

13.  Q.  to  Q.  fifth,  checks,  and  afterwards  playing  out  Q 

and  Q.  Kt.,  wiU  have  the  best  of  the  game. 
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In  the  third  places 

6.  Q.B.  takes  K.Kt. 

7.  KB.  takes  KB.P+  7.  K.  to  KB.  square. 

8.  KB.  takes  K.Kt.  8.  KR.  takes  KB. 

9.  KKt*P.  takes  Q.B.,  and  you  have  a  better  position  and 

a  Pawn  more  than  the  Black,  arising  from  his  fifth  move 
of  Q.  B.  to  K  Kt.  fifth  ;  instead  of  which  he  would  have 
done  better  to  have  moved  K.  B.  to  Q.  Kt.  third. 


TWENTY-SECOND  GAME. 

1.  K,P,  two  squares.  1.  K,P.  two  squares, 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt,  to  Q.B.  third. 

3.  K  B.  to  Q.  B.  fourth.  3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  B.  P.  one  square.  4.   Q.  P.  one  square. 

5.  Q.P.  two  squares.  5.  KP.  takes  P. 

6.  Q.B.P.  takes  P.  6.  K.B.  to  Q.Kt.  fifth.+ 

^^  my  Second  Series  of  Lessons,  p.  94,  I  stated  it  as  my 
opinion  that  this  check  was  bad  play,  and  that  it  gave 
White  decidedly  the  best  of  the  game ;  I  am  at  present 
doubtful  on  this  point.  The  move  I  suggested  to  the 
White  to  obtain  this  advantage,  was  not  to  interpose  either 
Q'B.  or  Q.Kt.,  but  rather  to  move  K.  to  K.B.  square, 
^nreatening  to  advance  Q.P.  one  square,  and  on  the  re- 
n^oval  of  his  Q.Kt.  to  check  with  Q.  at  Q.R.  fourth, 
^"^iiuung  K.  B.  This  move  of  K.  to  K.  B.  square  does  not, 
'lowever,  seem  to  me  to  be  disadvantageous  to  the  White ; 
^^^  as  it  involves  the  Black  in  some  difficulty,  I  here  give 
**  with  several  modes  of  defence. 
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7.  K.  to  K.B.  square.  7.   If  he  move  Q.R.P.  one 

square,  or  Q.B.  to  Q.  second,  by  playing  Q.  to  Q.Kt. 
third,  you  will  win  a  Pawn  at  the  least.     But  suppose 

FIRST   DEFENCE. 

Q.  to  Q.  second. 

8.  Q.  to  Q.R.  fourth.  8.  K.B.  to  Q.R.  fourth. 

9.  It  would  not  be  good  play  to  advance  Q.P.  one  square, 

because  he  would  move  Q.  Kt.  to  K.  fourth  :  therefore 

Q.Kt.  to  Q.R.  third.  9.    If  he  play   Q.R.P.   one 

square,  you  will  win  a  piece  by  playing  Q.  P.  one  square. 

But  if 

KB.  to  Q.Kt.  third. 

10.  KB.  to  Q.Kt.  fifth.         10.  Q.R.P.  one  square. 

11.  Q.P.  one  square.  11.  P.  takes  KB. 

12.  Q.  takes  Q.R.  12.  If  he  play  Q.Kt  to  Q.R. 

fourth,  you  should  play  Q.  Kt.  P.  two  squares.  If  he 
play  it  to  K  second,  you  play  Q.  B.  to  K  third,  having 
the  best  of  the  game. 

SECOND   DEFENCE. 

7.  KB.  to  Q.R.  fourth. 

8.  Q.  to  Q.R.  fourth.  8.  Q.B.  to  Q.  second. 

9.  Q.P.  one  square. 

In  the  first  place, 

9.  Q.Kt  to  K  fourth. 

10.  Q.  takes  KB.  10.  Q.Kt.  takes  KB. 

11.  Q.  to  Q.B.  third.  11.  Q.B.  to  Q.Kt.  fourth. 

12.  Q.  takes  K  Kt.  P.,  and  as  Black  cannot  gain  any  thing  by 

the  discovered  check.  White  has  the  best  of  the  game. 

In  the  second  place, 

9.  Q.Kt  to  Q.  fifth. 

10.  Q.  takes  KB.  10.  Q.Kt  to  Q.B.  seventh. 

11.  Q.  to  Q.B.  third.  11.  Kt.  takes  Q.R. 
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12.  Q.Kt.P.  one  square.         12.  If  he  take  Q.Et.P.  with 

Q.  Kt,  joa  should  take  E.  Et.  P.     But  if 

Q.  to  E.B.  tliird. 

13.  Q.B.  to  Q.Et.  second.     13.  Q.  takes  Q. 

14.  Q.B.  takes  Q.  14.  K.Kt  to  E.B.  third. 

15.  Q.B.  takes  Q.Et.  15.  E.Et  takes  E.P. 

16.  Q.B.  takes  E.EtP.,  and  has  the  best  of  the  game. 

THIRD   DEFENCE. 

7.  Q.B.  to  E.Et.  fifth. 

8.  Q.  to  Q.R.  fourth.  8.  K  he  play  Q.  to  Q.  second, 

jou  should  play  K  B.  to  Q.  Et.  fifth.     But  if 

Q.B.  takes  KEt 

9.  KEtP.  takes  Q.B.  9.  Q.  to  Q.  second. 

10.  It  would  not  be  good  play  to  move  Q.P.  one  square. 
(See  A.)     Therefore 
E.B.  to  Q.Et.  fifth. 

In  the  first  place, 

10.  Q.R.P.  one  square. 

11.  Q.P.  one  square.  11.  P.  takes  E.B. 

12.  Q.  takes  Q.R.+  12.  Q.Et.  to  Q.  square. 

13.  Q.R.P.  one  square.  13.  E.B.  to  Q.B.  fourth. 

14.  Q.  to  Q.R.  fifth,  and  has  the  best  of  the  game. 

In  the  second  places 

10.  E.  castles. 

11.  KB.  takes  Q.Et  11.  Q.  takes  E.B. 

12.  Q.  takes  Q.  12.  P.  takes  Q. 

There  is  but  little  difference  in  the  game. 

(A.) 

10.  Q.P.  one  square.  10.  Q.Et.  to  E.  fourth. 

11.  Q.  takes  E.B.  11.  Q.  cliecks. 

12.  E.  to  E.  square.  12.  Q.  takes  P. 
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13.  K  you  check  with  K.B.  he  will  interpose  Q.B.P.  1 
you  play  K.R.  to  K.  B.  square,  he  will  take  K.  P.  wil 
Q.  winning  K.  B. 


FIRST  VARIATION, 

BEGINNINO  AT   THE   SIXTH   MOTE   OF  THE   BLACK. 

1.  K.  P,  two  squares.  1.  K.  P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.  B.  to  Q.  B.  fourth.  3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  B.  P.  one  square.  4.  Q.  P.  one  square. 

5.  Q.  P.  two  squares.  5.  K.  P.  takes  Q.  P. 

6.  Q.B.P.  takes  P.  6.  K.B.  to  Q.Et  third. 

7.  It  is  difficult  to  maintain  the  K.  and  Q.  Pawns  in  the 

present  position  ;  if  you  castle,  or  play  Q.Kt.  to  Q,! 
third,  he  will  play  Q.  B.  to  E.  Kt.  fifth,  compelling  y< 
to  advance  one  of  the  centre  Pawns  in  a  few  mov< 
Suppose  you  move 

In  the  first  placey 

K.B.  to  Q.Kt.  fifth.  7.  If  he  play  Q.  P.  one  squai 

you  may  either  take  it  with  K.  P.,  and  afterwards  pi 
Q.  Kt.  to  Q.  B.  third,  or  you  may  advance  K.  P.     But 

Q.B.  to  Q.  second. 

8.  K.B.  takes  Q.Kt.  8.  Q.B.  takes  K.B. 

9.  Q.P.  one  square.  9.  Q.B.  to  Q.  second. 

10.  K.  castles,  and  the  position  is  rather  in  favour  of  the  Whii 

In  tJie  second  placey 

7.  Q.P.  one  square.  7.  Q.Kt.  to  K.  fourth. 

8.  K.Kt.  takes  Kt.  8.  Q.P.  takes  Kt 

9.  K.  castles.  9.  K.Kt.  to  K.B.  third.* 
10.  Q.Kt  to  Q.B.  third. 

There  is  but  little  difference  in  the  game. 
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SECOND  VARIATION, 


BEOIKNINO   AT  THE  SEVENTH    MOVE  OP   THE  WHITE. 


1.  K.P.  two  squares. 

2.  K.Kt.  toK.B.  third. 

3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  B,P.  one  square. 

5.  Q.  P,  two  squares. 

6.  Q.  B.  P.  takes  P. 

7.  Q^Kt.  to  Q.B.  third. 

8.  Q.B.  to  K.Kt.  fifth. 

9.  Q.B.  takes  Kt. 
10.  EL  castles. 


Sladt. 

1.  K.P.  two  squares. 

2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  P.  one  square. 

5.  K.  P.  takes  P. 

6.  K.B.  checks. 

7.  K.Kt.  to  K.B.  third. 

8.  K.R.P.  one  square. 


9.  Q.  takes  K.B. 

10.  If  he  play  Q.B.  to  K.Kt. 

fifth,  you  move  Q.  Kt.  to  Q.  fifth,  having  a  fine  attack. 

But  if 

K.B.  takes  Q.Kt. 

11.  P.  takes  K.B.  11.  Q.B.  to  K.Kt.  fifth. 

12.  K.B.  to  K.  second,  and  the  game  is  rather  in  favour  of 

the  White,  on  account  of  the  centre  Pawns. 


TWENTY-THIRD  GAME. 


mtite. 

1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third. 
a.  K.B.  to  Q.B.  fourth. 
4.  Q.  B.  P.  one  square. 
^.  K.Kt.  to  KKt.  fifth. 


1.  K.P.  two  squares. 

2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.  B.  to  Q.  B.  fourth. 

4.  K.Kt.  to  K.  second. 


FIBST   DEFENCE. 

5.  K.  castles. 
6.  Q.  to  K.R.  fifth.  6.  K.R.P.  one  square. 

M 
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7.  K.Kt.  takes  K.B.P.  7.  K   he  play   Q.   you  will 

checkmate  him  in  three  moves :  therefore 

KB.  takes  Kt 

8.  KB.  takes  KR.+  8.  K  to  KR.  second. 

9.  K  castles,  and  has  decidedly  the  best  of  the  game. 

SECOND   DEFENCE. 

5.  Q.P.  two  squares. 

6.  KP.  takes  Q.P.  6.  KKt.  takes  P. 

7.  It  would  not  be  good  play  to  take  K  B.  P.  with  K.  Kt, 

and  afterwards  play  Q.  to  K  B.  third,  as  in  the  Tenth 
Game,  because  your  Q.B.P.  having  been  played  one 
square,  your  Q.  Kt.  could  not  be  moved  to  Q.  B.  third  : 
you  therefore  play 
Q.P.  two  squares.  7.   If  he  play  KB.   to  K 

second,  you  may  take  KP.  with  Q.P.     But  if 

KP.  takes  P. 

8.  KKt.  takes  KB.P.  8.  If  he  take  KKt  with  K, 

you  check  with  Q.  at  K  B.  third,  recovering  the  piece 

easily.     But  if 

Q.  to  K  second.^ 

9.  Q.  to  K.  second.  9.  Q  takes  Q. 

10.  K  takes  Q.  10.  K  takes  KKt 

11.  KB.  takes  KKt.+  11.  K  to  K  square. 

12.  KB.  takes  Q.Kt.+  12.  Q.KtP.  takes  B. 

White's  position  is  superior  to  the  Black's. 

The  error  of  the  Black  in  this  game  consists  in  playing- 
KKt  to  K  second,  on  the  fourth  move,  instead  of  whicL 
he  should  have  moved  it  to  K  B.  third,  or  have  playei 
Q.  to  K.  second,  or  Q.  P.  one  square. 


.r,   «..^^^^i 


KINGS   RNIQHTS   GANR.  163 


TWENTY-FOURTH  GAME, 

1.  K,P.  two  squares.  1.  K.P,  two  squares. 

2.  K.Kt.  to  K.B.  third.         2.  Q.Kt.  to  Q.B.  third. 

3.  KB.  to  Q. B.  fourth        3.  K. B,  to  Q. B.  fourth. 

4.  Q.  B.  P.  one  square.  4.  K.  Kt  to  K.  B.  third. 

5.  You  have  now  two  modes  of  playing,  viz.  Q.  P.  one,  or 

Q.  P.  two  squares  ;   it  is  difficult  to  determine  which  is 
the  best.     We  will  examine  the  former  in  this,  and  the 
latter  in  the  next  game. 
Q.  P.  one  square.  5.  K  he  play  Q.  P.  one  square, 

you  may  castle,  or  play  Q.  B.  to  K.  Kt.  fifth.  If  he  play 
K.R.P.  one  square,  you  should  play  Q.KtP.  two 
squares,  and  afterwards  another  square,  attacking  Q.  Kt., 
and  then  take  K.  P.     But  suppose  he  plays 

FIRST   DEFENCE. 

K.Kt.  to  its  fifth. 

6.  K.B.  takes  K.B.P.+  6.  If  he  take  K.B.  you  check 

with  K.  Kt.,  and  then  take  K.  Kt.  with  Q.     But  if 

K.  to  K.B.  square. 

7.  Q.B.  to  KKt  fifth.     *     7.  K  he  play  K.Kt.  to  K.B. 

third,  you  remove  K.  B,     Suppose  he  plays 

In  tJie  first  places 

Q.Kt  to  K.  second. 
B.  Q.P.  one  square.  8.  P.  takes  P. 

9.  KKt.  takes  P.  9.  K.Kt.  takes  K.B. P. 

lO.  Q,  to  K.B.  third,  and  ought  to  win. 

In  the  second  place^ 

7.  K.Kt,  takes  K.B. P. 
^  Q.  to  Q.Kt.  third.  8.  Q.Kt.  to  K.  second. 

9.  K.B.  to  K.R.  fifth.  9.  K.Kt.P.  one  square. 

M  2 
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10.  K.Kt.  takes  K.P.  10.  Q.P.  two  squares. 

11.  E.R.  to  K.B.  square.       11.  P.  takes  KB. 

12.  Q.P.  one  square,  and  wins  easily. 

In  the  third  place  J 

7.  K.B.  takes  KB.P.+ 

8.  £[.  to  K.  second.  8.  Q.Et.  to  K.  second. 

9.  Q.  to  Q.Kt.  third.  9.  KB.  to  Q.B.  fourth. 
10.  KB.  to  KR.  fifth,  having  evidently  a  fine  game. 

SECOND   DEFENCE. 

5.  Q-P*  two  squares. 

6.  K.  P.  takes  P.  6.  K.  Kt  takes  P. 

7.  Q.  to  Q.Kt  third.  7.  K  he  play  Q.Kt   to  I 

second,  you  check  at  Q.  Kt.  fifth,  winning  K  B.     But 

Q.B.  to  K  third. 

8.  Q.  takes  KKt.P.  8.  KKt  to  K  second. 

9.  KB.  takes  B.  9.  KB. P.  takes  B. 

The  game  is  in  favour  of  the  White. 

THIRD   DEFENCE. 

5.  K.  castles. 

6.  K  castles.  6.  The  best  move  is  Q.  P.  on 

square  ;  but  suppose  he  ^lays 

R.  to  K  square. 

7.  KKt.  to  its  fifth.  7.  Q.P.  two  squares. 

8.  P.  takes  P.  8.  Kt.  takes  P. 

9.  Q.  to  KR.  fifth.  9.  If  he  play  KKt  to  I 

third,  he  will  be  checkmated  in  three  moves.     But  if 

K.R.P.  one  square. 

10.  Q.  takes  K.B.P.+  10.  K  to  KR.  square. 

11.  KB.  takes  Kt.  11.  Kt.  to  K  second. 

12.  KB.  toQ.B.  fourth.        12.  Q.B.  to  KB.   fourtL 

13.  Q.  to  KR.  fifth,  and  wins  easily. 
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TWENTY-FIFTH  GAME. 

1.  K.P.  tiKo  squares.  1.  K.P.  trco  squares. 

2.  K.Kt.  to  K.B.  third.  2.  Q,Kt.  to  Q.B.  third. 

3.  K.B.  to  Q.B.  founh.  3.  K.B.  to  Q.B.  fourth. 

4.  Q.  B.  P.  one  square.  4.  K.  Kt.  to  K.  B.  third. 
^.  Q.P.  two  squares. 

No.  I. 

5.  K  he  play  K.B.  to  K. 
second,  you  take  P.  with  P.,  in  order  afterwards  to 
pky  Q.  to  Q.  fifth.  If  he  play  K.  B.  to  Q.  third,  you 
equally  take  the  Pawn,  and  the  position  will  be  similar 
to  one  in  the  Second  Game,  Third  Defence,  which  see. 
But  if  he  play 

K.B.  to  Q.Kt.  third. 
€.  Q.P.  takes  P. 

FIRST   DEFENCE. 

6.  KKt.  takes  K.P. 

7.  Q.  to  Q.  fifth.  7.  K.B.  takes  K.B.P.+ 

8.  K.  to  K.  second,  and  wins  easily,  because  Black  must 

evidently  either  lose  a  piece  or  be  checkmated. 


SECOND  DEFENCE. 

6.  K.Kt.  to  K.R.  fourth. 

7.  KB.  takes  KB.P.+  7.  K.  takes  K.B. 

8.  KKt.  to  K.Kt.  fifth.+       8.  If  he  play  K  to  K.Kt. 

square,  you  will  checkmate  him  in  two  moves.  If  he 
play  K.  to  K.  Kt.  third,  you  should  play  Q.  to  K.  Kt. 
fifth,  winning  easily.  Finally,  if  he  play  K.  to  K.  square, 
you  take  K.  Kt.  with  Q.,  and  have  much  the  best  of  the 
game. 
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THIRD   DEFENCE. 

6.  K.Kt.  to  KKt.  fiftb. 

7.  KB.  takes  K.B.P+  7.  K.  to  K.B.  square. 

8.  Q.B.  to  KKt.  fifth. 

In  the  first  placet 

8.  KB.  takes  KB.P.^- 

9.  K  to  K  second.  9.  Q.Et.  to  K  second. 

10.  Q.  to  Q.Kt.  third.  10.  KB.  to  Q.Kt.  third. 

11.  KB.  to  KR.  fifth,  winning  a  piece. 

In  the  second  place, 

8.  KKt.  takes  KB.P. 
9.  Q.  to  Q-Kt.  third.  9.  Q.Kt.  to  K  second. 

10.  KB.  to  KR.  fifth.  10.  K.Kt. P.  one  square. 

11.  KR.  to  KB.  square.      11.  P.  takes  KB. 

12.  KKt.  to  Q.  fourth.         12.  KB.  takes  K.Kt. 

13.  P.  takes  K.  B.,  will  afterwards  take  K  Kt,  and  win  easil 

No.  II. 

5.  KP.  takes  P. 

6.  It  would  not  be  good  play  to  take  P.  with  P.,  because  1 

would  check  with  KB.,  and  afterwards  advance  Q.! 
two  squares,  in  order  to  separate  your  centre  Pawi 
It  is  better  to  play 
KP.  one  square. 

FIRST   DEFENCE. 

6.  K.  Kt.  to  its  fifth. 

7.  You  may  take  P.  with  Q.  B.  P.,  or  play 
KB.  takes  K.B.P.+  7.  K  takes  KB. 

8.  KKt.  checks.  8.  K.  to  K  square. 

9.  Q.  takes  K  Kt  9.  Q.  Kt  takes  P. 

10.  Q.  to  K.  fourth.  10.  Q.  to  K.  second. 

11.  K  castles. 

The  position  of  the  White  is  far  superior  to  that  of  tl 
Black,  who  however  has  a  Pawn  more. 
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SECOND   DEFENCE. 

6.  If  he  play  K.  Kt.  to  K.  R. 
fourtli,  you  should  move  K.  Kt.  to  its  fifth,  threatening 
K.  Kt.,  and  al&o  K.  B.  P.     But  suppose 

Q.  P.  two  squares. 

7.  KB.  to  Q.Kt.  fifth.  7.  K.Kt  to  K.  fifth. 

8.  K  B.  takes  Q.  Kt  8.  Q.  Kt.  P.  takes  B. 

9.  Q.  B.  P.  takes  P.  9.  K.  B.  checks. 

10.  Q.B.  to  Q.  second.  10.  K.B.  takes  Q.B.+ 

11.  Q.Kt.  takes  K.B.  11.  If  he  play  Q.B.  to  Q.  R. 

third,  to  prevent  your  castling,  you  may  play  Q..to 
Q.  B.  second.  K  he  play  P.  to  Q.  B.  fourth,  you  may 
castle,  having  a  better  position  than  the  Black. 

THIRD   DEFENCE. 

6.  Q.  to  K.  second. 

7.  K.  castles.  7.  If  he  take  P.  with  Q.  Kt, 

you  will  win  a  piece  by  playing  K.  R.  to  K.  square.  If 
he  play  K.Kt.  to  its  square,  you  take  P.  with  Q.B.P. 
If  he  play  K.  Kt.  to  K.  R.  fourth,  you  first  take  P.  with 
Q.B.P.,  and  afterwards  play  K.Kt  to  its  fifth.  But 
suppose 

In  the  first  place^ 

K.  Kt  to  K.  fifth. 

8.  Q.B.P.  takes  P.  8.  K.B.  to  Q.Kt  fifth. 

9.  Q.R.P.  one  square.  9.  K.B.  to  Q.R.  fourth. 
10.  Q.  Kt  P.  two  squares.         10.  KB.  to  Q.Kt  third. 

H.  K.B.  to  Q.  fifth,  winning  K.Kt.  ;  for  if  he  defend  it 
with  K.  B.  P.,  you  take  en  passant^  and  he  must  lose 
the  Knight. 

In  the  second  placBy 

7.  K.  Kt.  to  its  fifth. 

8.  Q.B.P.  takes  P.  8.  If  he  play  K.B.  to  Q.Kt 

tliird,  you  play  K.R.P.  one  square,  and  afterwards 
QpKt.  to  Q.B.  third.     But  suppose 
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Q.Kt.  takes  Q.P. 
9.  K  Kt.  takes  Q.  Kt.  9.  Q.  to  K.  R.  fifth. 

10.  Q.B.  to  KB.  fourth.       10.  K.Kt  takes  KR.P. 

11.  Q.B.  takes  K.Kt.  11.  KB.  takes  Kt. 

12.  Q.  to  K.  second,  and  you  have  the  best  of  the  game^ 

having  won  a  piece  for  two  pawns. 

FOURTH  DEFENCE. 

6.  KKt  to  K  fifth. 

7.  KB.  to  Q.  fifth.  7.  If  he   play  KB. P.  two 

squares,  jou  should  take  P.  with  Q.B.P.,  and  if  he 
then  check  with  KB.,  you  interpose  Q.B.     But  if 

KKt.  takesKB.P. 

8.  K  takes  KKt,  8.  P.  takes  Q.B.P.+ 

In  tfie  first  place, 

9.  K  to  K  square.  9.  P.  takes  Q.Kt.P. 
10.  Q.B.  takesP. 

In  this  position  it  appears  to  me  that  White  has  rather  the 
best  of  the  game,  though  some  eminent  authors  call  it  an 
even  game.  The  ninth  move  of  the  White  has  hitherto 
been  considered  the  best,  and  in  Lolli,  page  277,  it  is 
stated  that  to  play  K.  to  B.  square,  to  K.  second,  or  to 
K.  Kt.  third,  would  be  wrong :  the  last  move  has,  however, 
been  defended  in  a  work  of  great  merit,  entitled  "An 
Analysis  of  the  Muzio  Gambit,"  &c.  published  at  Madras 
in  1829 ;  and  the  following  moves  are  extracted  from  it. 

Jn  the  second  place, 

9.  K.  to  K.  Kt.  third.  9.  P.  takes  Q.  Kt.  P. 

10.  Q.B.  takesP.  10.  Q.Kt.  to  K  second. 

FIRST    METHOD. 

11.  KR.P.  one  square.  11.  Kt.  to  KB.  fourth."'" 

12.  K  to  KK.  second.  12.  K.B.  to  its  seventh. 
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13.  E.Kt.P.  two  squares. 

14.  E.  to  K.  Kt.  square. 

15.  Q.  to  Q.  third. 

16.  Q.  takes  Kt. 

17.  E.  to  K.  Kt  second. 

18.  Q.Kt.  to  Q.B.  third. 

19.  Q^  to  Q.  fourth. 

20.  Q.Et.  to  K  fourth. 

21.  Q.R.  to  Q.  square. 

22.  E.P.  one  square. 

23.  E.P.  takes  P. 

24.  K.R,  to  KB.  square. 

25.  Q.  takes  Q.B. 

26.  Q.  to  K.  sixth.+ 


13.  K.  B.  to  K.  Kt.  sixth.+ 

14.  Kt  to  K.  sixth. 

15.  Kt  takes  K.B. 

16.  K.  castles. 

17.  K.B.  to  its  fifth. 

1 8.  Q.  R.  to  Q.  Kt  square.  (A.) 

19.  K.B.  to  K.Kt  fourth. 

20.  K.B.  to  K.  second. 

21.  Q.KtP.  one  square. 

22.  K.B.P.  one  square. 

23.  Q.B.  to  Q.Kt  second. 

24.  Q.B.  takes  Kt 

25.  KB.  to  Q.  third. 

26.  If  he  interpose  K.  B.,  you 


play  Kt.  to  K.  Kt  fifth ;  therefore, 

K  to  R.  square. 


27.  Kt.  to  Q.  fourth. 

28.  Kt  to  Q.B.  sixth. 

29.  P.  becomes  a  Queen. 

30.  Kt  takes  KR. 


31.  Q.  to  Q.  fifth,  and  wiU  win. 

(A.) 

18. 

^9.  Q.R.  to  Q.  square.  19. 

20.  Q.  to  Q.  fourth.  20. 

21.  Q.Kt  to  K.  fourth.  21. 

22.  K.P.  takes  P.  22. 

23.  Q.Kt  takes  K.B.+  23. 

24.  Q.  takes  Q.  24. 

25.  P.  takes  Q.B.P.  25. 

26.  Q.B.  takes  P.  26. 

square,  you  check  with  Q.  R, 
square,  you  play  R.  to  Q.  R. 

2^-  R.  to  Q.  eighth.  27. 

28-  K.R.  to  Q.  square.  28. 

29.  B.  to  K.  seventh.  29. 


27.  Q.R.  to  Q.Kt  second. 

28.  Q.  to  Q.R.  square. 

29.  KR.  takes  Q. 

30.  R.  to  Q.Kt  square.  + 


Q.P.  one  square. 
Q.B.  to  K.  third. 
KB.  to  KKt  fourth. 
KB.  to  K  second. 
KB.  to  its  third. 
Q.  takes  Kt. 
KKt  P.  takes  Q. 
B.  takes  Q.R.P. 
If  he  play  KR.  to  Q.B. 
.    Ifheplay  Q.R.  toQ.B. 
square,  and  win.     But  if 
B.  to  K  third. 
Q.R.P.  two  squares. 
Q.R.  to  Q.B.  square. 
KR.  to  K.  square. 
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30.  B.  takes  K.R+  30.  B.  takes  R. 

31.  B.  to  Q.  eighth,  and  wins  easily. 


SECOND    METHOD. 


11.  K.B.  to  K.  fourth. 

12.  P.  takes  P.  en  passant 

13.  K.  to  B.  second. 

14.  Q.B.  to  Q.  fourth. 

15.  Q.  takes  B. 

16.  E.Kt.  takes  Q. 

17.  K.B.  to  K.  square. 

18.  Q.Kt.  to  Q.B.  third. 

19.  Q.Kt.  to  Q.B.  fourth. 

20.  K.B.  to  Q.  square. 

21.  Q.B.  to  Q.Kt.  square. 

22.  K.B.  to  Q.  second. 

23.  Q.Kt  to  Q.B.  fifth. 

24.  K.Kt.  to  K.B.  third. 

25.  B.  takes  B.+ 

26.  K.  takes  B. 

27.  Kt.  to  Q.B.  sixth. 

28.  B.  takes  Kt. 

29.  B.  to  Q.Kt.  fifth. 


11.  Q.P.  two  squares. 

12.  KB.  takes  P.+ 

13.  KB.  to  Q.B.  fourth.  + 

14.  KB.  takes  B.+ 

15.  Q.  takes  Q.+ 

16.  K.  castles. 

17.  Kt.  to  KKt.  third. 

18.  Q.B.P.  one  square. 

19.  K.R.  to  Q.  square. 

20.  Q.R.  to  Q.Kt.  square* 

21.  Q.B.  to  KKt.  fifth. 

22.  Kt  to  K.  second. 

23.  Q.B.P.  one  square. 

24.  B.  takes  KKt 

25.  R.  takes  B. 

26.  Q.Kt.P.  one  square. 

27.  Kt.  takes  Kt 

28.  R.  to  Q.B.  square. 

29.  R.  to  Q.R.  square. 


30.  B.  to  Q.R.  sixth,  and  will  win,  because  Black  canJ 
advance  the  Pawns  on  the  Queen's  side,  and  YTb 
will  bring  forward  the  King  and  Book. 


TWENTY-SIXTH  GAME. 


IBttte. 

1.  K,P.  two  squares. 

2.  K.  Kt,  to  K,  B.  third, 
a.  K,B.  to  Q,B,  fourth. 
4.  Q.  B,  P.  one  square. 


ISIack. 

1 .  K,  P,  two  squares, 

2.  Q,  Kt,  to  Q.  B.  third, 

3.  K,B,  to  Q.B.  fourth. 

4.  Q.  to  KB.  thiixL 
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6.  K.  castles.  5.  If  he  play  Q.  P.  one  square, 

you  also  plaj  Q*P.  one  square,  as  in  the  nineteentli 
game.     But  if 

K.Kt.  to  K.  second. 

6.  Q.P.  two  squares. 

In  tlie  first  placet 

6.  KB.  to  Q.Kt.  third. 

7.  Q.B.  to  K.Kt.  fifth.  7.  If  he  pky  Q.   to   KKt. 

third,  you  should  take  K.  Kt.  with  Q.  B.  ;  if  he  retake 
with  Q.  Kt,  you  take  K.  P.  with  K.  Kt.  ;  but  if  he 
retake  with  K.,  you  advance  Q.  P.,  and  afterwards  take 
IL  P.,  having  a  fine  attack  :  therefore, 

Q.  to  Q.  third. 

8.  Q.  to  Q.Kt.  third.  8.  K.  castles. 

9.  4?.  takes  P.  9.  Q.Kt.  takes  P. 

^0.  Q.Kt.   to   Q.   second,    and   your    position   is  certainly 
superior  to  the  Black's. 

In  the  second  place, 

6.  K.P.  takes  P. 

'•  Q.B.  to  KKt.  fiftii.  7.  Q.  to  Q  third. 

S-  Q.B.  takes  KKt  8.  If  he  take  Q.B.  with  K, 

you  play  K.P.  one  square,  (he  cannot  take  it  without 
losing  a  piece,)  and  afterwards  take  P.  with  Q.B.P. 
If  he  take  Q.  B.  with  either  Q.  Kt,  or  Q.,  you  take  P. 
with  Q.  B.  P.,  having  the  best  of  the  game,  in  conse- 
quence of  your  two  centre  Pawns. 


TWENTY-SEVENTH  GAME. 
ISaittf.  ISIarft. 

^«  K,P,  two  squares,  1.  K,P.  two  sqtuires. 

2.  K.  Kt.  to  K.  B.  third.  2.   Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.  fourth. 
^-  Q.B. P.  one  square.  4.  Q.  to  K  second. 
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This  move  of  Q.  to  K.  second  was  formerly  considered 
decidedly  the  best  move  that  could  be  played^  and  effec- 
tually preventing  the  White  from  advancing  Q.P.  two 
squares.  I  am  far  from  supposing  it  to  be  a  bad  move, 
but  it  certainly  does  not  prevent  the  advance  of  your  Q.P- 
two  squares,  as  will  be  shown  in  the  Twenty-Ninth 
Game.     At  present  I  shall  suppose  you  to  play 

5.  K.  castles.  5,  Q.P.  one  square. 

6.  Q.P.  two  squares.  6.  K.B.  to  Q.Kt.  third. 

7.  Q.B.  to  K.Kt.  fifth.  7.  KB. P.  one  square. 

8.  Q.B.  to  K.R.  fourth.  8.  If  he    play   Q.B.   to  K. 

third,  you  should  take  with  K.B.,  and  then  advance 
Q.P.  winning  a  piece.  Perhaps]  the  best  move  is  to 
play  K.  Kt.  to  R.  third,  and  afterwards  to  K.  B.  second. 
But  suppose  he  plays 

K.KtP.  two  squares. 

9.  K.Kt  takes  K.KtP.         9.  P.  takes  KKt. 

10.  Q.  to  K.R.  fifth.+  10.  K.  to  Q.  second. 

11.  Q.B.  takes  P. 

FIRST   DEFENCE. 

11.  Q.  to  K.Kt.  second. 

12.  K.B.  to  K.  sixth.+  12.  K.  takes  B. 

13.  Q.  to  K.  eighth.^  13.  Kt.  or  Q.  interposes. 

14.  Q.P.  checkmates. 

SECOND    DEFENCE. 

11.  Q.  to  K.B.  square. 

12.  K.B.  to  its  seventh.  12.  Q.Kt.  to  K.  second. 

13.  Q.P.  takes  P.  13.  Q.P.  takes  P. 

14.  K.R.  to  Q.  square.+  14.  K.  to  Q.B.  third. 

15.  KB.  to  K.  eighth  +  15.  K.  to  Q.B.  fourth. 

16.  Q.B.  to  K.  third.+  16.  K.  to  Q.B.  fifth. 

17.  Q.KtP.  checkmates. 

This  game  is  extracted  from  Greco's  Treatise,  a  wo'^^ 
not  duly  appreciated  by  the  Chess  players  of  the  pres^^^ 
day,  though  it  is  one  of  the  most  ingenious. 
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TWENTY-EIGHTH  GAME. 


1.  K*P.  two  squares. 

2.  KKttoK.B,  third. 

3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  B.  P.  one  square. 

5.  K.  ceutles. 

6.  Q.  P.  two  squares. 
1.  Q.B.P.  takes  P. 

8.  Q.Kt.  to  Q.B.  third. 


ISlarit. 

1.  K.P.  two  squares. 

2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth. 

4.  Q.  to  K.  second, 
o.  Q,P.  one  square. " 

6.  K.P.  takes  P. 

7.  K.B.  to  Q.Kt.  third. 

8.  If  he  play  K.Kt.  to  B. 
third,  see  the  "  First  Variation."     But  suppose  he  plays 

Q.B.  to  K.Kt.  fifth. 
9.  Q.Kt.  to  Q.  fifth.  9.  K  he    take    K.Kt.   with 

Q.  B.,  see  the  "  Second  Variation."    But  if 

Q.  to  Q.  square. 

10.  Q.R.P.  takes  Kt. 

11.  Q.B.  to  Q.  second. 

12.  K.Kt.  to  K.R.  third. 

13.  K.  castles. 

14.  If  he   play    Q.   to  K.B. 
third,  you  should  play  Kt.  to  K.  B.  third.     But  if 

Q.Kt.  to  K.R.  fourth. 

15.  K.B.  to  Q.  fifth.  15.  Q.B.P.  one  square. 

16.  KB. P.  one  square.  16.  Q.B.P.  takes  B. 

17.  Q.  to  K.R.  fifth.  17.  If  he  pky  K.KtP.  one 

square,  you  will  win  the  Queen,  or  checkmate.     But  if 

« 

In  the  first  pUice, 

K.Kt.P.  takes  P. 

18.  Kt.  takes  K.R. P.  18.  K.  takes  Kt. 

19.  Q.B.  takes  Kt.  19.  K.R.  to  its  square. 
^O.  Q.  takes  K.B.P.+            20.  K.  takes  B. 

21.  Checkmates  in  eight  moves. 


10.  Q.Kt.  takes  K.B. 

11.  K.R. P.  one  square. 

12.  Kt  to  K.Kt.  fifth. 

13.  K.B.P.  two  squares. 

14.  K.B.P.  one  square. 
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In  the  second  place, 

17.  Q.Kt.  to  Q.B.  third. 

18.  K.B.P.  takes  P.  18.  K.  takes  P. 

19.  Kt.  takes  K.R.P.  19.  K.  takes  Kt. 

20.  Q.B.  takes  Kt.  20.  KB. P.  one  square. 

21.  Q.B.  takes  R.+  21.  K.  to  Kt  square. 

22.  Q.  to  K.Kt.  sixth.+  22.  K.  takes  B. 

23.  K.R.  takes  P.,  checks,  and  wins  easily. 

FIRST  VARIATION, 

BEOINNIKO  AT  THE   EIGHTH  MOVE  OF  THE  BLACK. 

8.  KKt  to  KB.  third. 
9.  Q.Kt.  to  Q.  fifth.  9.  K  he  take  Q.Kt.  he  ¥ 

lose  a  piece ;  therefore, 

Q.  to  Q.  square. 

10.  Q.B.  to  KKt.  fifth.         10.  Q.B.  to  K.Kt  fifUi. 

11.  KP.  one  square.  11.  Q.P.  takes  P. 

12.  Q.P.  takes  P. 

FIRST   DEFENCE. 

12.  KR.P.  one  square. 

13.  P.  takes  Kt.  13.  P.  takes  Q.B. 

14.  P.  takes  KKt  P.  14.  KR.  to  KKt  square. 

15.  Q.  to  K  second."*"  15.  If  he  plajK  to  Q.  seco: 

you  take  K.  B.  with  Kt,  checking,  &c.     But  if 

Q.B.  interposes. 

16.  Q.Kt  takes  KB.  16.  Q.R.P.  takes  Kt 

17.  KB.  takes  B.  17.  P.  takes  KB. 

18.  Q.  takes  P.+  18.  Kt.  interposes. 

19.  KR.  to  K  square.  19.  KR.  takes  P. 

20.  Q.R.  to  Q.  square.  20.  Q.  to  Q.B.  square. 

21.  Q.  to  KB.  sixth.  21.  KR.  to  KB.  second. 

22.  Q.  to  KR.  eighth.+         22.  KR.  interposes. 

23.  KR.  takes  Kt.+  23.  K  takes  KR. 

24.  R.  to  K.  square,  checks,   and  will  checkmate  in  a  ^ 

moves. 
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SECOND   DEFENCE. 

12.  Q.B.  takes  K.Et 

13.  Q.  takes  B. 

In  the  first  place , 

13.  Q.Kt.  to  Q.  fifth.* 

14.  Q.  to  Q.  third.  14.  Q.Kt.  to  K.  third. 

15.  P.  takes  KKt.  15.  Kt.  takes  Q.B. 

16.  P.  takes  KKt. P.  16.  K.R.  to  KKt.  square. 

17.  KR.  to  K  square.+  17.  Kt.  to  K  third. 

18.  Q.  takes  K.R. P.  18.  K  to  Q.  second. 

19.  Kt  takes  KB.,  checks,  and  wins. 

In  the  second  placcj 

13.  KR. P.  one  square. 

14.  Tou  may  take  Kt  with  Kt.,  and  then  take  P.  with  Q.  B., 

winning,  or  you  may  play 

P.  takes  KKt  14.  P.  takes  Q.B. 

15.  P.  takes  KKt  P.              15.  KR.  to  KKt  square. 
16-  Kt  to  KB.  sixth.+          16.  K  to  K  second. 

!'•  K.R.  checks,  and  wins  in  a  few  moves. 

SECOND  VARIATION, 

BEOINHINO   AT  THE  NINTH   MOVE   OF  THE  BLACK. 

9.  Q.B.  takes  Kt 
10-  Q.  takes  Q.B. 

FIRST  DEFENCE. 

10.  Q.Kt  takes  P. 
^1-  Q.  to  Q.  third.  11.  Q.  to  K  fourth. 

^2-  (iB.  to  KB.  fourth.        12.  Q.  to  KR.  fourth. 
1^-  Q.Kt  takes  KB.,  and  wins. 

SECOND   DEFENCE. 

10.  Q.  to  Q.  second. 
^^-  Kt  takes  KB.  11.  Q.B.P.  takes  Kt 
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12.  Q.  to  K.Kt.  third.  12.  K  he  play    KB. P.   one 

square,  see  the  "  Third  Variation."     But  if 

K.  Kt.  P.  one  square. 

13.  Q.B.  to  KB.  fourth. 

In  tlie  first  place, 

13.  Q.R.  to  Q.  square. 

14.  Q.P.  one  square.  14.  K  he  plaj  Q.Kt.  to  Q.R. 

fourth,  you  should  play  K  B.  to  Q.  third.     But  if 

Q.Kt.  to  K  second. 

15.  KP.  one  square.  15.  P.  takes  KP. 

16.  Q.B.  take  P.  16.  KB. P.  one  square. 

17.  Q.P.  one  square.  17.  If  he  play  Q.Kt.  to  KB. 

fourth,  you  move  Q.  to  Q.  B.  third.     But  if 

Q.Kt.  to  Q.B.  third. 

18.  Q.B.  to  KB.  fourth.        18.  KKt.P.  one  square. 

19.  Q.B.  takes  KKt.P.         19.  Q.  takes  P. 

20.  Q.B.  to  KB.  fourth.        20.  Q.  to  KB.  square. 

21.  KK.  to  K  square.'*'         21.  KKt  interposes. 

22.  Q.  to  KKt.  fourth.  22.  If  he   play   Q.R.P.   two 

squares,  you  will  checkmate  in  three  moves  ;  therefore, 

Q.R.  to  Q.  fifth. 

23.  Q.  to  KR.  fifth.  +  23.  K  to  Q.  square. 

24.  Q.R.  to  Q.  square.  24.  Q.  to  K  square. 

25.  KB.  to  its  seventh.         25.  1£  he    play    Q.   to   KB. 

square,  you  would  play  Q.  B.  to  K.  R.  sixth  :  therefore, 

Q.  to  Q.  second. 

26.  KB.  to  K.  sixth.  26.  Q.  to  K  square. 

27.  Q.  to  Q.Kt.  fifth.  27.     If  he  play  Q.  to  KB. 

square,  or  to  K.  Kt.  third,  you  take  R.  with  R.     But  if 

KR.  to  KB.  square. 

28.  Q.  to  Q.B.  fourth.  28.  R.  takes  R. 

29.  K.R.  takes  R.,   checks,   and  will   checkmate  in   three 

moves. 

In  the  second  plcu^e^ 

13.  K  castles. 
14.  Q.  to  Q.B.  third.  14.  If  he  play  K  to   Q.Kt 

square,  you  will  play  Q.  P.  one  square.     But  if 
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16.  Q.R.  to  Q.B.  square. 

16.  K.B.  to  Q.Et.  fifth. 

17.  KB.  takes  Q.Kt 

18.  Q.P.  one  square. 

19.  Q.P.  takes  P. 

20.  E.R.  to  Q.  square. 

21.  Q.  takes  P. 


Q*  to  Q.B.  second. 

15.  K.  to  Q.Et.  square. 

16.  Q.  to  K.  second. 

17.  P.  takes  KB. 

18.  KB. P.  one  square. 

19.  Q.  to'Q.B.  second. 

20.  KKt.  to  K  second. 

21.  KR.  to  KB.  square. 


22.  Q.  takes  Q.P.,  and  wins  easily. 


THIRD  VARIATION, 


BEOUmilCa   AT   THE   TWELFTH   MOVE   OP  THE  SECOND  VARIATIOM. 


13.  Q.B.  to  KB.  fourth. 


12.  KB. P.  one  square. 


FIBST  DEFENCE. 


14.  Q.R.  to  Q.  square. 

15.  Q.R.P.  one  square. 

16.  Q.B.  to  its  square. 

17.  KB. P.  two  squares. 

18.  Q.P.  one  square. 

19.  Q.Et.P.  two  squares. 

20.  Q.B.  to  Q.Et.  second. 

21.  KB. P.  one  square. 

22.  Q.  to  Q.  third. 

23.  KEt.P.  two  squares. 

24.  KKt. P.  one  square. 

25.  KKt. P.  takes  P.+ 

26.  Q.R.  to  K  square. 

27.  KP.  one  square. 


13.  Q.R.  to  Q.  square. 

14.  KKt. P.  one  square. 

15.  K  to  KB.  square. 

16.  K  to  KKt  second. 

17.  KKt.  to  KR.  third. 

18.  Q.Kt.  to  K  second. 

19.  KR.  to  KB.  square. 

20.  Q.Kt  to  KKt  square. 

21.  Q.R.  to  K  square. 

22.  Q.R.P.  one  square. 

23.  KKt  to  KB.  second. 

24.  KR.P.  two  squares. 

25.  K  to  R.  second. 

26.  KKt  to  KR.  third. 


In  the  first  pliice. 


28.  P.  to  KB.  fifth. 

29.  KP.  one  square. 


27.  Q.  to  Q.B.  square. 

28.  KKt  takes  P. 

29.  QKt.  takes  P. 


N 
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30.  K.R«  takes  Kt.  30.  P.  takes  R. 

31.  Q.  takes  P.+  31.  K.  to  Kt  second. 

32.  Q.  to  K.Kt.  fiftli.+  32.  If  he  play  K  to  B.  second, 

he  will  be  checkmated  in  four  moves  ;  therefore, 

K.  to  B.  square. 

33.  Q.B;  takes  Kt.,  checks,  and  wins  easily. 

In  the  second  places 

27.  Q.  to  KB.  fourth. 

28.  Q.  to  K.Kt.  third.  28.  Q.  to  Q.B.  square. 

29.  P.  to  K.B.  fifth.  29.  K.Kt.  takes  P. 

30.  K.R.  takes  Kt.  30.  Q.  takes  B. 

31.  K.B.  to  Q.  third,  and  will  easily  win. 

SECOND   DEFENCE. 

13.  K.  castles. 

14.  KB.  to  Q.Kt  fifth.         14.  K  to  Q.Kt  square. 

15.  It  would  be  bad  play  to  move  Q.P.  one  square,  becaus* 

he  would  play  Q.  Kt.  to  Q.  fifth.     The  best  move  is 

Q.  to  Q.  third.  15.  Q.  to  KKt  fifth. 

16.  Q.B.  to  KKt.  third.  16.  KKt.  to  K  second. 

17.  KB. P.  one  square.  17.  Q.  to  KKt  third. 

18.  Q.R.P.  two  squares.  18.  KB. P.  two  squares. 

19.  Q.B.P.  one  square.  19.  P.  takes  Q.B.P. 

20.  Q.P.  one  square.  20.  Q.Kt  to  its  fifth. 

21.  Q.  to  Q.Kt  third.  21.  Q.KtP.  one  square. 

22.  Q.B.  to  K  square.     *  22.  KKt  to  Q.B.  square. 

23.  Q.B.  takes  Q.Kt  23.  P.  takes  Q.B. 

24.  Q.  takes  P.  24.  Q.  to  KB.  second. 

25.  KB.  to  Q.B.  square.  25.  KKt. P.  two  squares. 

26.  KB.  to  Q.B.  fourth.  26.  KB.  to  its  second. 

27.  Q.B.  to  Q.B.  square,  and  will  win. 

This  game  and  the  variations  are  taken  from  a  volume 
of  63  pages,  printed  at  Madras  in  1829,  and  entitlec 
^^  Analysis  of  the  Muzio  Gambit,  and  Match  of  two  Grame 
at  Chess  played  between  Madras  and  Hyderabad,  witl 
Remarks  by  Ghulam  E^assim,  of  Madras,  who  had  thi 
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chief  direction  of  the  Madras  Oames,  and  James  Cochrane, 
Esq.,  of  the  Madras  Civil  Service."  This  is  a  valuable 
work,  of  which  I  have  largely  availed  myself,  particularly 
in  the  new  and  skilful  Analysis  of  the  Muzio  Gambit 


TWENTY-NINTH  GAME. 

1.  K,P,  two  squares.  1.  K,P,  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt,  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.  fourth. 

4.  Q.B. P.  one  square.  4.  Q.  to  K.  second. 
4.  Q.P.  two  squares.  5.  K.P.  takes  P. 

6.  K  castles.  6.  P.   takes   P.  ;  instead  of 

lliis  move  he  may  play  Q.  Et.  to  E.  fourth :   see  the 
Thirtieth  Game. 

7.  Q.Et.  takes  P.  7.  K  he  play  E.Et.  to  E.B 

third,  you  should  advance  E.  P.     But  if 

Q.P.  one  square, 
a  Q.Et.  to  Q.  fifth. 

No.  I. 

8.  Q.  to  her  square. 

9.  Q.  Et  P.  two  squares.         9.  If  he  play  E.  B.  to  Q.  Et. 

third,  see  the  Variation  :  suppose  he  now  plays 

E.B.  takes  P.,   it  is  evi- 
dent that  if  he  take  P.  with  Q.  Et.  he  loses  a  piece. 

10.  Q.Et  takes  B.  10.  Q.Et  takes  Et 

n.  Q.  to  Q.Et  third.  11.  Q.Et  to  Q.B.  third. 

12.  Q.B.  to  Q.Et  second. 

FIRSt   DEFENCE. 

12.  Q.Et  to  E.  fourth. 

13.  E.Et  takes  Q.Et  13.  Q.P.  takes  Et 

N  2 
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14.  KB.  takes  KB.P.*^        14.  E.  to  K  second. 

15.  Q.B.  checks.  15.  K  to  B.  third. 

16.  Checkmates  in  three  moves. 

SECOND   DEFENCE.  ^'^ 

12.  K.Et.  to  B.  third. 

13.  K.B.  takes  P.+ 

In  the  first  place^ 

13.  K.  to  K.  second. 

14.  K.P.  one  square.  14.  If  he  take  P.  with  P.,  y< 

check  with  Q.B.     If  he  take  it  with  Q.Kt,  jou  ta! 
his  Kt  with  yours.    But  if  he  play 

Q.P.  one  square. 

15.  KEt.  to  its  fifth.  15.  E.R.P.  one  square. 

16.  Q.B.  checks.  16.  E.  to  Q.  second. 

17.  P.  checkmates. 

In  the  second  places 

13.  E.  to  B.  square. 

14.  E.P.  one  square. 

I^IRST   METHOD. 

14.  P.  takes  P. 

15.  Q.B.  checks.  15.  Q.Et.  to  E.  second. 

16.  Q.R.  to  Q.  square.  16.  Q.B.  to  Q.  second. 

17.  E.Et.  takes  P.  17.  Q.  to  Q.B.  square. 

18.  E.B.  to  E.Et.  sixth.       18.  Q.B.  to  E.  third. 

19.  Q.R.  checks.  19.  Q.  takes  Q.R. 

20.  Q.  takes  Q.B.  and  wins. 

SECOND  METHOD. 

14.  Q.Et  takes  P. 

15.  Et.  takes  Et.  15.  Q.  to  K  second. 

16.  E.B.  to  E.Et.  sixth. 

In  the  first  places 

16.  Q.B.  to  E.  third. 

17.  Q.  takes  Q.Et.P.  17.  Q.B.  to  Q.  fourth. 
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18.  Kt.  to  Q.R  dxth.  18.  Q.B.  takes  Et. 

19.  Q.  takes  R,  and  wins  easilj. 

In  the  second  place^ 

16.  Q.  to  K.  third. 

17.  Q.  to  Q.R.  third.  17.  Q.B.P.  two  squares. 

18.  Kt.  to  KB.  seventh.        18.  KR.  to  Kt.  square. 

19.  Kt.  to  K.Kt  fifth.  19.  Q.  to  K.Kt.  fifth. 

20.  Q.  to  Q.  third,  and  wins  easily. 

THIBD  METHOD. 

14.  K.Kt.  to  K.Kt  square. 

15.  P.  takes  Q.P.  15.  P.  takes  P. 

16.  K.B.  to  K.  square.  16.  Ifheplay  KttoK.  second, 

you  may  play  Q.  to  Q.  B.  third.     But  if 

Q.B.  to  Q.  second. 

17.  K.B.  takes  Kt.  17.  R.  takes  B. 

18.  Kt.  to  K  fifth.  18.  K  he  take  Kt.  with  P.,  you 

check  with  Q.  B.,  and  then  take  P.  with  R.  K  he  play 
Q.B.  to  K.  square,  you  win  the  Queen  by  checking  at 
K.  B.  third  :  therefore, 

Kt.  takes  Kt. 

19.  R.  takes  Kt  19.  R.  to  KR.  square. 

20.  Q.  to  KB.  third.-^  20.  K.  to  Kt  square. 

21.  Q.  to  Q.  fifth.+  21.  K  to  B.  square. 

22.  Q.  takes  P.,  checks,  and  wins  in  a  few  moves. 


VARIATION, 

BEaiMlltlfa  AT   TUB   NINTH   MOVB  OP  THE  BLACK. 

9SB%iU.  BUciL 

1.  K.P.  two  squares.  I.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.  fourth. 

4.  Q.  B.  P.  one  square^  4.   Q.  to  K.  second. 

5.  Q.  P.  two  squares.  5.  P.  takes  P. 
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6.  CasOes.  6.  P.  takes  P. 

7.  Q.Kt  takes  P.  7.  Q*  P.  one  square. 

8.  Kt.  to  Q.  fifth.  8.  Q.  to  Q.  square. 

9.  Q.KuP.  two  squares.  9.  KB.  to  Q-Kt  third. 

10.  Q.B.  to  Q.Kt.  second.       10.  If  he   play  KB.P.  c 

square,  you  flhould  move  K.  Kt.  to  its  fifth ;  and  if 
then  play  K  Kt  to  R«  third,  you  win,  by  diecking  w^ 
the  Queen :  therefore 

KEt  to  B.  third. 

11.  Kt  takes  Kt.  11.  P.  takes  Kt. 

12.  KKt  to  its  fifth.  12.  Q.B.  to  K  third. 

13.  Kt  takes  B.  13.  P.  takes  Kt 

14.  B.  takes  P.,  and  has  the  best  of  the  game. 

No.  n. 

1.  K.P.  trvo  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt.  to  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q^B.  fourth — 

4.  Q.  B.  P.  one  square.  4.  Q.  to  K.  second. 

5.  Q.  P.  two  squares.  5.  P.  takes  P. 

6.  Castles.  6.  P.  takes  P. 

7.  Q.Kt.  takes  P.  7.  Q. P.  one  square. 

8.  Q.  Kt.  to  Q.  fifth.  8.  Q.  to  Q.  second. 

9.  Q.  Kt.  P.  two  squares. 

FIRST   DEFENCE. 

9.  KB.  to  Q.Kt  third. 

10.  Q.B.  to  Q.Kt.  second.       10.  KB.P.  one  square. 

11.  Q.  to  Q.Kt  third.  11.  KKt  to  K  second. 

12.  Q.Kt  takes  KB.P+         12.  P.  takes  Kt 

13.  K.B.  checks.  13.  K  removes. 

14.  Q.B.  takes  P.,  and  has  a  fine  game. 

SECOND   DEFENCE. 

9.  KB.  takes  P. 
10.  Q. B.  to  Q. Kt  second.       10.  If  he   play  KB.P. 


one 
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L  takes  KB. 
.Et  toitsfiftL 
.  to  Q.  fourth, 
t  to  K  sixth.  + 
.  to  Q.  second. 


squftfe,  you  should  take  K.B.  with  Q-Kt,  and  after- 

irards  E.Kt.  with  E.B.,  in  order  to  play  Q*  to  Q.Et 

third.     But  if 

E.  to  B.  square. 

11.  Et  takes  Et. 

12.  KEt.  toR.  third. 

13.  E.B.P.  one  square. 

14.  E.  to  EL  square. 

15.  If  he  remove  or  defend 
Q.Et.,  you  may  take  KB. P.  with  Q.B.    But  if 

Q.  to  K  second. 
L  takes  Q.B.P.+  16.  Q.  takes  Et. 

<  takes  Q.Et.y  and  has  the  best  of  the  game. 

THIRD   DEFENCE. 

9.  Q.Et.  takes  P. 
L  takes  Q.Et  10.  KB.  takes  Et. 

.Et  to  its  fifth.  11.  KEt  to  R.  third. 

B.  to  Q.Et  second. 

FIRST   liETHOD. 


B.  takes  KB. p. 
.  checks, 
t  to  K8ixth.+ 
.  takes  KEt 
.  to  E.R.  fifth.+ 
t  takes  Q.  B.  P. 
.  to  E.B.  seventh."^ 
.  takes  KB.P.+ 
.  takes  R.^  and  wins. 


12.  KB. P.  one  square. 

13.  P.  takesQ.B. 

14.  E.  to  Q.  square. 

15.  E.  to  E.  second. 

16.  K  to  E.  square. 

17.  E.  to  E.  second. 

18.  Q.  takes  Et. 

19.  K  to  Q.  square. 

20.  Q.  interposes. 


SECOND   METHOD. 

12.  E.  to  B.  square. 
.  to  Q.Et  third. 

In  the  first  places 

13.  KB.  to  Q.B.  fourth. 
.  to  Q.B.  third.              14.  E.B.P.  one  square. 
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15.  Et  to  K.  sixth.+  15.  K.  to  E.  square. 

16.  Q.  to  E.Et  third.  16.  E.B.  to  Et.  square. 

17.  Et.  takes  KB.  17.  P.  takes  Et 

18.  KB.  takes  KB.  18.  Et  takes  KB. 

White  has  the  best  of  the  game. 

In  the  second  place, 

13.  KB.  to  Q.R.  fourth. 

14.  Q.B.  takes  E.EtP.+  14.  K  takes  B. 

15.  Q.  to  Q.Et  second.^  15.  E.  to  Et.  square.   (A.) 

16.  Q.  to  KB.  sixth.  16.  KB.  to  Q.B.  sixth. 

17.  Q.  takes  Et  17.  KB.  to  KEt  second. 

18.  Q-  to  KR.  fifth.  18.  KB.  takes  R. 

19.  KB.  takes  B.  19.  If  he  play  E.R.P.   one 

square,  you  should  take  K  B.  P.  with  E.  Et.    If  he  play 
Q.  to  E.  second,  you  play  Q.  to  E.  R.  sixth.    But  if 

E.  to  B.  square. 

20.  Q.  to  E.R.  8ixth.+  20.  K  to  K  second. 

21.  Q.  to  K Et  seventh.         21.  If  he  play  R.    to  KB. 

square,  you  will  win  E.  R.  by  taking  K  R.  P.  with  Et ; 

therefore 

Q.  to  E.  square. 

22.  E.P.  one  square.  22.  Q.  to  E.B.  square. 

23.  Q.  to  K  B.  sixth.+  23.  K  to  Q.  second. 

24.  Et  takes  KB. P.  24.  R.  to  Et  square. 

25.  P.  checks.  25.  K  to  Q.  B.  third. 

26.  Q.  to  E.  B.  third,  checks,  and  wins  easily. 

(A.) 

15.  E.B.P.  one  square. 

16.  KEt  to  K  8ixth.+  16.  K  to  Et  third. 

17.  Et  to  KB.  fourth.+        17.  K   he    move  K    to  Kt 

fourth,    you    will    checkmate    him    in   eight    moves. 

Therefore 

E.  to  Et  second. 

18.  Et  to  KR.  fifth.+  18.  K  to  B.  square. 

19.  Q.  takes  E.B.P.+  19.  Et  to  KB.  second. 

20.  Q.  to  E.  Et  seventh.-*-       20.  K  to  K  second. 


kino's  knight's  game.  18c^ 

21.  Q.  takes  Et"^  21.  K.  to  Q.  square. 

22.  Q.  to  K.  B.  sixth,  checks,  and  afterwards  takes  K.  R. 

The  chief  error  of  the  Black  in  this  game  is  on  the  sixth 
move;  he  ought  to  play  P.  to  Q.  sixth,  instead  of  taking 
Q,B.P. 


THIRTIETH  GAME, 
miite.  ISIark. 

1.  K,P.  two  squares.  1.  K.P,  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt.  to  Q.B.  third. 

3.  KB.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.  fourth. 

4.  Q,  B.  P.  one  square.  4.  Q.  to  K.  second. 

5.  Q.  P.  two  squares.  5.  K.  P.  takes  P. 

6.  K.  castles.  6.  Q.Kt  to  K  foiulh. 

7.  K  Et.  takes  Et.  7.  Q.  takes  Et. 

No.L 

8.  KB. P.  two  squares.  8.  P.  takes  Q.B.P.+ 

9.  E.  to  EL  R.  square. 

FIRST  DEFENCk. 

9.  p.  takes  P. 

10.  P.  takes  Q.  10.  P.   takes   Q.B.,   and   be- 

comes Q. 

11.  Q.  to  Q.  fifth.  11.  KB.  to  K  second. 

12.  Q.  takes  KB.P.+  12.  K  to  Q.  square. 

13.  Q.  takes  K.Et.P.,  and  wins. 

Slack  ought  not  to  have  taken  Q.  Kt.  P.  on  the  ninth  move; 
^^  should  have  played  P.  to  Q.  B.  seventh. 

SECOND   DEFENCE. 

9.  Q.  to  Q.  fifth. 

10.  Q.  to  Q.  Et  third.  10.  K  he  play  Q.  to  K  B.  third, 

you  should  move  KP.  one  square,  and  if  he  then  play 
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Q.  to  K.Kt.  third,  you  advance  KB. P.,  and  then  take 
P.  withQ.Kt.     But  if 

K.Kt.  to  KR.  third. 

11.  Q.Kt  takes  P. 

In  the  first  places 

11.  E.  Kt  to  its  fifth. 

12.  K.B.  takes  K.B.R+  12.  K.  to  K.B.  square. 

13.  K.R.P.  one  square.  13.  K.Kt  checks. 

14.  K.  to  K.R.  second.  14.  KhetakeKP.withKKt., 

you  play  Q.  Kt.  to  its  fifth.     But  if 

Q.  to  KB.  third.  (A.) 

15.  KB.  to  KR.  fifth.  15.  KEt  P.  one  square. 

16.  E.B.  to  E.  second,  and  has  evidently  the  better  game. 

(A.) 

14.  Q.P.  one  squai'e. 

15.  KB.  to  KR.  fifUi.  15.  E.Et.P.  one  square. 

16.  E.B.  to  its  third.  16.  Q.B.P.  one  square. 

17.  Q.Et.  to  Q.R.  fourth.        17.  KEt  takes  KP. 

18.  KB.  takes  Et.  18.  Q.  takes  B. 

19.  Q.Et.  takes  B.  19.  Q.P.takesEt. 

20.  E.B.P.  one  square,  having  a  forced  won  game. 

In  the  second  place, 

11.  E.  castles. 

12.  E.R.P.  one  square.  12.  If  he  play  E.  to  R.  squar*^^ 

in  order  to  make  room  for  E.  Et,  you  play  K  B.  P.  o 
square,  and  on  his  then  playing  E.  Et  to  its  square,  y<^ 
play  Q.  Et.  to  its  fifth,  or  to  Q.  fifth,  having  a  fine 
But  if 

Q.P.  one  square. 

13.  E.B.P.  one  square.  13.  Q.  to  E.B.  third. 

14.  Q.Et  to  Q.  fifth.  14.  Q.  to  KR.  fifth. 

15.  Q.B.  takes  Et  15.  Q.  takes  B. 

16.  Q.Et  takes  Q.B.P.  16.  Q.R.  to  Q.Et  square. 

17.  Q.  Et  to  Q.  fifth,  and  has  the  best  of  the  game. 


i 
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In  the  third  place. 

11.  Q.B.P.  one  square. 

12.  You  may  play  Q.  B.  to  Q.  second,  and  if  he  take  Q.  B. 

70U  win  Q.     But  suppose 
K  B»  P.  one  square.  12.  Khe  play  Q.  P.  two  squares, 

you  take  it  with  K.  B.,  having  a  fine  attack.  1£  he  play 
K.Kt.  to  its  fifth,  you  take  K.B.P.,  and  then  move 
K.R.P.  one  square,  &c.     J£  he  play 

Q.  to  K.  B.  third. 

13.  K.P.  one  square.  13.  If  hemoveQ.toK.R.fifUi, 

you  take  K.  Kt.,  and  afterwards  K.  B.  P.     But  if 

Q.  takes  K.  P. 

14.  Q.B.  takes  Et  14.  P.  takes  Q.B. 

15.  K.R.  to  K.  square,  and  wins  easily. 

No.n. 

8.  Q.B.P.  takes  P.  8.  Q.  takes  P. 

9.  Q.  to  Q.  Kt.  third.  9.  Q.  to  K.  B.  third. 

10.  Q.Kt.  to  Q.B.  third.  10.  Q.B.P.  one  square. 

11.  EI.  P.  one  square.  11.  Q.  to  K.  second. 

12.  Q.Kt.  to  K  fourth.  12.  Q.P.  two  squares. 

13.  P.  takes  P.  en  passant, 

FIRST    DEFENCE. 

13.  Q.  takes  Kt. 

14.  KB.  takes  P.+  14.  K.  to  B.  square. 

15.  Q.B.  to  K.Kt.  fifth.  15.  K  he  play  Q.   to   Q.Kt. 

fifUi,  or  to  K.  B.  fourth,  he  loses  a  piece :   therefore. 

In  the  Jirst  place, 

K.  Kt.  to  B.  third. 

16.  Q.R.  to  K.  square.  16.  Q.  to  K.B.  fourth. 

17.  Q.B.  checks.  17.  Kt.  takes  R. 

18.  Q.B.  checkmates. 

In  tlie  second  place, 

15.  Q.B.  to  Q.  second. 
16.  K.B.  takes  Kt.  16.  B.  takes  B. 
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17.  Q.B.  to  K.  seventh.'*'         17.  K.  to  K.  square. 

18.  Q.  takes  R.,  and  checkmates. 

SECOND  DEFENCE. 

13.  E.B.  takes  P. 

14.  Q.B.  to  KKt  fifth. 

In  the  first  placey 

1 4.  K.  B.  P.  one  square. 

15.  KB.  takes  Kt  15.  P.  takes  B. 

16.  Kt.  takes  E.B.+  16.  Q.  takes  Kt. 

17.  Q.  to  K.B.  seventh."*"         17.  K.  to  Q.  square. 

18.  Q.R.  to  Q.  square,  winning  the  Queen. 

In  the  second  pUicey 

14.  K.Kt  toB.  third. 

15.  Kt.  takes  K.B.+  15.  Q.  takes  Kt. 

16.  K.R.  checks.  16.  K.  to  B.  square. 

17.  Q.R.  to  Q.  square.  17.  Q.  to  Q.B.  second. 

18.  Q.  to  Q.Kt.  fourth.-*"  18.  Q.B.P.  one  square. 

19.  Q.  takes  P.+  19.  Q.  takes  Q. 

20.  Checkmates  in  two  moves. 

No.  m. 

8.  Q.Kt.P.  two  squares.         8.  KB.  to  Q.Kt.  third. 

9.  K.  B.  P.  two  squai*es. 

In  the  first  place, 

9.  P.  takes  P.+ 

10.  K.  to  R.  square.  10.  Q.  to  K.  second. 

11.  Q.Kt.takesP.  11.  Q.B.  P.  one  square. 

12.  K.P.  one  square.  12.  If  he  play  KB.  to  Q. 

second,  you  play  Q.Kt.  to  K  foiu*tii,  having  a  i 
position.  K  he  play  KKt.  to  KR.  third,  you  p 
KB. P.  one  square.     But  if 

Q.  takes  Q.KtP. 

13.  Q.Kt.  to  K  fourth.  13.   If  he  play  Q.  P.  two  si 

you  should  take  it  en  passant;   and  if  he  then  t 
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E.B.9  70a  should  advance  the  Pawn,  checking,  and  you 
win  easily  win.     But  suppose  he  plays 

K.B.  to  Q.B.  second. 
14.  Q.  to  K  second.  14.  K  he  play  KKt   to  K 

second,  you  play  Q.  R.  P.  one  square,  in  order  to  check 
with  Et.  at  Q.  sixth.     But  if 

Q.  to  K.  second. 
16.  Q.B.  to  Q.R.  third.  15.  Q.  takes  B. 

16.  Et  to  Q.  sixth.+  16.  B.  takes  Kt 

17.  P.  takes  B."*"  17.  If  he  play  K.  to  B.  square, 

you  should  play  K.  R.  to  K.  square.  If  he  play  K.  to 
Q.  square,  you  first  play  Q.R.  to  Q.  square,  and  then 
K.R.  to  K.  square,  having  a  won  game. 

In  the  second  place, 

•  9.  Q.  to  Q.  third. 

10.  K.  to  R.  square.  10.  P.  takes  P. 

11.  Q.  to  Q.Kt  third.  11.  K.Kt.  to  R.  third. 

12.  Kt.  takes  P.,  and  has  a  fine  game. 

This  and  the  preceding  game  show  that  playing  Q.  to  K. 
second  square  does  not  prevent  the  first  player  from  ad- 
vancing Q.P.  two  squares.  Black  ought  on  the  sixth 
niove  to  have  played  P.  to  Q.  sixth. 


THIETY-FmST  GAME. 

mKte.  ISIarit. 

1.  K.P.  two  squares.  1.  K,P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third,        2.  Q.  Kt.  to  Q.  B.  third. 

3.  Q.P.  two  squares.  3.  Q.Kt.  takes  P. 

4.  Tou  may  take  K.  Kt.,  and  the  position  would  be  the  same 

as  in  the  Thirty-second  Grame,  which  see. 
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KKt.  takes  P.  4.  If  he  play  KB.  to  Q.B. 

fourth,  70U  also  plaj  K.B.  to  Q.B.  fourth^  compelling 
him  to  plaj  Kt.  to  K.  third,  and  the  position  wiU 
the  same  as  that  below :  therefore  he  at  once  plays 

Q.Kt.  to  K.  third. 

5.  KB.  to  Q.B.  fourth. 

FIRST   DEFENCE. 

5.  KB.  to  Q.B.  fourth. 

6.  KB.  takes  Kt  6.  If  he  take  KB.  with  Q.P 

he  will  lose   K.R.   after  the   exchange  of    Queens 

therefore 

KB. P.  takes  B. 

7.  Q.  checks.  7.  If  he  play  KKt  P.   on< 

square,  you  should  take  it  with  K.  Kt,  in  order  after- 
wards to  take  K  B.     But  if 

K.  to*  K.  second. 

8.  Q.  to  KB.  seventh.+  8.  K  to  Q.  third. 

9.  Q.  B.  to  K  B.  fourth.         9.  If  he  play  Q.  Kt  P.  one  or— 

two  squares,  or  K.  Kt.  to  K.  second,  you  should  plaj^" 

Q.  Kt,  to  B.  third,  and  afterwards  chec|:  with  Q.  B.  ^ 

but  if 

KKt  to  R.  third. 

10.  Kt.  takes  Q.P.+  10.  K  to  Q.B.  third. 

11.  Q.  takes  K.P+  11.  B.  to  Q.  third. 

12.  Kt  to  K.  fifth.+  12.  K  to  Q.Kt  third. 

13.  Q.  to  Q.Kt  third.+  13.  K.  to  Q.R.  third. 

14.  Checkmates  in  three  moves. 

SECOND    DEFENCE. 

5.  Q.P.  one  square. 

6.  KB.  checks.  6.  Q.B.P.  one  square. 

7.  Kt  takes  Q.B.P. 

In  tJie  first  pldc^y 

7.  P.  takes  Kt 

8.  B.  takes  P.+  8.  Q.B.  to  Q.  second. 

9.  B.  takes  Q.R.  9.  Q.  takes  B. 

The  position  is  in  favour  of  the  White. 
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In  the  second  pku^e, 

7.  Q.  to  Q.Kt.  third. 

8.  Kt  to  Q.  foiirtli.+  8.  Q.B.  to  Q.  second. 

9.  KB.  takes  B.+  9.  K.  takes  B. 

10.  KKt  takes  Kt  10.  P.  takes  KKt 

11.  K  castles,  and  yon  ought  to  win,  having  gained  a  Pawn, 

with  a  superior  position. 

THIRD   DEFENCE. 

5.  Q.B.P.  one  square. 

6.  It  would  not  be  good  plaj  to  sacrifice  K.  Kt  by  taking 

K  B.  P.,  except  against  an  inferior  player  ;  it  is  better 
to  play 
KB.  takes  Kt  6.  Q.  to  Q.R.  fourth.+ 

7.  Q.Kt  to  B.  third  7.  Q.  takes  KKt 

8.  KB.  to  Q.Kt  third.  8.  KB.  to  Q.B.  fourtli. 

9.  CastleSy  and  the  game  is  about  equal 


THIRTY- SECOND  GAMK 

miite.  ISkrit. 

1.  K.P,   troo  squares,  1.  K.P.  two  squares, 

2.  K,Kt.  to  K.A  third.  2.  Q.Kt,  to  Q.B.  third. 

3.  Q.  P.  two  squares.  3.  K.  P.  takes  P. 

4.  KKt  takes  P.  4.  Q.Kt  takes  KKt 

5.  Q.  takes  Q.Kt 

If  the  Black  on  the  third  move  had  taken  Q.  P.  with 
Q.Kt^  the  position  would  be  the  same  as  it  now  is  by  your 
'taking  Kt  with  Kt,  and  afterwards  the  Pawn.  I  am  of 
Opinion  that  it  is  not  good  play  to  take  the  Pawn  with 
^Kt.  on  the  fourth  move,  because  Black  may  play  Q.  to 
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ELR.  fifths  having  an  attacking  position:  see  the  Thirty- 
third  Grame.  In  Ghulam  Kassim's  work^  from  which  the 
moves  of  this  game  are  taken,  the  author  seems  to  think 
that  the  first  playei"  will  have  the  best  of  the  game  in 
every  mode  of  defence  that  can  be  adopted  by  the  second 
player,  an  assertion  somewhat  bold,  and  rather  difiicult  to 
prove.  He  is  also  of  opinion  that  White  playing  K.  B.  to 
Q.B.  fourth  (on  the  fourth  move),  makes  merely  an  equal 
game :  see  the  Thirty-fourth  Grame. 

5.  Q.P.  one    square;    there 

are  two  other  ways  of  plajring,  for  which  see  the 
Variation. 

6.  KB.  to  Q.  third.  6.  Kt.  to  KB.  third. 

7.  K  castles.  7.  KB.  to  K  second. 

8.  KR.P.  one  square.  8.  K  castles. 

9.  KB. P.  two  squares.  9.  Q.B.P.  one  square. 

10.  Q.  to  K.B.  second.  10.  K  he  were  to  play  Q*  to 

Q.Kt.  third,  you  should  play  Q.B.  to  K  third,  and 
if  he  take  Q.  Kt.  P.,  you  play  Q.  Kt  to  Q.  second,  and 
your  attack  would  be  much  improved.     But  if 

Kt  to  K  square. 

11.  KKtP.  two  squares.       11.  Q.P.  one  square. 

12.  KP.  takes  P. 

FIRST   DEFENCE. 

12.  p.  takes  P. 

13.  KB. P.  one  square  ;  this  is  an  important  move,  prevent- 

ing Black  from  advancing  K.  B.  P.  two  squares,  which 
would  frustrate  the  attack. 

13.  Q.KtP.  one  square. 

14.  Q.B.  to  K  third.  14.  Q.B.  to  Q.Kt  second. 

15.  Kt  to  Q.B.  third.  15.  Q.R.  to  Q.B.  square. 

16.  Kt  to  K  second.  16.  KB.  to  Q.B.  fourth. 

17.  Kt  to  Q.  fourth.  17.  Kt  to  Q.  third. 

18.  Q.B.P.  one  square.  18.  Kt  to  K  fifth. 

19.  KB.  takes  Kt  19.  P.  takes  K.B. 


kino's  knight's  oamr.  193 

20.  Q.R.  to  Q.  square.  20.  B.  takes  Kt. 

21.  Q.R.  takes  B. 

In  the  first  place, 

21.  Q.  to  K.  second. 

22.  KB. P.  one  square.  22.  Khe  take  P.  with  P.,  you 

should  plaj  Q.  to  K.  R.  fourth,  &c     If 

Q.  takes  K.  B.  P. 

23.  Q.  takes  Q.  23.  P.  takes  Q. 

24.  Q.R.  to  Q.  seventh.  24.  B.  to  Q.B.  third. 

25.  Q.B.  takes  Q.R.P.  25.  Q.EtP.  one  square. 

26.  KR.  takes  P.  26.  B.  to  Q.  fourth. 

27.  B.  to  KB.  sixth.  27.  K.R.  to  K.  square. 

28.  KR.  to  KB.  fifth.  28.  B.  to  K  third. 

29.  Checkmates  in  six  moves. 

In  the  second  place, 

21.  Q.  to  Q.B.  second. 

^2.  KB. P.  one  square.  22.  KKtP.  one  square. 

23.  B.  to  KB.  fourth.  23.  Q.  to  Q.B.  third. 

24.  Q.  to  K  third.  24.  K  to  K.  R.  square. 

25.  KR.  to  Q.  square.  25.  Khe  take  KB.P.  with  Q., 

jou  should  play  Q.R.  to  Q.  sixth,  winning  the  exchange 
at  the  least.    K 

K  R.  to  K  square.  (A.) 

26.  Q.  R.  to  Q.  seventh.  26.  If  he  play  K.  to  Et  square, 

you  would  win  B.  by  playing  E.  R.  to  Q.  sixth.     But  if 

B.  to  Q.R.  square. 

27.  Q.R.  takes  KB.P.  27.  KR.  to  Q.  square. 

28.  KR.  takes  R.  28.  R.  takes  R. 

29.  B.  to  K  fifth,  and  has  a  forced  won  game. 

(A.) 

25.  B.  to  Q.R.  square. 

26.  Q.R.  to  Q.  seventh.  26.  Q.  to  Q.  B.  fourth. 

27.  KR.  to  Q.  fourth.  27.  Q.  to  Q.Et  fourth. 

28.  B.  to  KEt  third.  28.  Q.  to  Q.B.  third.  (B.) 

29.  B.  to  K  fifth.  29.  Q.  to  K  third. 
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30.  Q.  to  KB.  sixth.  30.  KB.  to  KEt.  square. 

31.  Q.B.  to  Q.  eighth.  31.  Q.B.  takes  B. 

32.  Checkmates  in  four  moves. 

(B.) 

28.  KB.  to  KEt.  square. 

29.  Q.  to  KB.  sixth.  29.  Q.B.  to  KB.  square. 

30.  Q.B.  to  Q.  eighth.  30.  Q.  to  Q.B.  fourth. 

31.  Q.Et.P.  two  squares.        31.  Q.  takes  Q.B.P. 

32.  Checkmates  in  four  moves. 

SECOND   DEFENCE. 

12.  Q.  takes  P. 

13.  Et  to  Q.B.  third.  13.  Q.  to  Q.  square. 

14.  E.B.P.  one  square. 

In  the  first  places 

14.  E.B.P.  one  square. 

15.  Q.B.  to  E.  third.  15.  Q.Et.P.  one  square. 

16.  Q.B.  to  Q.  square.  16.  Q.  to  Q.B.  second. 

17.  KB.  to  Q.B.  fourth.+  17.  K  to  B.  square. 

18.  Et.  to  K  second.  18.  KB.  to  Q.  third. 

19.  Et.  to  E.B.  fourth.  19.  KB.  takes  Et 

20.  Q.  B.  takes  B.  20.  Q.  to  Q.  Et.  second. 

21.  E.R.  to  E.  square.  21.  Q.Et.P.  one  square. 

22.  Q.  to  Q.B.  fifth.  22.  Q.  to  Q.Et.  third. 

23.  Q.  takes  Q.  23.  P.  takes  Q. 

24.  Q.  B.  to  Q.  eighth.  24.  B.  to  Q.  Et.  second. 

25.  Q.B.  to  Q.Et.  eighth.  26.  Khe  take  B.  with  P.,  yd 

should  take  Et.  with  E.  B. :  therefore, 

B.  takes  B. 

26.  B.  takes  B.  26.  K  P.  takes  B.,  you  tak 

Et.  with  KB.     K 

E.  Et.  P.  one  square. 

27.  E.B.  takes  Et.,  and  wins. 

In  the  second  place, 

14.  Q.EtP.  one  square. 
15.  Q.B.  to  K  third.  15.  Q.B.  to  Q.Et.  second. 
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la  Q.R.  to  Q.  square. 
17.  K.KtP.  one  square. 


16.  Q.  to  Q.B.  second. 


No.  L 


18.  KB.  to  Q.B.  fourth.  + 

19.  K.KtP.  one  square. 

20.  Kt  to  K  fourth. 

21.  Q.B.  takes  Kt. 

22.  Q.  toKR.  fourth. 

23.  Q.B.  takesKR.?. 

24.  K.  to  B.  square. 

25.  B.  takes  P.,  checks,  and 


17.  K.B.P.  one  square. 

18.  K.  to  K.R.  square. 

19.  K.  R.  P.  one  square. 

20.  Kt.  to  Q.  third. 

21.  K.B.  takes  R. 

22.  Q.  B.  to  Q.  R.  third. 

23.  K.B.  to  K.R.  seventh.^ 

24.  Q.  B.  takes  B. 

will  checkmate  the  next  move. 


No.n. 

17.  K.Kt.P.  one  square. 

18.  K.B.P.  takes  P.  18.  If  KB. P.  takes  P.,  you 

should  check  with  K.B.  at  Q.B.  fourth,  and  afterwards 
take  R.,  winning  speedily.     Therefore, 

K.  R.  P.  takes  P. 

19.  Kt  to  K  fourth. 

FIRST  DEFENCE. 

19.  Q.  B.  P.  one  square. 

20.  Q.B.  to  KB.  fourth.         20.  If  he  play  B.  to  Q.  third, 

you  will  win  a  piece  in  a  few  moves.     But  if 

Q.  to  Q.B.  third.  (C.) 

21.  Q.  toKR.  fourth. 

In  the  first  phce. 


22.  Q.B.P.  two  squares. 

23.  Kt.  interposes. 

24.  Q.  to  K  Kt  third. 
26.  Kt  to  K  Kt  fourth. 

26.  Kt  to  KR.  sixth.+ 

27.  Q.  to  K  R.  fourth. 

28.  R.  interposes. 


21.  Q.  to  Q.  fourth. 

22.  Q.  to  Q.  fifth.+ 

23.  Q.  to  K  R.  square. 

24.  Q.  R.  to  Q.  square. 

25.  KB.  to  Q.  third. 

26.  K.  to  R.  second. 

27.  Q.  to  Q.  fifth.+ 

28.  K.  to  Kt  second. 


o2 
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29.  K.B.  to  Q.B.  second.        29.  Q.  takes  Q.Kt.F. 

30.  Kt  to  KB.  fifth.+  30.  If  P.  takes  Kt,  you  td 

P.  with  K.  B.,  and  win.  :  therefore, 

K.  to  Kt  square. 

31.  Q.R.  takes  B.,  and  wins. 


22.  E.  R.  to  E.  square. 

23.  E.B.  to  Q.R.  sixth. 

24.  Q.  B.  to  E.  fifth. 

25.  E.B.  to  Q.B.  fourth.+ 


In  the  second  places 

21.  Q.  to  E.  third. 

22.  Q.  to  Q.  fourth. 

23.  Q.  to  Q.  B.  third. 

24.  E.B.P.  one  squareir 

25.  R.  interposes. 


26.  B.  takes  R.,  and  wiU  easily  win. 


SECOND   DEFENCE. 


20.  Et  to  E.  B.  sixth.-*- 

21.  P.  takesKB. 

22.  Q.  to  E.  Et.  third. 

23.  E.B.  takesKEtP. 

24.  Q.  takes  Q. 

25.  E.  takes  B. 

26.  R.  takes  Et.,  and  wins. 


19.  Et.  to  Q.  third. 

20.  E.B.  takes  Et. 

21.  Q.B.P.  one  square. 

22.  Q.  to  Q.  B.  third. 

23.  Q.  to  E.Et  seventh.-*- 

24.  B.  takes  Q. 

25.  P.  takes  B. 


21.  Q.  toE.R.  fourth. 

22.  Q.  to  E.  Et.  fourth. 

23.  Q.B.  to  E.  fifth. 


(C.) 

20.  Et.  to  Q.  third. 

21.  Et.  to  E.  B.  fourth. 

22.  Q.  to  Q.B.  third. 


FIRST   DEFENCE. 

23.  Q.B.P.  one  square. 
^4.  E.  R.  takes  Et. 

In  the  first  phce, 

24.  P.  takes  B. 

25.  Q.B.P.  takes  P.  25.  E.B.  to  Q.B.  fourth-*- 

26.  E.  to  E.B.  square.  26.  E.EtP.  takes  R. 
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27.  Q.  to  KR.  fifth.  27.  KB.P.  one  square. 

28.  K.  Kt  P.  one  square.  28.  If  he  pkj  Q.  to  Q.  second, 

you  will  win  the   Queen  bj  taking  P.  with  KB. : 

therefore, 

K.R.  to  K.B.  second. 

29.  P.  takes  R.+  29.  K  to  KB.  square. 

30.  B.  takes  P.  30.  K  he   play  Q.   to  Q.B. 

second,  he  will  lose  the  Queen :  therefore, 

Q.  to  Q.  second. 

31.  Kt  to  KKt  fifth.  31.  Q.B.  to  KEt  seyenth.+ 

32.  K  takes  Q.B.  32.  Q.  to  Q.B.  third.+ 

33.  Q.  interposes.  33.  Q.  takes  Q.+ 

34.  K  takes  Q.,  and  wins. 

In  the  second  place, 

24.  P.  takes  B. 

25.  Q.  to  KB.  fifth.  25.  KB. P.  one  square. 

26.  KEt  P.  one  square.  26.  KB.  to  Q.B.  fourth.^ 

27.  K  to  KB.  square.  27.  KB.  to  KB.  second. 

28.  P.  takes  B.,  checks,  and  wins  eadly. 

SECOND   DEFENCE. 

23.  Et.  to  KEt  second. 

24.  Et  to  KB.  sixth.  +  24.  KB.  takes  Et 

25.  KEt  P.  takes  B.  25.  Et  to  KB.  fourth. 

26.  KB.  takes  KEt  P.  26.  Q.  to  KR.  eighth.+ 

27.  K  to  K  B.  second.  27.  Q.  to  K  B.  sixth.+ 

28.  Q.  takes  Q.  28.  B.  takes  Q. 

29.  K  B.  takes  Et  29.  B.  takes  B. 

30.  Q.R.  to  Q.  fifth.  30.  B.  to  KEt  third. 

31.  B.  to  Q.  sixth.  31.  KB.  to  Q.  square. 

32.  Q.B.P.  two  squares,  and  you  have  decidedly  the^best  of 

the  game. 

VARIATION, 

BBOINNINa   AT  THB  FIFTH   MOVE  OF  THB  BLACK. 

miiti.  ISIotiL 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.        2.  Q.Kt.  to  Q.B.  third. 
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3.  Q.  P.  two  squares. 

4.  K.Kt.  takes  P. 

5.  Q.  takes  Q.  Kt. 


3.  K.P.tahesP. 

4.  Q.Kt.  takes  K.Kt. 


FIRST  DEFENCE. 


6.  KB.  to  Q.B.  fourth. 

7.  Q.  to  Q.  fifth. 

8.  E.  castles. 

9.  KB.  to  Q.Et.  fifth. 

10.  Q.  Kt  to  B.  third. 

11.  Q.B.  to  K  third. 

12.  KB. P.  two  squares, 

the  Black's. 


5.  Et  to  K  second. 

6.  Kt.  to  Q.B.  third. 

7.  Q.  to  E.  B.  third. 

8.  Q.  P.  one  square. 

9.  Q.  B.  to  Q.  second. 

10.  E.B.  to  E.  second. 

11.  E.  castles  with  E.R. 
and  your  position  is  better  ti 


SECOND   DEFENCE. 

5.  Q.  to  KB.  third. 

6.  KP.  one  square.  6.  Q.  to  Q.Et  third. 

7.  Q.B.  to  E.  third.  7.  Q.  takes  Q. 

8.  Q.B.  takes  Q.  8.  Q.B.P.  two  squares. 

9.  Q.  B.  to  E.  third.  9.  Q.  P.  two  squares,  and 

game  is  about  equal. 


THIRTY-THIRD  GAME. 


1.  K.  p.  two  squares. 

2.  K.Kt.  toK.B,  third. 

3.  Q,P.  two  squares. 

4.  K.  Kt.  takes  P. 


Vlatk. 

1.  K.P.  two  squares. 

2.  Q,  Kt.  to  Q.  B.  third. 

3.  K.  P.  takes  P. 

4.  Q.  toKR.  fiftJi. 


FIRST  DEFENCE. 


5.  Q.  Et.  to  Q.  B.  third. 

6.  Q.  to  Q.  third. 


5.  E.  B.  to  Q.  Et.  fifth. 

6.  KEt  to  KB.  third. 
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In  the  first  places 

7.  Et  takes  Q.Kt  7.  KB.  takes  Kt.+ 

8.  If  jou  take  K.B.  with  Q.,  he  will  take  K.P.  checking, 

and  then  take  Kt  either  with  Q.  or  Q.  P.  :  therefore, 
KKt.P.  takes  B.  8.  Q.P.  takes  Kt 

9.  K.P.  one  square.  9.  It  would  not  be  good  plaj 

to  move  Q.  to  EL  fifth,  checking  :  therefore, 

Kt  to  KKt  fifth. 
10.  If  you  play  ELKtP.  one  square,  he  may  move  Q.  to  EL 
second,  or  to  KR.  fourth.     But  if 
Q*  to  K.  second.  10.  K.  castles,  and  has  at  least 

as  good  a  game  as  the  White. 

In  the  second  plucej 

7.  If  you  play  K.Kt  to  KB.  fifth,  he  will  take  K.P.  with 

Q.,  secure  of  remaining  with  a  Pawn  more.     But  if 
Q.B.  to  Q.  second.  7.  KB.  takes  Q.Kt. 

8.  Q.B.  takes  B.  8.  Q.  takes  KP. 

9.  Q.  takes  Q.  9.  K  Kt  takes  Q. 

10.  Kt  takes  Q.Kt  10.  Kt  takes  Q.B. 

11.  Kt  takes  K.R.P.  11.  Q.R.  takes  Kt 

12.  Q.KtP.  takes  Kt 

Black  has  the  best  of  the  game. 

SECOND  DEFENCE. 

5.  Q.  to  Q.  third.  5.  He  may  play  Q.Kt  to  K 

fourth,  see  the  Variation  ;  but  I  think  it  better  to  play 

K  Kt  to  K.  B.  third. 

6.  Q.Kt  to  Q.  second.  (A.)      6.  KKt  to  its  fifth. 

7.  KKt  P.  one  square.  7.  Q.  to  KB.  third. 

8.  If  you  play  Q.Kt  to  KB.  third,  he  will  take  Kt  with 

Q.Kt,  and  afterwards  taking  KB. P.   will  win  the 
exchange.     If  you  play  KKt.  to  KB.  third,  he  moves 
KB.  to  Q.B.  fourth,  having  a  fine  attack.     But  if 
KKt  to  KB.  fifth.  8.  KB.  to  Q.B.  fourth. 
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In  the  Jirgt  pkice^ 

9   Q.  to  Q.B.  fourth.  9.  KB.  takes  KB.P.-*- 

10.  Whether  jou  play  K.  to  K.  second,  or  to  Q.  square,  he 
will  move  Q.  P.  two  squares,  having  a  forced  won  game. 

In  the  second  placet 

9.  K.B.P.  two  squares.  9.  K.Kt  to  KB.  seventL 

10.  Q.  to  Q.B.  fourth.  10.  Q.P.  one  square. 

11.  KB.  to  KKt  square.  11.  KEt  to  Q.  sixth.*** 

12.  KB.  takes  Et.  12.  KB.  takes  KR.,  and  has 

the  best  of  the  game. 

(A.) 

6.  KEt  takes  Et  6.  Q.P.  takes  Et 

In  tJke  first  place, 

7.  Q.Et  to  Q.B.  third.  7.  KB.  to  Q.Et  fifth. 

8.  Q.B.  to  Q.  second.  8.  KB.  takes  Q.Et 

9.  Q.B.  takes  B.  9.  KEt  takes  KP. 

10.  Q.B.  takes  KEt  P.  (B.)  10.  Q.  takes  KB.P.+ 

11.  K  to  Q.  square.  11.  Q.B.  checks. 

1 2.  Must  lose  the  Queen,  or  be  checkmated  in  four  moves. 

(B.) 

10.  K  you  play  Q.  to  E.  third,  he  should  castle  ;  and  if  you 

then  play*E.Et.P.  one  square,  he  moves  Q.  to  Q* 
square  ;  if  you  take  Et.,  he  plays  R.  to  K  square,  and 
Q.  to  Q.  fourth.     But  suppose 
E.  EtP.  one  square.  10.  Q.  to  K  second. 

11.  K  you  castle,  he  may  take  E.  B.  P.    If  you  take  K  Et  P., 

he   moves   E.R.  to   KEt   square,  winning  the  ex- 
change.    K 

KB.  to  K  second.  11.  Et  takes  Q.B. 

12.  Q.  takes  Et  12.  E.  castles,  and  has  the  best 

of  the  game. 

In  the  second  place, 

7.  Q.  Et.  to  Q.  second.  7.  K  B.  to  Q.  B.  fourth. 

8.  If  you  play  Q.  to  KB.  third,  he  moves  KEt  to  its 
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fifth.     If  you  play  Q.  to  K.  Et  third,  he  exchanges 
Queens,  and  then  moves  Et  to  E.Et.  fifth,  in  both 
cases  having  the  best  of  the  game.     But  if 
KEt.P.  one  square.  8.  Q.  to  E.R.  fourth. 

9.  KB.  to  K  second.  9.  Q.  to  E.R.  sixth. 

10.  KB.  to  its  square.  10.  Q.   to  K  third,   and  his 

position  is  better  than  yours. 

In  the  third  place, 

7.  KP.  one  square.  7.  KEt  to  its  fifth. 

8.  KEt  P.  one  square.  8.  Q.  to  E.R.  fourth. 

9.  KB. P.  two  squares.  9.  Q.B.  to  E.B.  fourth. 

10.  If  you  play  Q.  to  Q.B.  fourth,  he  takes  E.B.P.  with 

KEt    But  if 
Q.  to  KB.  third.  10.  Q.  to  KEt  third. 

11.  KB.  to  Q.  third.  11.  E.B.  to  Q.B.  fourth,  and 

has  the  best  position. 

VARIATIONy 

BEOIMKINO  AT  THE  FIFTH  MOVE  OF  THE  BLACK. 

mtCtc  Vladu 

1*  JT.P.  two  squares.  1.  JT.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt.  to  Q.B.  third. 

.3.  Q.P,  two  squares.  3.  P.  takes  P. 

4.  K.Kt.  takes  P.  4.  Q.  to  K.R.  fifth. 

5.  Q.  to  Q.  third.  5.  Q.  Et  to  K  fourth. 

6.  Q.  to  K  third.  6.  KEt  to  KB.  third. 

FIRST  DEFENCE. 

7.  KB.  to  Q.  third.  7.  KB.  to  Q.B.  fourth. 

B.  If  you  play  Q.  B.  P.  one  square,  he  moves  E.  Et  to  its 
fifth,  and  afterwards  takes  E.  B.,  having  decidedly  the 
best  of  the  game.    If  you  play  KEt  to  E.B.  fifth,  he 
exchanges  Queens,  winning  a  piece.     But  if 
KEt  P.  one  square.  8.  Q.  to  KB.  fourth. 

9.  If  you  play  Q.B.P.  one  square,  he  takes  Et  with  KB., 
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and  then  checks  with  Q.Et  at  ELB.  sixth.    If  yc 
play  Q.  Kt.  to  Q.  second,  or  to  Q.  B.  third,  he  plaj 
K.  Kt.  to  its  fifUiy  winning  a  piece  :  therefore, 
KB.  to  K  second.  9.  Q.  to  KKt.  third. 

10.  If  70a  play  Q.Kt  to  Q.B.  third,  he  plays  Q.Kt  to  Q.! 

third.     But  if 
Q.Kt  to  Q.  second.         10.  Q.P.  one  square. 

11.  K.B.P.  two  squares.         11.  K.  castles. 

12.  P.  takes  Q.Kt  12.  P.  takes  P. 

13.  Q.B.P.  one  square. 

There  is  not  much  difference  in  the  game. 

SECOND  DBFBMCB. 

7.  Q.Kt  to  Q.B.  third.  7.  KB.  to  Q-Kt  fifth. 

8.  Q.B.  to  Q.  second.  8.  KB.  takes  Kt 

9.  Q.B.  takes  B.  9.  If  he  take  KP.  with  KE 

70U  will  play  Kt  to  K  B.  third,  winning  a  piece, 
he  take  KP.  with  Q.,  you  will  play  Kt  to  Q.Kt  M 
and  win :  therefore, 

Q.P.  one  square,  and  I 
position  is  not  inferior  to  yours. 


THIRTY.FOURTH  GAME. 

mtCtf.  Vladu 

1.  K.P.  two  squares.  *  1.  K.P,  two  squares* 

2.  K.Kt.  to  KB.  third.  2.  Q.Kt.  to  Q.B.  third. 

3.  Q.  P.  two  squares.  3.  K  P.  takes  P. 

4.  KB.  to  Q.B.  fourth.  4.  KB.  to  Q.B.  fourth. 

5.  KKt  to  its  fifth.  5.  KKt  to  KB.  third. 

FIK8T   ATTACK. 

6.  KKt  takes  KB.P. 
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In  the  first  places 

6.  Et.  takes  Et 

7.  KB.  takes  Et.+  7.  K  takes  B. 

8.  Q.  to  KR.  fifUi.-^  8.  KEt.P.  one  square. 

9.  Q.  takes  ELB.  9.  Ghulam  Eassim  directs  the 

Black  to  plaj  Q.P.  one  square,  and  says  that  the  game 

will  then  be  full  as  good  for  the  Black  as  the  White  ; 

I  confess  that  I  prefer  the  White's  game.    But  suppose 

the  Black  plaj 

Q.  to  E.  second. 

10.  Q.  to  Q.B.  fourth.+  10.  Q.  to  K  third. 

11.  Q.  to  E.  second.  11.  Q.P.  two  squares. 

12.  E.B.P.  one  square.  12.  E.R.  to  E.  square. 

13.  EL  castles.  13.  E.  to  Et.  second. 

14.  Q.  to  KB.  second.  14.  P.  takes  P. 

15.  P.  takes  P. 

"iTie  game  is  in  favour  of  the  White,  as  Black  cannot 
[e  the  Pawn  with  the  Queen  without  losing  the  game. 

In  the  second  placey 

6.  E.B.  checks. 

7.  Q,B.P.  one  square.  7.  P.  takes  P. 

8.  Q.Et.P.  takes  P.  8.  KB.  takes  P.+ 

9.  Q.Et.  takes  B.  9.  KEt.  takes  Et 

10.  KB.  takes  Et.+  10.  K  takes  B. 

11.  Q.  to  Q.  fifth.+  11.  If  he  play  K  to  K  sq., 

you  move  Q.  B.  to  K  Et.  fifth,  compelling  him  to  play 

Et  to  K  second ;  you  then  play  Q.  to  Q.  fourth,  in 

order  to  move  Et  to  Q.  fifth,  having  a  fine  attack. 

Therefore, 

E.  to  B.  square. 

12.  Q.B.  to  KEt  fifth.         12.  K  he  play  Q.  to  K  sq., 
you  play  Q.Et  to  its  fiflh.     But  if 

Et  to  K  second. 

13.  Q.  to  Q.  third.  13.  Q.B.P.  one  square. 

14.  K  castles  with  E.B.,  or  plays  KP.  one  square,  and 
has  a  very  attacking  position. 
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second  attack. 

6.  Q.  to  KR.  fifth.  6.  He  ought  to  play  Q.  to 

S[.B.  third,  and  after  the  exchange  of  pieces,  as  in 
the  first  attack,  he  will  have  a  better  position  than  you. 
But  if 

K.  casdes. 

7.  KEt  takes  KR.P.  7.  K  takes  Kt 

8.  Q.B.  takes  KEt.  8.  E.EtP.  takes  B. 

9.  Q.  takes  EB.,  and  you  have  certainly  the  best  of  the 

game. 


THIRTY-FIFTH  GAME. 

1.  K,P.  two  squares.  1.  K.P,  two  squares. 

2.  K.Kt.  to  K.B.  third.        2.  Q.Kt.  to  Q.B.  third. 

3.  Q.  P.  two  squares.  3.  K.  P.  takes  P. 

4.  K.B.  to  Q.B.  fourth.       4.  EB.  checks. 

5.  Q.B.P.  one  square.  5.  P.  takes  P. 

6.  The  usual  and  probably  the  best  move  is  to  castle :  s^ 

the  next  game  :  but  the  following  new  mode  of  atta^ 
has  been  lately  introduced  by  an  eminent  player,  «r 
for  its  ingenuity  deserves  examination.     The  mo' 
alluded  to  is 
KEt.P.  takes  P.  6.  E.B.  to  Q.R.  fourth. 

7.  E.P.  one  square. 

FIBST  DEFENCE. 

7.  Q.P.  one  square. 

8.  Q.  to  Q.Et.  third.  8.  Q.  to  K  second. 

9.  K  castles.  9.  Q.  P.  takes  P. 

10.  Q.B.  to  Q.R.  third.  10.  Q.  to  KB.  third. 

11.  Q.Et  to  Q.  second. 
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In  the  first  placey 

11.  Q.B.  toKB.  fourth. 

12.  E.B.take8K.B.P.+  (A.)  12.  Q.  takes  KB. 

13.  Q.  takes  Q.Et.P.  13.  Q.B.  to  Q.  square. 

14.  Q.  takes  Q.Et.+  14.  Q.B.  to  Q.  second. 

15.  Q.  to  Q.B.  fiM.  15.  E.B.  to  Q.Et  third. 

16.  Q.  takes  EP.+  16.  KEt  to  E.  second. 

17.  Q.B.  to  E.  square.  17.  Q.B.P.  two  squares. 

18.  Q.Et  to  E.  fourth,  and  ought  to  win. 

(A.) 

12.  KEt.  takes  KP.  12.  Q.Et.  takes  Et. 

13.  Q.  to  Q.Et  fifth.+  13.  Q.Et.  to  Q.B.  third. 

14.  KR.  checks.  14.  Q.B.  to  E.  third. 

15.  Q.  takes  Q.Et.P.  15.  Q.B.  to  Q.  square. 

16.  Q.  takes  Et.+  16.  Q.B.  to  Q.  second. 

17.  E.B.  takes  B.,  and  wins  easily. 

In  the  second  place, 

11.  EEt  to  E.  second. 
12.  Q.Et  to  E  fourth.  12.  Q.  to  E.B.  fifth. 

13;  EEt  to  its  fifth.  13.  E  castles. 

14.  Q.B.  takes  EEt.  14.  Q.Et.  takes  Q.B. 

15.  Q.  to  Q.R.  third.  15.  K  he  play  E.R.P.   one 

square,  jou  should  take  E.  B.  P.  with  E.  Et     But  if 

Et  to  Q.  B.  third. 

16.  KEt  P.  one  square.  16.  Q.  to  KB.  fourth. 

17.  KB.  to  Q.  third.  17.  If  he   play  E.R.P.  one 

square,  or  Q>B.  to  E.  third,  jou  play  E.Et.  to  KR. 
seventh.  If  he  plaj  E.  Et.  P.  one  square,  jou  may  play 
KB. P.  two  squares,  or  take  E.R.P.  with  E.Et.,  hav- 
ing a  very  attacking  game. 

SECOND  DEFENCE. 

7.  KEt  to  E.  second. 

8.  Q.B.  to  Q.R.  third.  8.  K  castles. 

9.  K  castles.                           9.  Q.  P.  two  squares. 
lO.  P.  takes  P.  en  passant.      10.  P.  takes  P. 
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11.  Q.B.  takesP.  11.  Q.B.  to  KEt  fifth. 

12.  KB.  to  K  second.  12.  KR.  to  K  square. 

The  game  is  about  equaL 

The  forgoing  moves  are  taken  chiefly  from  the  **  Chess 
Player's  Chronicle;"  the  following  Defence  is  extracted 
from  **  Le  Palamede,"  Second  Series,  voL  L  p.  121. 

SECOND   DEFENCE. 

7.  Q.  P.  two  squares. 

8.  K.B.  takes  P.     There  will  be  two  Variations  on  this  . 
move,  as  you  might  have  taken  P.  with  Q.,  or  with  SL  P.|«« 

en  peusant, 

8.  KEt  to  K  second. 

9.  KB.  takes  Et.-^  9.  KEt.  takes  B. 

In  the  first  placey 

10.  Q.  to  K  second.  10.  Q.B.  to  KEt  fifth. 

11.  K  castles.  11.  E.  castles. 

12.  Q.B.  to  KB.  fourth.         12.  KR.  to  K  square. 

The  position  is  in  favour  of  the  Black. 

In  the  second  placey 

10.  If  you  were  to  play  Q.  to  Q.Et  third,  or  Q.R.  fourtE: 

he  would  play  Q.  to  Q.  sixth,  preventing  you  frov 
castling,  and  confining  your  pieces.     Suppose  you  pla; 
Q.  to  Q.B.  second.  10.  Q.B.  to  KEt  fifth. 

11.  Q.Et  to  Q.  second.  11.  E.  castles. 

12.  K  castles.  12.  E.B.  to  K  square. 

13.  KB.  to  E.  square. 

Black  has  at  least  as  good  a  game  as  the  White. 

In  the  third  pUtce, 

10.  Q.  takes  Q.  10.  Et  takes  Q. 

11.  Q.B.  to  Q.R.  third.  11.  Q.B.  to  KB.  fourth 

12.  K  castles.  12.  Et  to  Q.B.  third. 
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13.  Q.B.  to  Q.B.  fifth.  13.  K  castles  with  Q.R. 

14.  Q.B.  to  Q.  fourth.  14.  Q.B.  to  KEt  fifth. 

The  position  is  rather  in  favour  of  the  Black. 
FIRST  VARIATION, 

BBOINMINO  AT  THE  BIOHTH   MOVE  OP  THE  WHITE. 

8.  Q.  takes  P.  8.  Q.  takes  Q. 

9.  KB.  takes  Q.  9.  K.Kt  to  K.  second. 

10.  KB.  takes  Q.Et.+  10.  Et.  takes  KB. 

1 1.  Q.B.  to  KB.  fourth.         11.  K  castles. 

12.  K  castles.  12.  KB.  to  K  square. 

13.  KR.P.  one  square,  and  the  game  is  equal. 

SECOND  VARIATION, 

BEOINMINO  AT  THE   BIOHTH   MOVE  OP  THE  WHITE. 

8.  P.  takes  P.  en  passant.       8.  Q.  takes  P. 

No.  I. 

S.  Q.  to  Q.Et.  third.  9.  Q.B.  to  K  third. 

l-O.  It  would  not  be  good  play  to  take  Q.Et.P.,  because  he 

would  move  Q.B.  to  Q.   square,  threatening  check- 
mate ;  therefore, 

K  castles.  10.  E.  Et  to  E.  second. 

11.  Q.B.  to  Q.R.  third.  11.  Q.B.  takes  B. 

12.  Q.  takes  B.  12.  Q.  to  Q.  fourth. 

13.  Q.  takes  Q.  13.  Et.  takes  Q. 

14.  KR.  to  K  square."^  14.  E.Et.  to  E.  second. 
l6.  KB.  to  K  third.  15.  E.B.P.  one  square. 

16.  Q*Et.  to  Q.  second.  16.  K  to  E.B.  second. 

17.  Q-Et.  to  Q.B.  fourth.      17.  KB.  to  Q.Et  third. 

18.  KR.  to  Q.  third.  18.  Q.R.  to  Q.  square. 

Black  h%8  the  best  of  the  game^  haying  a  Pawn  more* 

No.  n. 

9.  Q.  takes  Q.  9.  P.  takes  Q. 

10.  Q.B.  to  Q.R.  third. 
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11.  KKt.  to  its  fifth. 

12.  KKt  to  K  fourth. 

13.  Q.Et.  to  Q.  second. 

14.  Q.Et.  takes  Et 

15.  Q.Et.  checks. 

16.  K  castles  with  Q.B. 

17.  Et  takes  Q.B. 


In  the  first  pUice^ 

10.  KB.  to  Q.B.  second. 

11.  E.Et.  to  KR.  third. 

12.  Q.Et  to  K  fourth. 

13.  Et  takes  KB. 

14.  Q.P.  one  square. 

15.  K  to  Q.  second. 

16.  K  to  Q.B.  third. 

17.  Q.R.  takes  Q.B. 


In  this  position  the  Black  has  the  best  of  the  ganu 

White  ought,  on  the  fifteenth  move,  to  have  checked  wit 

KEt,  and  the  game  would  have  been  but  little  in  favou 

of  the  Black. 

In  the  second  placey 

10.  Q.Et  to  K  fourth. 


11.  KB.  to  Q.  fifth. 

12.  KB.  takes  Et 

13.  K  castles. 

14.  E.R.  to  Q.  square. 

15.  Q.B.P.  one  square. 

16.  Q.Et.  to  Q.  second. 

17.  Q.Et  to  its  third. 

18.  Q.R.  to  Q.B.  square. 

19.  E.R.  to  K  square. 


11.  Q.Et  takes  Et"^ 

12.  E.  to  K  second. 

13.  KEt  to  KB.  third. 

14.  KR.  to  Q.  square. 

15.  Q.R.  to  Q.Et  square. 

16.  Q.B.  to  K  third. 

17.  KB.  to  Q.B.  sixth. 

18.  KB.  to  K  fourth. 

19.  E.  to  K  square. 


20.  Q.B.P.  one  square. 

The  attack  of  the  White  is  probably  an  equivalent  ft 
the  Pawn  he  has  lost 


THTRTY-SIXTH  GAME. 


mtttc 

1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third. 

3.  Q.  P.  two  squares. 

4.  K.B.  to  Q.B.  fourth. 


VladL 

1.  K.P.  two  squares. 

2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.P.  takes  P. 

4.  K.B.to  Q.Ktfifth.^ 
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5.  Q.B.P.  one  square.  5.  P.  takes  Q.B.P. 

6.  EL  castles  ;  jou  may  vary  the  attack  by  taking  P.  with 

P.,  see  the  Thirty-fifth  Game:  I   think   castling  the 
best  move. 

6.  If  he  now  play  P.  to  Q.B. 
seventh,  see  the  "First  Variation."  But  suppose 
he  plays 

P.  takes  Q.Kt.P. 
7.  Q.B.  takes  P, 

No.  I. 

7.  K.Kt.  to  KB.  third 
B.  KEt  to  its  fifth.                8.  K.  castles. 

d.  KP.  one  square.  9.  If   he  play   E.R.P.   one 

square,  you  should  take  K.  Kt. ;  and  if  he  take  E.  Et., 

you  take  E.EtP.,  and  afterwards  play  Q.  to  E.R. 

fifth,  having  a  forced  won  game.     If  he  play  Q.  P.  two 

squares^  you  also  take  E.  Et.,  and  afterwards  play  Q.  to 

KRfiftk     But  if 

E.Et.  to  E.  square. 

^O.  Q.  to  E.R  fifth.  10.  E.R.P.  one  square. 

^  i .  E  Et  takes  E.  B.  P.,  having  a  forced  won  game. 

No.  n. 

7.  E.B.  to  E.B.  square. 
^.  You  may  play  Q.  to  Q.  fifth,  and  afterwards  E.Et.  to  its 

fifth.     But  suppose 
SIP.  one  square. 

FIRST   DEFENCE. 

8.  Q.Et.  to  Q.R.  fourth. 
^.  E.B  takes  P.+                    9.  E.  takes  E.B. 

*0.  Q.  to  Q.  fifth.-*-  10.  E.  to  E.  square. 

^  1 .  Q.  takes  Q.  Et.,  and  has  a  fine  game. 


^.  P.  takes  P. 


SECOND   DEFENCE. 

8.  Q.P.  one  square. 


i 
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In  the  first  placBj 

9.  Q.  takes  P. 

10.  Q.  to  Q-Kt  third.  10.  K  he  play  KKt.  to  R. 

third,  jou  may  check  with  EL  R.,  and  on  his  interposing 

Q.Kt.,  you  play  Q.Kt  to  B.  third,   having  a  fine 

attack.     But  if 

Q.B.  to  K  iMrd. 

11.  B.  takes  B.  11.  P.  takes  B. 

12.  KB.  to  Q.  square.  12.  Q.  tQ  K  second. 

13.  Q.  takes  Q.Et.P.,  and  wins. 

In  tJie  second  place, 

9.  P.  takes  P. 

10.  K.R.  checks.  10.  If  he  interpose  K.B.  ha 

loses  K.  R.     K  he  play  K.  Kt.  to  K.  second,  you  pla^^ 
KEt.  to  its  fifth,  &c     But  if 

Q.Et.  to  E.  second. 

11.  E.B.  checks.  11.  Q.B.  to  Q.  second. 

12.  Q.Et.  to  B.  third.  12.  If  he  play  Q.  to  Q.K 


third,  you  may  take  Q.B.,  then  check  with  E.Et =- 

and  on  his  moving  E.  to  E.  square,  you  check  with 
at  Q.  R.  fourth,  winning  easily.     But  suppose 

Q.B.  takes  B. 

13.  Q.Et.  takes  B.  13.  Q.P.  one  square. 

14.  Q.  to  Q.R.  fourth.  14.  Q.  to  Q.  second. 

15.  E.Et.  to  E.  fifth,  and  wins  the  Queen. 

No.  ni. 

7.  KB.P.  one  square. 

8.  You  have  now  three  obvious  modes  of  attack,  viz.  Q. 

Q.Et.  third,  E.Et.  to  its  fifth,  and  E.P.  one  sq 
see  the  "  Second  Variation  ;**  of  these  I  rather  pr^ 
the  last.     Suppose  you  play 
Q.  to  Q.Et.  third. 

FIRST   DEFENCE. 

8.  E.Et.  to  R.  third. 

9.  KP.  one  square.  9.  Ifhe  play  KB.P.,  you 

advance  KP.,  in  order  to  take  K  Et.P.     Therefon^^ 

P.  takes  P. 


x[/ 
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10.  KKt  takes  P.  10.  If  he  take  Et.,  jou  retake 

with  Q.B. ;  and  on  his  playing  K.B.  to  its  square,  you 
pUj  E.  R.  to  E.  square,  having  a  fine  attack.  If  he 
plaj  E.  B.  to  its  square,  you  first  take  his  Et.,  and  then 
check  with  E.  R.     He  therefore  plays 

Q.  to  E.  second. 
1 1.  Et  takes  Et. 

In  the  first  pUice, 

11.  Q.P.  takes  Et. 

12.  Q.B.  takes  E.Et.P.         12.  Q.  takes  B. 

13.  Q.  takes  B.  13.  He  cannot  take  Q.  R.  with- 

out loss ;  suppose  he  plays 

Q.R.P.  two  squares. 

14.  E.R.  checks.  14.  E.  to  Q.  square. 
16.  E.R.  to  Q.  square."^         15.  E.  to  E.  square. 

16.  Q.  to  E.  square."^  16.  Q.  to  E.  second. 

17.  Q.  to  Q.B.  third,  winning  easily. 

In  the  second  place, 

11.  Q.Et.P.  takes  Et 

12.  Q.B.  takes  KEtP.         12.  Q.  takes  B. 

13.  Q.  takes  B.  13.  Q.P.  two  squares. 

14.  E.R.  checks.  14.  E.  to  Q.  square. 

15.  Q.Et.  to  B.  third.  15.  If  he  play  E.R.  to  E.  8(i., 

you  may  take  Q.  P.  with  Q.  Et.     But  if 

P.  takes  B. 

16.  Q.R.  checks.  16.  Q.B.  to  Q.  second. 

17.  Q.  to  Q.Et.  seventh.        17.  Q.R.  to  Q.B.  square. 

18.  Q.  takes  doubled  P.  18.  E.R.  to  E.B.  square. 

19.  Q.R.  takes  B.+  19.  Q.  takes  R. 

^0.  Q.  takes  Et.  20.  Q.  to  KB.  fourth. 

^1.  Q.  to  Q.  second.*^  21.  Q.  to  Q.  second. 

^2.  Q.  U^  E.Et  fifth,  checks,  and  wins. 

SECOND   DEFENCE. 

8.  E.Et.  to  K  second 
9.  E.P.  one  flquare.  (A.) 

p  2 
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In  the  first  place^ 

9.  P.  takes  KP. 

10.  K.Et.  takes  P.  10.  Q.P.  two  squares. 

11.  R.  to  Q.  square.  11.  If  he   play   Q.B.    to  £ 

third,  jou  should  take  Q.  Kt. ;  and  if  he  retake  wit] 
K.Kt,  you  take  Q.P.  with  K.B.     But  if 

K.  castles. 

12.  KB.  takes  P.+  12.  K.Kt.  takes  B. 

13.  E.R.  takes  Et.  13.  Q.B.  to  K.  third 

14.  K.R.  takes  Q.  14.  Q.B.  takes  Q. 

15.  KB.  takes  Q.R..  15.  R.  takes  R. 

16.  P.  takes  Q.B.,  and  having  a  piece  more  ought  to  win. 

In  the  second  place, 

9.  Q.P.  two  squares. 

10.  KR.  to  Q.  square.  10.  K  castles. 

11.  KP.  takes  P.  11.  P.  takes  P. 

12.  KB.  takes  P.+  12.  Kt.  takes  B. 

13.  R.  takes  Kt.  13.  Q.  to  K  square. 

14.  R.  to  KKt.  fifth. ++         14.  K  to  R.  square. 

15.  Q.  to  K.Kt.  eighth.+        15.  R.  takes  Q. 

16.  Q.B.  takesP.+  16.  R.  interposes. 

17.  R.  takes  R.,  and  wins  the  Queen  for  Q.B. 

(A.) 
9.  K  Kt  to  its  fifth.  9.  P.  takes  K.  Kt. 

In  the  first  place, 

10.  Q.B.  tak^s  K.Kt. P.  10.  KR.  to  B.  square, 

11.  Q.B.  takes  R.  11.  K.  takes  B. 

12.  KB. P.  two  squares.         12.  KKt. P.  one  square. 

You  have  an  attacking  game,  but  are  inferior  in  force.- 

In  the  second  place, 

10.  KB.  checks.  10.  K.  to  B.  square. 

11.  K.B.  to  Q.  fifth.  11.  He  cannot  move  eitherr 

the  Ejiights  without  loss  :  therefore, 

KB.  to  Q.  third. 
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12.  KB. P.  two  squares.         12.  If  he  take  P.  with  B.,  jou 

plaj  Q.  to  Q.  B.  third,  winning  the  game.     But  if 

P.  takes  P. 

13.  Q.  to  Q.B.  third.  13.  KB.  to  K  fourth. 

14.  KR.  takes  P.+  14.  K  to  K  square. 
16.  KB.  checks,  and  jou  have  a  strong  attack. 


FIRST  VARIATION, 

BEOlNltlNO    AT   THE   IIXTU    MOVE   OP  THE  BLACK. 

Oastttr.  Vlatft. 

1.  K.P,  two  squares,  1.  K,P.  two  squares. 

2.  K.  Kt.  to  K.  B,  third.  2.  Q.  KU  to  Q.  B.  third. 

3.  Q.  P.  two  squares,  3.  K.  P.  takes  P, 

4.  K.  B.  to  Q.  B,  fourth.  4.  K.  B.  checks. 

5.  Q.  B.  P.  one  square.  5.  P.  takes  P. 

6.  K.  castles.  6.  P.  to  Q.B.  seventh. 

7.  Q.  takes  P.  7.  Q.P.  one  square. 

8.  Q.B.P.  one  square.  8.  KB.  to  Q.B.  fourth. 

9.  Q.  Kt  P.  two  squares.  9.  If  he  play  K  B.  to  Q.  fifth, 

you  may  take  it  with  K.  Kt.,  and  afterwards  play  Q.  to 

Q.B.  third.     If  he  play  Q.  Kt  to  Q.  ^f^y  you  also  take  it 

with  KKt,  and  then  take  KB. P.  with  KB.     But 

suppose 

KB.  to  Q.Kt.  third. 

10.  Q.B.  to  Q.Kt  second.        10.  KKt.  to  KB.  third. 

In  the  first  place, 

11.  Q.Kt.P.  one  square.  11.  Q-Kt.  to  Q.R.  fourth. 

12.  K.P.  one  square.  12.  K  he  advance  Q.P.,  you 

take  KKt.     If  })C  play  KKt.  to  its  fifth,  you  play 
K.  P.  one  square.     But  if 

Q.P.  takes  P. 

13.  Q.B.  takes  P.  13.  Q.Kt.  takes  KB. 

14.  Q.  takes  Q.Kt.  14.  K  castles. 

15.  Q.Kt  to  Q.  second. 

^^Vliite  has  an  attacking  game,  but  is  inferior  in  Pawns. 
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In  the  second  place, 

11.  K.P.  one  square.  11.  Q.P.  takes  P. 

12.  E.Et.  takes  P.  12.  Q.Et.  takes  KU 

13.  Q.B.  takes  Et.  13.  E.  castles. 

14.  Q.Et.  to  Q.B.  third.  14.  Q.B.  to  K  third. 

15.  E.B.  to  Q.  third.  15.  E.R.P.  one  square. 

16.  Q.B.  to  Q.  square.  16.  Q.  to  E.  second. 

WUte  has  some  attack,   but  scarcely  enough  for 
Pawn  lost 


SECOND  VARIATION, 

BEGINNING   AT   THE   EIGHTH   MOVE  OP  THE  WHITE. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt.  to  Q.B.  third. 

3.  Q.  P.  two  squares.  3.  P.  takes  P. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  B.  checks. 

5.  Q.  B.  P.  one  square.  5.  P.  takes  P. 

6.  K.  castles.  6.  P.  takes  P. 

7.  Q.  B.  takes  P.  7.  K.  B.  P.  one  square. 

FIRST    ATTACK. 

8.  E.Et  to  its  fifth.  8.  E,Et  to  R.  third. 

9.  Q.  checks.  9.  If  he  play  EI.  to  B. 

jou  may  play  E.  B.  P.  two  squares,  but  I  should  rat 
prefer  Black's  game.     If  he  play 

E.  to  E.  second. 

10.  Q.B.  takes  P.+  10.  If  he  take  B.  with  P., ; 

should  take  E.Et.,  and  he  could  not  take  your  '. 
without  speedily  losing  ;  therefore, 

E.  takes  B. 

11.  KEt.  to  B.  seventh.        11.  Et  takes  E.Et 

12.  Q.  to  E.B.  fifth.+  12.  E.  to  E.  second, 

13.  Checkmates  in  six  moves  at  most. 
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SECOND   ATTACK. 

8.  KP.  one  square.  8.  If  he  take  P.  with  Q.Et., 

you  should  retake  with  K.  Kt.,  and  afterwards  play  Q. 

to  Q>  Kt.  third  :  therefore, 

P.  takes  P. 

9.  K.Kt  takes  P.  9.  Q.Kt.  takes  Et 

10.  Q.B.  takes  Kt.  10.  E.Et.  to  B.  third. 

11.  Q.  to  Q.R.  fourth.  11.  If  he  play   Q.B.P.    two 

squares,  you  should  play  Q.R.P.  one  square,  and  then 

Q.  R.  to  its  second.     If  he  play  EL  B.  to  E.  second,  you 

may  play  E.  R.  to  E.  square,  and  then  Q.  Et.  to  B. 

third.     But  if 

Q.  to  E.  second. 

12.  Q.B.  takes  E.Et.  12.  P.  takes  B. 

13.  Q.R.P.  one  square.  13.  If  he  play   E.B.   to   E. 
eighth,  you  play  Q.R.  to  Q.R.  second.     J£  he  play 

E.B.  to  Q.B.  fourth. 

14.  Q.Et.  to  B.  third,  and  you  have  a  very  attacking  game. 

this  game  the  chief  error  of  the  Black  consists  in  taking 
Q.  EtP.  on  the  sixth  move,  instead  of  which  he  would  do 
better  to  play  Q.P.  one  square. 


THIRTY-SEVENTH  GAME. 

1.  JT.P.  two  squares.  1.  K,P,  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  Q.  P.  two  squares.  3.  K.P.  takes  P. 

4.  K.B.  to  Q^B.  fourth.  4.  Q.  to  E.B.  third. 

5.  E.  castles.  5.  Q.P.  one  square. 

FIRST    ATTACK. 

6.  Q.B.P.  one  square.  6.  It  would  not  he  good  play 

to  take  Q.  B.  P.,  hecause  you  would  retake  with  Q.  Et.> 
and  improve  the  attack,  it  is  hetter  to  play 

P.  to  Q.  sixth. 
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7.  Q.  takes  P.  7.  Q.  to  K.Kt  third. 

8.  Q.B.  to  KB.  fourth.  8.  KB.  to  K  second. 

9.  Q.Kt.  to  Q.  second.  9.  KEt.  to  KB.  third. 
10.  Q.R.  to  K  square.  10.  K  castles. 

There  is  but  little  difference  in  the  game ;  Black's  piece 
are  however  somewhat  confined,  and  the  Queen  is  not  we] 
placed :  this  results  from  the  fourth  move  of  the  Black. 

SECOND   ATTACK. 

6.  Q.  to  Q.  third.  6.  Q.Kt  to  K.  fourth. 

7.  KKt.  takes  Kt.  7.  Q.P.  takes  Kt. 

8.  KB. P.  two  squares.  8.  Q.B.  to  K  third. 

9.  KB. P.  takes  P.  9.  Q.B.   takes   B.,   it  woul< 

be  better  to  take  P.  with  Q. 

10.  Q.  takes  Q.B.  10.  Q.  to  K  second. 

11.  Q.  takes  Q.P.,  and  has  the  best  of  the  game. 


THIKTY-EIGHTH  GAME. 

«2a(lt^  Vlarit. 

J .  K,P.  two  squares.  1 .  K,P,  two  squares. 

2.  K,  Kt  to  K.  B,  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B. fourth.  3.  K.B.  to  Q.B. fourth. 

4.  Q.Kt.P.  two  squares. 

This  ingenious  Variation  of  the  King's  Knight's  Gam 
was  invented  several  years  ago  by  Capt  W.  D.  Evans,  c 
Milford,  to  whom  I  am  indebted  for  most  of  the  move 
here  given. 

The  sacrifice  of  Q.Kt.P.  has  two  chief  advantages 
the  first,  in  enabling  the  player  after  he  has  castled  t 
advance  KB. P.  two  squares  sooner  than  he  otherwis 
could ;  the  second,  in  playing  Q.  B.  to  Q.  Kt.  second,  o 
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toQ.R.  third,  both  very  attacking  moves.  The  game  is 
usually  called  after  the  name  of  its  inventor — Capt 
Evans'B  game. 

If  Black  were  to  .take  Q.Kt.P.  with  Q.Kt.  it  would 
not  be  good  play  to  take  K.P.  with  ELKt,  because  he 
would  play  Q.  to  EL  B.  third,  and  on  your  advancing  Q.P. 
two  squares,  he  would  take  it  for  nothing :  your  best  move 
would  be  to  play  Q.  B.  P.  one  square,  compelling  him,  as 
his  best,  to  play  Kt.  to  Q.  B.  third,  and  the  position  then 
Would  be  the  same  as  below. 

4.  K.B.  takes  K.KtP. 
^.  Q.B.P.  one  square.  5.  If   he    play  K.B.   to  K. 

second,  see  the  "  First  Variation  ;"  if  he  play  it  to 
Q.R.  fourth,  see  the  Thirty-ninth  Grame.     But  suppose 

KB.  to  Q.B.  fourth. 

6.  K.  castles.  6.  If  he  play  Q.P.  one  sq., 

see  the  "  Second  Variation."     But  if 

K.Kt.  to  KB.  third. 

7.  Q.P.  two  squares.  7.  If  he  were  to  play  KB.  to 

Q.Kt.  third,  you  should  take  P.  with  P.,  and  if  he 
take  K.  P.  with  K.  Kt.,  you  play  Q.  to  Q.  fifth,  &c. ; 
therefore, 

P.  takes  P. 

8.  P.  takes  P. 

FIRST   DEFENCE. 

8.  KB.  to  Q.Kt.  third. 

9.  K.P.  one  square.  9.  If  he  play  KKt.  to   K. 

fifUi,  you  play  K  R.  to  K.  square.  If  he  play  it  to 
K.  Kt.  fifth,  you  take  K.  B.  P.,  checking  ;  if  to  K  R. 
fourth,  you  play  K.  Kt  to  its  fifth.  If  he  move  Q  P. 
two  squares,  you  take  KKt.,  and  afterwards  check 
with  K.  R.     But  suppose 

KKt.  to  its  square. 
10.  Q.P.  one  square. 
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No.  L 

10.  Q.Et  to  E.  fiecond. 

11.  Q.P.  one  square.  11.  If  he  play  Q.Et  to  Q*l 

third,  you  move  Q.  to  her  fifth  ;  therefore, 

P.  takes  P. 

12.  P.  takes  P.  12.  Q.Kt  to  Q.B.  third. 

13.  Q.  to  Q.  fifth.  13.  Q.  to  KB.  third. 

14.  Q.  to  K.  fourth.+  14.  K.  to  B.  square. 

15.  E.B.  to  E.  square.  15.  Q.  to  Q.  square. 

16.  Q.B.  to  E.Et.  fifth.         16.  E.Et.  to  KB.  third. 

17.  Q.B.  takes  Kt.  17.  P.  takes  B. 

18.  Q.  to  Q.  fifth,  and  wins  easily. 

No.  n. 

10.  Q.Et  to  Q.R.  fourth. 

11.  Q.B.  to  KEt.  fifth. 

In  the  first  placey 

11.  E.Et.  to  E.  second. 

12.  Q.P.  one  square.  12.  P.  takes  P. 

13.  P.  takes  P.  13.  E.B.P.  one  square. 

14.  P.  takes  Et.  14.  Q.  to  B.  second. 
.'  15.  KB.  to  Q.  fifth.  15.  P.  takes  B. 

16.  Et.  takes  P.,  and  wins. 

In  the  second  place, 

11.  E.B.P.  one  square. 

12.  P.  takes  P.  12.  If  he  take  P.  with  P.,  y 

will  win  by  playing  Et.  to  E.  fifth  ;  therefore, 

KEt.  takes  P. 

13.  Q.P.  one  square.  13.  If  he  take  the  Pawn. 

will  lose  the  Queen  at  the  least.     But  if 

E.R.P.  one  square.  C^ 

14.  KB.  checks.  14.  E.  to  B.  square.         » 

15.  Q.B.  takes  Et.  15.  IfhetakeB.  withKKtJ 

you  may  play  K  Et.  to  R.  fourth.     If  he  play 

Q.  takes  B. 
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16.  Q.  to  K.  second.  16.  Q.  to  Q.  square. 

17.  Et  to  K.  fifth,  winning  easily. 

(A.) 

13.  Et  takes  KB. 
^^'  Q.  to  E.  second."^  14.  E.  to  B.  square. 

^5.  Q.  takes  Et.  15.  K  he  take  P.  with  P.,  jou 

plaj  Q.  Et.  to  B.  third,  having  certainly  the  best  of  the 
game.     But  if 

E.R.P.  one  square. 
^6.   K.Kt  to  B.  fourth.  16.  Q.  to  E.  square. 

^?-    B.  takes  Et  17.  P.  takes  B. 

^S-    Q.  to  Q.  third.  18.  ER.  to  Et  square. 

^^«    Q.Et  to  B.  third,  and  you  ought  to  win. 

SECOND   DEFENCE. 

8.  E.B.  to  Q.Et  fifth. 
^-    K.P.  one  square.  9.  KEt  to  E.  fifth. 

^^-    Q.  to  K  second.  10.  Et  to  Q.B.  sixth. 

^^'    Kt  takes  Et  11.  B.  takes  Et 

^2.   Kt  to  KEt  fifth.  12.  If  he  castle,  you  play  Q. 

to  KR.  fifth,  or  to  Q.  third,  winning  easily  ;  therefore. 

In  the  first  placcy 

Q.Et  takes  Q.P. 
^^'   Ci  to  K  third.  13.  KB.  takes  Q.R, 

^^-    Ii.B.  takes  P.+  14.  K  to  B.  square. 

y    ^.B.  checks.  15.  Q.P.  one  square. 

.  takes  P.,  and  wins  easily. 


16. 


13. 


In  the  second  placey 

12.  B.  takes  Q.R. 
.B.  takes  P."^  13.  E.  to  B.  square. 

^^'    ^B.  checks.  14.  Khe  play  Et  to  K  second, 

you  play  Q.  to  E.  B.  third,  winning  easily  ;  therefore, 

Q.P.  one  square. 
^.  takes  P.  15.  P.  takes  P. 

^^    ^.  takes  P.+  16.  Et  to  K  second. 


15. 


i 
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17.  Q.B.  to  Q.R.  third.  17.  If  he  take  Q.P.  with  K 

you  should  play  R.  to  Q.  square.     K  he  play  Q.B 
E.  B.  fourth,  you  win  by  playing  R.  to  K.  sq.     But 

KB.  to  Q.B.  sixth. 

18.  Q.  to  KB.  third.  18.  If  he  take  Q.P.,  you 

by  playing  R.  to  Q.  square.     K  he  play  KKtP. 
square,  you  checkmate  him  in  seven  moves  at  most. 

FIRST  VARIATION, 

BEOIMNINO  AT   THE  FIFTH   MOVE    OF   THE   BLACK. 

Wmte.  Vlorit. 

1.  K.P.  two  sqtmres.  1.  K,P.  two  squares, 

2.  K.  Kt.  to  K.  D,  third.  2.  Q.  Kt.  to  Q.  B.  third. 

3.  K.B.  to  Q.B, fourth.  3.  K.B.  to  Q.B.  fourth. 

4.  Q.  Kt.  P.  two  squares.  4.  K.  B.  takes  P. 

5.  Q.B. P.  one  square.  5.  K.B.  to  K  second. 

6.  Q.  to  Q.Kt.  third.  6.  KKt.  to  KR.  third. 

7.  Q.P.  two  squares.  7.  If  he  castle,  or  play  Q 

one  square,  you  take  K  Kt.     But  suppose 

Q.Kt.  to  Q.R.  fourth, 

8.  Q.  to  Q.R.  fourth.  8.  Q.Kt.  takes  K.B. 

9.  Q.  takes  Q.Kt.  9.  K.Kt.  to  its  fifth. 

10.  KKt.  takes  P.  10.  KKt.  takes  Kt. 

11.  Q.P.  takes  Kt.  11.  K  castles. 

12.  K  castles.  12.  Q.P.  one  square. 

13.  P.  takes  Q.P.  13.  K.B.  takes  P. 

14.  K.B. P.  two  squares,  and  your  position  is  superioi 

the  Black's. 

SECOND  VARIATION, 

BEGINNING  AT   THE   SIXTH   MOVE   OF  THE    BLACK. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  B.  third.  2.   Q.  Kt.  to  B.  third. 

3.  KB.  to  Q.B. fourth.        3.  K.B.  to  Q.B.fourth^ 
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4.  Q.KtP.  two  squares.        4.  K.B.  takes  P. 

5.  Q.B.P.  one  square.  5.  K.B.  to  Q.B.  fourth. 
^'  JC.  castles.  6.  Q.  P.  one  square. 

7«  Q.P.  two  squares.  7.  P.  takes  P. 

8.  I^.  takes  P,  8.  KB.  to  Q.Kt.  third. 

^'   Q>B.  to  Q.Kt.  second;  if,  instead  of  this  move,  you 

were  to  play  Q.P.  one  square,  he  would  play  Q.Et 

to  EL  second,  having  a  good  game. 

FIBST   DEFENCE. 

9.  Q.B.  to  KKt.  fifth. 
0-    K.B.  to  Q.Kt.  fifth.  10.  Q.R.P.  one  square. 

*•    K.B.  to  Q.R.  fourth.        11.  Q.P.  one  square. 
2-    I^.  takes  P.  12.  Q.  takes  P. 

^-    Q.Kt  to  B.  third.  13.  B.  takes  K.Kt. 

^-    Kt  takes  Q.  14.  B.  takes  Q. 

^-    Kt  takes  KB.  15.  P.  takes  Kt 

^-    QR.  takes  B.  16.  If  he  play  K  to  B.  square, 

you  should  play  Q.  P.  one  square,  and  if  he  then  play 
Kt  to  Q.  Kt.  fifth,  he  loses  it ;  if  he  play  it^  elsewhere, 
you  either  check  with  Q.  B.  at  Q.  R.  third,  or  advance 
Q.  P.,  having  decidedly  the  best  of  the  game.     But  if 

KB. P.  one  square. 
*•    QP.  one  square.  17.  P.  to  Q.Kt.  fourth. 

^^-    I*,  takes  Kt.  18.  P.  takes  B. 

^^'    I*,  takes  P.  19.  Q.R.  to  Kt.  square. 

^^-    K.R.  checks.  20.  K.  to  B.  second. 

^*-    ^R.  checks.  21.  K  to  Kt.  third. 

•    ^.  to  Q.  R.  third,  in  order  afterwards  to  play  it  to  Q. 
sixth,  winning  easily. 

SECOND    DEFENCE. 

9.  K.Kt.  to  B.  third. 
^^-   Q.Kt.  to  Q.  second.  10.  Q.B.  to  KKt.  fifth. 

^^'  KP.  one  square.  11.  K  he  play  Q.P.  one  sq., 

you  should  take  KKt.,  and  then  check  with  K.R., 
winning  easily.     But  if 

P.  takes  KP. 
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12.  P.  takes  R  12.  Q.B.  takes  Kt 

13.  Kt.  takes  Kt  13.  Q.  takes  Q. 

14.  Q.R.  takes  Q.  14.  Kt.  to  K.Kt  fifth. 

There  is  not  much  difference  in  the  game.     White's  pos 
tion  is  superior  to   the   Black's,    but   the  latter  has 
Pawn  more. 


THIKTY.NINTH  GAME. 

1.  jfiT.  P.   two  squares.  1.  K.P,  two  squares, 

2.  K.Kt.  to  K.B.  third.  2.  Q.Kt.  to  Q.B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.  fourth. 

4.  Q.  Kt.  P.  two  squares.  4.  K.  B.  takes  P. 

5.  Q.  B.  P.  one  square.  5.  K.  B.  to  Q.  R.  fourth. 

6.  K.  castles.  6.  K.Kt.  to  KB.  third. 

7.  KKt.  to  its  fifth.  7.  K.  castles. 

8.  K.B. P.  two  squares.  8.  Q. P.  two  squares  ;  as  th^ 

are  several  other  ways  of  playing  they  will  be  gi^ 
in  separate  Variations. 

9.  K.P.  takes  P.  9.  K.Kt.  takes  P. 

10.  Q.P.  two  squares. 

FIRST   DEFENCE. 

10.  K.Kt.  takes  K.B.P. 

11.  Q.B.  takes  K.Kt  U.  P.  takes  Q.B. 

12.  Q.  to  K.R.  fifth,  and  wins. 

SECOND   DEFENCE. 

10.  K  he  take  K.  B.P.  witli 
you  may  either  play  Q.  to  Q.R.  fifth,  or  take  K.B- 
with  K.Kt.     But  suppose  he  play 

P.  takes  Q.P. 
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11.  Q.B.  to  Q.R.  third.         11.  K  he  play  Q.Kt   to  K. 

second,  jou  take  K.  Kt.    If  he  plaj  K.  Kt.  to  K.  second, 

or  move  K.  R.  to  K.  square,  you  play  Q.  to  K.  R.  fifth. 

But  if 

Kt.  to  E.  sixth. 

J2.    <J.  to  K.R.  fifth. 

In  the  first  placey 

12.  K.R.P.  one  square. 
^3.    K.Kt.  takes  KB. P.         13.  K.R.  takes  Kt. 
^'^^    ij.  takes  K.R.,  checks,  and  wins. 

In  the  second  place, 

12.  Q.B.  to  KB.  fourth. 
^^-     <i.B.  takes  KR.  13.  If  he  play  Q.B.  to  KKt 

third,  you  should  take  P.  with  K  B.  checking.     K 

Q.  takes  Q.B. 
^^-    KB.  takes  KB.P.+         14.  K  to  KR.  square. 
^^-     K.R.  to  KB.  third.         15.  If  he  play   Kt   to   Q.B. 
seventh,  you  take  KR.P.  with  KKt.,  winning  easily. 
But  if 

Q.Kt.  to  K  second. 
^^-     KB.  to  Q.Kt  third.        16.  Q.B.  to  KKt  third. 
•  •     K.Kt  to  KB.  seventh."*"    17.  K  he  move  the  King,  you 
will  play  Kt  to  K.  fifth,  checking,  and  winning  easily  ; 
therefoi-e, 

Q.  B.  or  Q.  takes  Kt 
^*    Q.  takes  KB.,  and  you  have  the  best  of  the  game. 


FIRST  VARIATION, 

BEQINMINO   AT   THE   EIGHTH   MOVE   OF  THE    BLACK. 

8.  K.R.P.  one  square. 
9.  KKt  takes  KB. P.  9.  R.  takes  Kt 

10.  KB.  takes  R.+  10.  K  takes  B. 

11.  KB.P.  takes  P.  11.  Q.Kt  takes  P. 

12.  Q.  to  KR.  fifth.+  12.  K  to  K  third. 
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18.  Q.  to  KB.  fifUi.+  13.  K.  to  Q.  third. 

14.  Q.P.  two  squares.  14.  Q.Et.  to  B.  third. 

15.  Checkmates  in  four  moves. 

SECOND  VARIATION, 

BEOINMIMO   AT  THE  EIGHTH   HOVE  OF   THE   BLACK. 

8.  KP.  takes  P. 
9.  Q.P.  two  squares.  9.  E.R.P.    one   square 

instead  of  this  move,  he  had  played  Q.  P.  one  sq., 
would  have  taken  P.  with  Q.B.,  having  an  attac 
position. 

10.  Q.B.  takes  P.  10.  The  best  move  is  Q.P 

square  ;  but  suppose  he  plays 

P.  takes  Et. 

11.  Q.B.  takes  P.  11.  Q«P*  one  square. 

12.  Q.B.  takes  Et  12.  P.  takes  Q.B. 

13.  Q.  to  KR.  fifth,   and  afterwards  R.  to  KB.  fo 

winning  easily. 

THIRD   VARIATION, 

BEOINNINO   AT   THE   EIGHTH    MOVE   OF   THE   BLACK. 

8.  KEt.  takes  E.P. 
9.  Et  takes  KB. P.  9.  R.  takes  Et 

10.  KB.  takes  R.+  10.  K  takes  KB. 

11.  Q.  to  KB.  third.  11.  K  he  play  KEt 

third,  or  Q.  P.  two  squares,  you  will  win  by  t 
with  P.     If 

E.B.  checks. 

12.  Q.P.  two  squares.  12.  If  he  take  Q.P.  w 

you  may  take  E.  Et.  with  Q.     But  if 

P.  takes  Q.P. 

13.  Q.  takes  KEt  13.  P.  takes  P.+ 

14.  E.  to  R.  square.  14.  E.  to  Et.  squ/ 

15.  Q.Et.   takes  P.,   and  your  position  is  sup 

Black's. 
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FOURTH  VARIATION, 

BEOINNINO   AT  THE   EIGHTH   MOVE   OP  THE   BLACK. 

8.  Q.P.  one  square. 
^-   Q.P.  one  square. 

FIRST    DEFENCE. 

9.  EI.R.P.  one  square. 
^^-    K.B.P.  one  square.           10.  P.  takes  K.Kt 

^^-    QB.  takes  P. 

In  the  first  place, 

11.  K.  B.  checks. 
^^-    Ji.  to  R.  square.  12.  Q.Kt  to  R.  fourth. 

^^-     <ii  to  K  square.  13.  Kt.  takes  KB. 

^"^^    I*,  takes  Q.Kt.  14.  R.  to  K.  square. 

^^-     CJ.  to  KR.  fourth.  15.  KB.  to  K  sixth. 

^2:    ^B.  takes  B.  16.  Kt.  to  KR.  secx)nd. 

Q  to  KKt.  third,  having  a  fine  position. 

In  tlie  second  plnce, 

11.  Q.Kt.  to  Q.Kt.  square. 

•  CJ.  to  K  square.  12.  Q.Kt.  to  Q.  second. 
^^-  IJ:.R.  to  B.  third.  13.  KR.  to  K  square. 

•  ^  to  KR.  fourth.  14.  Q.B.P.  one  square. 
J^-  IJ:.R.  to  its  third.  15.  K.  to  KB.  square. 

•  ^  checks.  16.  K  to  K  second. 
^-  Q.  takes  KKt. P.  17.  R.  to  KB.  square. 
^^-  KR.  to  its  sixth.  18.  Q.  checks. 

^^-    K.  to  B.  square.  19.  If  he  play   Q.   to  Q.Kt. 

seventh,  he  will  be  checkmated  in  six  moves.     If  he 
play  Q.P.  one  sq.,  you  take  KKt.  with  KR.     But  if 

K  to  Q.  square. 
^^-   Q.B.  takes  Kt+  20.  If  he  take  Q.B.  he  will 

be  checkmated  in  five  moves.     If  he  play  K  to  K  sq., 
you  win  in  four  moves  :  therefore, 

K  to  Q.B.  seconcL 
*•  B.  to  K  seventh,  and  will  win. 

Q 
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SECOND   DEFENCE., 

9.  Q.B.  to  K.Kt.  fifth. 

10.  Q.  to  K.  square. 

In  the  first  placey 

10.  Q.Kt.  to  Q.  fifth. 

11.  P.  takes  K.P.  11.  If  he  play  Kt   to  Q.J 

seventh,  you  will  win  by  playing  Q.  to  K.  R.  fourt 
But  if 

Kt.  to  K.  seventh."*" 

12.  K.  to  R.  square.  12.  P.  takes  P. 

13.  Q.B.  to  R.  third,  and  you  have  the  best  of  the  game. 

In  tJie  second  place, 

10.  P.  takes  P. 

11.  Q.B.  takes  P.  11.  K.R.P.  one  square. 

12.  K.Kt.  to  B.  third. 

The  gome  is  rather  in  favour  of  the  Black,  in  conscquen 
of  his  havmg  a  Pawn  advantage. 


FORTIETH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.Kt.  to  Q.  B.  third. 

3.  KB.  to  Q.B.  fourth.  3.  K.B.  to  Q.B. fourth. 

4.  Q.  Kt.  P.  two  squares.  4.  K.  B.  tahes  P. 

5.  Q.B. P.  one  square.  5.  K.B.  to  Q.R.  fourth. 

6.  K.  castles.  6.  K.Kt.  to  K.B.  third. 

7.  Q.P.  two  squares.  7.  Khe  take  P.  with  P.,  joi 

should  advance  K.P.  one  square.  If  he  take  K.P 
with  Kt,  you  will  take  K.P.  with  P.,  having  a  fin 
attack.     But  if 
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Q.P.  one  square. 
^-     QP.  takes  P. ;  you  may  also  play  Q.  to  K.R.  fourth, 
see  the  Variation  in  the  Forty-first  Game. 

8.  If  he  take  P.  with  Q.  Kt., 
you  take  Kt.  with  Kt.,  and  then  play  Q.  to  Q.Kt. 
third.     If 

Q.P.  takes  P. 
^-   Q.  to  Q.Kt.  third.  9.  If  he   play   Q.B.   to  K. 

third,  you  take  it  with  K.B.  If  he  move  Q.  to  Q. 
second,  you  play  K.  R.  to  Q.  square.  If  he  play  Q.  to 
K.  second,  you  move  Q.  B.  to  Q.  R.  third  ;  it  is  evi- 
dent all  these  moves  are  bad  for  him,  therefore  he  plays 

K.  castles. 
lO.  Q.B.  to  Q.R.  third.  10.  Q.Kt.  to  K.  second. 

^1.  K.Kt.  takes  P.  11.  Q.  to  K.  sc^uare. 

12.  Q.  Kt.  to  Q.  second,  and  your  position  is  very  good. 


FORTY-FIKST  GAME. 

Wi^itt.  Watt. 

1.  jfiT.P.  two  squares.  1.  K.P,  two  squares. 

2.  K.Kt.  to  K.B.  third.  2.   Q.Kt.  to  Q.B.  third. 

3.  K  B.  to  Q.  B.  fourth.  3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  Kt.  P.  two  squares,  4.  K.  B.  takes  P. 

5.  Q.B. P.  one  square.  5.  K.B.  to  Q.B.  fourth. 

6.  K.  castles.  6.  Q.P.  one  square. 

7.  Q.P.  two  squares.  7.  If  he  play  K.Kt.  to  B. 

third,  see  the  Variation.     But  suppose 

K.P.  takes  P. 

8.  P.  takes  P.  8.  If  he  play  K.B.  to  Q.Kt. 

third,  see  the  Second  Variation  of  the  Thirty-eighth 

Game. 

Q.  to  EL  second. 

9.  Q.P.  one  square.  9.  Q.Kt.  to  K.  fourth. 
10.  Kt.  takes  Kt.                     10.  Q.  takes  Kt. 

q2 
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11.  Q.  checks.  11.  Q.B.  interposes. 

12.  Q.  takes  KB.  12.  Q.  takes  Q.^ 

13.  Q.Kt  to  B.  third.  13.  Q.KtP.  one  square. 

14.  Q.  to  Q.R.  third,  and  will  win  the  Queen. 


VARIATION, 

BBOINMINO  AT  THE  SEVENTH   HOTK  OF  TRR   BLACK. 

7.  KKt.  to  B.  third. 

8.  Q.  to  Q.R.  fourth. 

FIRST   DEFENCE. 

8.  KKt.  takes  K.P. 

9.  K.B.  to  Q.  fifth.  9.  K.B.  takes  QB-P. 

10.  B.  takes  Q.KC.+  10.  P.  takes  KB. 

11.  Q.Kt.  takes  B.  11.  Kt  takes  Kt. 

12.  Q.  takes  P.,  checks,  and  wins. 

SECOND   DEFENCE. 

8.  Q.B.  to  Q.  second. 
9.  Q.P.  one  square.  9.  Q.Kt.  to  Q.  fifth. 

10.  Q.  takes  KB.  10.  Q.Kt.  to  Q.B.  seve 

11.  KB.  to  Q.  third.  11.  Kt.  takes  R. 

12.  Q.B.  to  Kt.  second,  having  the  best  of  the  game. 


THIRD   DEFENCE. 

8.  KP.  takes  P. 
9.  KP.  one  square.  9.  KKt.  to  its  fifth. 

10.  Q.B.P.  takes  P.  10.  If   he    castle,    you    j 

KR.P.  one  square,  and  afterwards  Q.P.,  winnr 
piece.     But  if 

QB.  to  Q  second. 

11.  Q.  to  Q.R.  third.  11.  KB.  to  Q.Kt.  thir 

12.  Q.B.  to  KKt.  fifth.  12.  KB. P.  one  square 

13.  P.  takes  Q.P.  13.  Q.B.P.  takes  P. 

14.  KR.  checks.  14.  If  he  play  K  to 
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you  play  Q.B.  to  K.B.  fourth,  winning  Q.P.,  with  a 
superior  position :  therefore, 

Q.  Kt.  to  K.  second. 
16.  Q.B.  to  K.B.  fourth.       15.  K.B.  to  Q.B.  second* 

16.  Q.Kt.  to  B.  third.  16.  If   he  play   Q.B.    to  its 

third,  you  should  advance  Q.  F.»  and  then  play  Q.  Kt. 
to  K.  fourth.     But  if 

K.  to  B.  square. 

17.  R.  takes  Kt  17.  Q.  takes  B. 

18.  Q.R.  to  K.  square,  winning  easily. 
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DEFENCE. 


TUE    BLACK   HAVING    THE   FIRST    MOV£. 


FIKST  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  KKt.  to  B.  third.  2.  Though    Q.Kt.    to   Q.B. 

third  is  the  move  usually  played,  and  generally  con* 
sidered  equal  to  if  not  better  than  any  other,  yet  in 
order  to  vary  the  game  you  may  play  Q.  P.  one  or  two 
squares,  or  K.B.P.  two  squares,  without  danger,  as 
will  be  shewn  in  this  and  the  following  games.  Sup- 
pose then  you  play 

Q.P.  one  square. 

FIRST    ATTACK. 

3.  Q.B.P.  one  square.  3.  K.B.P.  two  squares. 

4.  K.  P.  takes  P.  4.  It  would  not  be  good  play 

to  take  the  Pawn  with  Q.  B.,  because  he  would  move 
Q.  to  Q.  Kt.  third,  and  afterwards  K.  B.  to  Q.  B.  fourth ; 
therefore, 

Q.  B.  P.  one  square. 

5.  Q.  to  Q.  Kt.  third.  5.  Q.  to  K.  second,  and  after- 

wards may  take  the  Pawn  with  Q.  B.,  for  if  he  defend 
it  with  K.Kt.P.  you  will  play  K.R.P.  two  squares, 
having  the  best  position. 
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SECOND   ATTACK. 

3.  Q.  P.  two  squares.  3.  E.Kt  to  B.  third. 

In  ihe  first  place^ 

4.  P.  takes  P.  4.  KKt.  takes  P. 

5.  Q.  to  Q.  fifth.  5.  KEt  to  Q.B.  fourth. 

6.  K.B.  to  Q.B.  fourth,  or  6.  Q.B.  to  K  third. 
K  Et  to  its  fifth. 

The  game  is  about  equal 

In  the  second  placey 

4.  Q.B.  to  E.Et.  fifth.  4.  KB.  to  E.  second. 

5.  Q.P.  takes  P.  5.  KEt  takes  E.P. 

6.  Q.B.  takes  B.  6.  Q.  takes  Q.B. 

7.  E.B.  to  Q.  third.  7.  E.Et  to  Q.B.  fourth. 

8.  E.  castles.  8.  E.  castles. 

The  game  is  equaL 

THIRD   ATTACK. 

3.  E.B.  to  Q.B.  fourth.         3.  Q.B.P.  one  square. 

4.  Q.B.P.  one  square.  4.  Q.P.  one  square. 

5.  If  he  were  to  move  E.B.  to  Q.Et.  third,  jou  should 

take  E.  P.,  and  on  his  taking  jour  E.  P.  70U  play  Q.  to 
E.  Et.  fourth,  having  a  strong  attack ;  he  therefore 
plays 

KP.  takes  P.  5.  Q.B.P.  takes  P. 

6.  E.B.  checks.  6.  Q.B.  to  Q.  second. 

7.  E.B.  takes  B.  7.  Q.Et.  takes  B. 

8.  Q.  to  E.  second.  (A.)  8.  Q.  to  Q.B.  second. 

9.  Q.  to  Q.  Et.  fifth.  9.  Castles. 

10.  If  he  were  to  take  Q.  P.  70U  would  win  the  Queen  ;  he 
ought  to  play  Q.  P.  one  square,  and  the  game  wiU  then 
be  about  equal. 

(A.) 

8.  Q.  to  Q.  Et.  third.  8.  E.  P.  one  square. 

9.  E.Et.  to  Q.  fourth.  9.  Q.Et.  to  Q.B.  fourth. 
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10.  Q.  to  Q.Kt.  fifth  +  10.  Q.  to  Q.  second. 

11.  Q.  takes  Q.  11.  K.  takes  Q.,  and  afterward 

plays  Kt.  to  Q.  sixth,  having  an  excellent  game. 

FIRST  VARIATION, 

BEOINNINO   AT  THE  FOURTH   MOVE  OF  THE  BLACK. 


1.  K,P.  two  squares, 

2.  K.Kt  to  B.  third. 

3.  K.B.  to  Q,B.  fourth. 

4.  Q.  P.  two  squares. 


QSftlite. 

1.  K.P.  two  squares. 

2.  Q.  P.  one  square. 

3.  Q.  B.  P.  one  square. 

4.  K.P.  takesP. 


5.  If  he  take  the  Pawn  with  Queen,  you  play  Q.B.  to 

third ;  but  if 
K.  Kt.  takes  P.  5.  K.  Kt.  to  B.  third. 

6.  Q.  B.  to  K.  Kt.  fifth.  6.  Q.  to  Q.  R.  fourth  + 

7.  Q.  to  Q.  second.  7.  Q.  to  Q.B.  fourth,  havi 

as  good  a  game  as  the  Black. 


SECOND  VARIATION, 

BEGINNING  AT  THE   FOURTH  MOVE  OF  THE   BLACK. 


Blacit. 

1.  K.P.  two  squares. 

2.  K.  Kt.  to  B.  third. 

3.  K.B.  to  Q.B. fourth. 

4.  Q.  P.  one  square. 


1.  K.P.  two  squares. 

2.  Q.  P.  one  square. 

3.  Q.  B.  P.  one  square. 

4.  Q.P.  one  square. 


In  the  first  place. 


5.  K.P.  takes  P. 

6.  K.B.  checks. 

7.  K.B.  takes  B. 

8.  Q.  Kt.  to  B.  third. 

9.  Q-B.  to  Q.  second. 

10.  Q.Kt.  to  its  fifth. 

11.  Q.  takes  K.B. 

12.  K.  castles. 

has  a  very  good  game. 


5.  Q.B.P.  takes  P. 

6.  Q.B.  to  Q.  second. 

7.  Q.  Kt.  takes  B. 

8.  K.  B.  to  Q.  Kt.  fifth. 

9.  K.  Kt.  to  K.  second. 

10.  K.  B.  takes  B.+ 

11.  K.  castles. 

12.  KB. P.  two  squares,  a^^ 


kino's  knight's  game.  233 

In  the  second  placey 

0.  K.  B.  to  Q.  Kt  third.  5.  K.  B.  P.  one  square. 

6.  K.Kt  to  KR  fourth.  6.  Q.B.  to  K.  third. 

7.  K.  castles.  7.  K.Kt. P.  two  squares. 

8.  KKt  to  B.  third.  8.  K.R.P.  two  squares. 

White  has  a  safe  attacking  game. 
THIRD  VARIATION, 

BEGINNING   AT   THE   FOURTH   MOVE   OF  THE  BLACK. 

1.  K.P,  two  sqttares.  1.  K,P.  two  squares, 

2.  K,  Ku  to  B.  third.  2.  Q.  P.  one  square. 

3.  K.  JB.  to  Q.  B.  fourth.  3.  Q.  B.  P.  one  square. 

4.  K  castles.  4.  Q.  B.  to  K.  Kt.  fifth. 

In  tlie  first  place^ 

5.  Q.B.P.  one  square.  5.  Q.Kt.  to  Q.  second. 

6.  Q.  to  Q.Kt.  third.  6.  Q.Kt.  to  Q.B.  fourth. 

7.  KB.  takes  K.B.P.+  7.  K.  to  his  second. 

8.  Q.  to  Q.B.  fourth.  8.  Q.Kt.P.  two  squares. 

9.  Q.  to  K  second.  9.  K.  takes  K.B. 

10.  K  Kt  takes  K.  P.+  10.  P.  takes  Kt. 

11.  Q.  takes  Q.B.  11.  K.Kt.   to  B.   third,    and 

playing  afterwards  Q.Kt.  to  Q.  sixth,  will  have  the 
hest  of  the  game. 

In  the  second  place, 

5.  Q.P.  one  square.  5.  Q.Kt.  to  Q.  second. 

6.  It  would  be  bad  play  to  attack  the  Queen  with  Q.B., 

because  you  would  take  K.Kt. ;  nor  must  he  take 
K.  B.  P.,  checking,  in  order  afterwards  to  check  with 
K.  Kt.  at  its  fifth,  because  you  would  take  the  Bishop 
with  the  King,  and  the  Ejiight  with  the  Queen.  But 
suppose  he  plays 
Q.  B.  to  K.  third.  6.  K.  B.  P.  two  squares. 
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7.  KB.  takes  Kt.  7.  K.R.  takes  B. 

8.  K.R.P.  one  square.  8.  Q.B.  takes  Kt. 

9.  Q.  takes  B.  9.  K.B.P.  one  square. 

10.  If  he  check  with  Queen,  he  will  lose  a  piece.    If  he 
remove  Q.  B.  you  should  play  Q.  Kt.  to  K.  B.  third,  an^ 
afterwards  advance  K.B.P.  and  K.Kt.P.9  having  th 
best  of  the  game. 


SECOND  GAME. 

1.  K.P.  two  squares.  1.  K.P.  troo  squares, 

2.  K.  Kt.  to  B.  third.  2.  Q.  P.  two  squares. 

.    FIRST   ATTACK. 

3.  K.  Kt  takes  P.  3.  It  would  be  bad  play-       ^ 

take  P.  with  P.,  because  he  would  play  ElB.  to  (^^    ^ 
fourth^  &c.,  see  the  attack  in  page  122  ;  therefore, 

Q.  to  K.  second. 

4.  Q.  P.  two  squares.  4.  K.  B.  P.  one  square. 

5.  If  he  play  KKt  to  Q.  third,  or  to  K.B.  third,   y^n 

should  take  P.  with  P.  If  he  check  with  Queen  y^^o 
win  a  piece.  The  most  attacking  move,  and  wJ3J»-<^ 
may  be  ventured  against  an  inferior  player,  is  Q.  K't-  ^ 
Q.  B.  third,  sacrificing  a  piece,  but  gaining  a  consi  A^^T' 
able  attack ;  see  the  Variation.  But  if 
K.  Kt.  to  its  fourth.  5.  Q.  B.  takes  Kt. 

6.  Q.  takes  B.  6.  Q.  takes  P.+ 

7.  Q.  takes  Q.  7.  P.  takes  Q. 

The  game  is  equal. 

SECOND   ATTACK. 

3.  0-  Kt  to  B.  third.  3.  Q.  P.  one  square. 

4.  Q.  Kt  to  K.  second.  4.  K.  B.  to  Q.  third. 
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6.  (^  p.  one  square  5.  K.B.P.  two  squares,  and 

jovL  have  a  good  game. 

I^  instead  of  playing  as  above.  Black  were  on  the  third 
nove  to  take  Q.P.  with  K.P.,  you  should  retake  with  the 
2ueen,  and  if  he  then  attack  your  Queen  with  Q.  Kt»  you 
love  her  to  K.  third,  and  aflerwards  K.  B.  to  Q.  third. 

VARIATION, 

BEGINNING  AT  THE   FIFTH   MOVE   OF   THE   BLACK. 

ISIodL  SB^itf. 

1-  K,P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  Kt.  to  K.  B.  third.  2.  Q.  P.  two  squares. 

3.  K.Kt.  takes  P.  3.  Q.  to  K.  second. 

4.  Q.  P.  two  squares.  4.  K.  B.  P.  one  square. 

5.  Q.Kt.  to  Q.B.  third.  5.  If  you  play   Q.B.P.   one 

square,  in  order  to  avoid  the  strong  attack  the  Black 
obtains,  by  sacrificing  the  Knight,  he  will  check  with 
Q.  at  K.  R.  fifth,  and  have  the  best  of  the  game. 

P.  takes  K.Kt. 

6.  Q.Kt.  takes  Q.P. 

FIRST   DEFENCE. 

6.  Q.  to  Q.  third. 

7.  Q.P.  takes  P.  7.  If  you  play  Q.  to  Q.B. 

third  or  fourth  he  will  win  the  Queen  :   therefore 

Q.  takes  P. 

8.  Q.B.  to  K.B.  fourth.  8.  Q.  takes  K.P.+ 

9.  K.B.  to  E.  second. 

In  the  first  placey 

9.  Q.  takes  KKtP. 

10.  KB.  to  its  third.  10.  Q.  to  K.R.  sixth. 

11.  Kt.  takes  Q.B.P.,  checks,  and  wins  easily. 

In  tlie  second  place, 

9.  Q.Kt.  to  Q.R.  third. 
10.  K.  castlcti.  10.  If  you   play   Q.B.P.  one 
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square,   he  chediLS  with   K.B.,   vdnning  the  Quc^^i^* 
But  if 

KB.  to  Q.  third. 

11.  K.B.  to  K.R.  fifth.+         11.  K.  to  Q.  square. 

12.  K.R.  to  K  square.  12.  Q.  to  Q.B.  fifth. 

13.  Q.B.  takes  B.  13.  Q.B.P.  takes  B. 

14.  Kt  to  Q.Kt.  sixth,  and  wins  easily. 

SECOND   DEFENCE. 

6.  Q.  to  K.B.  second. 

7.  K.B.  to  Q.B.  fourth.         7.  Q.B.  to  K.  third. 

8.  Kt.  takes  Q.B.P.+  8.  Q.  takes  Kt 

9.  K.B.  takes  B.  9.  K.P.  takes  P. 

10.  Q.  takes  P.  10.  Q.  to  Q.  third. 

11.  Q.  to  Q.B.  fourth.  11.  Q.  to  Q.Kt.  fifth,  chi 

and  has  rather  the  best  of  the  game. 


THIRD  GAME. 

BlaciL  9SI(ite. 

1.  K.P,  two  squares.  1.  K.P,  two  squares. 

2.  K.  Kt.  to  K.  B.  third.         2.  K.  B.  P.  two  squares. 

3.  K.Kt.  takes  P.  3.  Q.  to  KB.  third. 

No.  I. 

4.  Q.P.  two  squares.  4.  Q.P.  one  square. 

5.  KKt.  to  Q.B.  fourth.        5.  P.  takes  KP. 

6.  Q.Kt.  to  Q.B.  third.  6.  Q.B.  to  KB.  fourtt^- 

FIRST   ATTACK. 

7.  Q.Kt.  to  Q.  fifth.  7.  Q.  to  KB.  second. 

8.  Q.Kt.  to  K  third.  8.  Q.Kt.  to  Q.  second. 

9.  KB.  to  K.  second.  9.  Q.P.  one  square. 
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t.  to  Q.  second.  10.  K.B.  to  Q.  third. 

!•  castlea.  11.  K.Kt.  to  K.  second. 

Tie  position  is  rather  in  favour  of  the  White. 

SECOND   ATTACK. 

^B.  to  K.  third.  7.  Q.B.F.  one  square. 

LB.  to  K.  second.  8.  Q.P.  one  square. 

r.Kt.  to  Q.  second.  9.  K.B.  to  Q.  third. 

Whit€  has  the  best  position. 
No.  n. 

:Kt.  to  Q.B.  fourth.        4.  P.  takes  K.P. 

1.  Kt.  to  Q.  B.  third.  5.  Q.  to  K.'  third. 

1.  to  K.  second.  6.  K.Kt.  to  K.B.  third. 

White  has  the  best  of  the  game. 


FIRST  VARIATION, 

BEGINNING   AT  THE   THIRD   MOVE  OF  THE   BLACK. 

r.P.  two  squares.  1.  K,P.  two  squares, 

r.  Kt  to  K.  B.  third,         2.  K,  B.  P,  two  squares, 
.  takes  P.  3.  Q.  to  K.B.  third. 

[.  Kt  P.  two  squares.  4.  K.  B.  to  Q.  B.  fourth. 

t.P.  one  square.  5.  K.  B.  P.  two  squares. 

r  he  play  Q.  B.  to  K.  Kt.  fifth,  you  play  Q.  to  Q.  Kt. 
third,  attacking  K.  B.  P.  and  Q.  Kt.  P.    If  he  play  K.  B. 
toK.B.  third,  you  exchange  Pawns,  and  then  play  Q.  P. 
two  squares,  having  a  good  game.     But  if 
LKtP.  one  square.  6.  Q.  takes  doubled  P. 

LR-P.  two  squares.  7.  Q.Kt.  to  Q.B.  third. 

[.B.  to  K.R.  third.  8.  Q.  to  K.B.  second. 

i.B.  to  K.  third.  9.  KB.  to  Q.Kt.  third. 

J.Kt  to  Q.B.  third.  10.  K.Kt.  to  K.  second. 

There  is  but  little  difference  in  the  game. 
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SECOND  VARIATION, 

BEGINNING   AT  THE  FOURTH  MOVE  OF  THE  FIRST  VARIATION. 

Blacit.  QBtttf. 

1.  K.P.  two  squares.  1.  ijT.P.  two  squares, 

2.  K.Kt.  to  KB.  third.         2.  KB. P.  two  squares. 

3.  P.  takes  P.  3.  Q.  to  K.  B.  third. 

FIRST   ATTACK. 

4.  K.  B.  to  Q.  B.  fourth.  4.  Q.  B.  P.  one  square. 
'     5.  KB.  takes  KKt  5.  KR.  takes  B. 

6.  If  he  play  Q.Kt.  to  Q.B.  third,  or  Q.P.  one  sqna. 

70U  advance  Q.P.  two  squares.     If  he  play  K.Kt. 
two  squares,  you  may  play  Q.  P.  two  squares,  or  K.  B. 
two  squares.     But  if 
Q.  P.  two  squares.  6.  K.P.  one  square. 

7.  K.  Kt.  to  K  fifth.  7.  Q.  takes  P. 

8.  Q.B.  to  K.  third.  8.  Q.P.  one  square. 

9.  K.Kt.  to  Q.B.  fourth.       9.  Q.B.  to  K  third. 
10.  Q.Kt.  to  Q.  second.  10.  Q.Kt.  to  Q.  second. 

White's  game  is  superior  to  the  Black's. 

SECOND    ATTACK. 

4.  Q.  to  K.  second.  4.  Q.  Kt.  to  Q.  B.  third. 

5.  Q.P.  two  squares.  5.  Q.P.  one  square. 

In  the  first  place, 

6.  P.  takes  K.P.  6.  Q.P.  takes  P. 

7.  Q.B.  to  K.B.  fourth.  7.  KB.  to  Q.  third.   ' 

8.  KKt. P.  two  squares.  8.  K.Kt.  to  K.  second. 

9.  Q.B.  to  KKt.  fifth.  9.  Q.  to  KB.  second. 

10.  KR.P.  one  square.  10.  K  B.  P.  two  squares. 

11.  KB.  to  K.Kt.  second.     11.  P.  takes  P. 

12.  P.  takes  P.  12.  R.  takes  R. 

13.  KB.  takes  R.  13.  K.Kt. P.  one  square. 

14.  If  he  take  K  Kt.  you  retake  with  Q.,  and  if  he  then  tal 

KKt  P.,  you   take  KKt.  P.   with  Q.B.    If  he  tal 
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KKt.P.  70U  retake  with  K.Kt,  having  an  excellent 
game.  Finally,  if  he  advance  P.  to  KB.  sixth,  70U 
play  K.  Kt.  to  its  square,  siecure  of  recovering  the  Pawn, 
with  a  better  position. 

In  the  second  placcy 

6.  Q.B.  to  KB.  foorth.  6.  Q.  takes  P. 
^.   If  he  play  Q.  B.  to  K  Kt  third,  you  play  K.  P.  one  square. 
But  if 

P.  takes  KP.  7.  Q.  takes  B. 

S.   P.  takes  Q.P.+  8.  K  to  Q.  second. 

^.    P.  takes  Q.B.P.  9.  K  takes  P.  and   has  the 
best  of  the  game. 

THIRD  VARIATION, 

BEOINNINO  AT  THE  THIRD   MOVE   OP  THE  WHITE. 

ttlodt.  Wiiite. 

■*  •    K,P.  two  squares.  1.  K.P,  two  squares. 

^-    K.Kt.  to  K.B,  third,        2.  K.B,P.  two  squares, 
^-    P.  takes  P,  3.  Q.P.  one  square. 

In  tlie  first  place^ 

^^    K.Kt.P.  two  squares.         4.  KR.P.  two  squares. 
^*    K.B,  to  KR  third.  5.  P.  takes  P. 

^*   K.B.  takes  P.  6.  KKtP.  one  square,   and 

will  recover  the  Pawn,  with  a  good  position. 

In  the  second  place, 

"^^  Q.P.  two  squares.  4.  KP.  one  square. 

'^.  K.Kt.  to  Q.  second.  5.  Q.B.  takes  P. 

^*  Q.P.  one  square.  6.  KKt.  to  B.  third. 
"^^  Q.Kt  to  B.  third. 

The  game  is  nearly  equal. 
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FOURTH  GAME. 


Blarit. 

1.  K.P.  two  squares.  1.  K.P,  two  squares. 

2.  K.  Kt.  to  K.  B.  third.        2.  Q.  Kt.  to  Q.  B.  third. 

3.  KB.  to  Q.Kt.  fifth.  3.  KB.  to  Q.B.  fourth. 

No.  I. 

4.  KB.  takes  Q.Kt.  4.  Q.P.  takes  B. 

FIRST  ATTACK. 

5.  KKt.  takes  KP. 

In  the  first  'place, 

5.  KB.  takes  KB.P.+ 

6.  If  he  play  K  to  B.  square,  you  remove  KB.  to  Q.Kt. 

third,  threatening  to  play  Q.  to  her  fifth  ;  therefore 
K.  takes  KB.  6.  Q.  to  Q.  fifth.+ 

7.  K  to  K  square.  7.  Q.  takes  KKt,   and  has 

the  best  of  the  game. 

In  the  second  place, 

5.  Q.  to  Q.  fifth. 

6.  If  he  play  KKt.  to  its  fourth,  you  should  take  K.P. 

checking,  compelling  him  to  interpose  K.  Kt.,  which  you 
take  with  K  B.,  and  afterwards  take  K  Kt.  P.     But  if 
K.Kt.  to  Q.  third.  6.  Q.  takes  K.P.+ 

7.  Q.  to  K.  second."*"  7.  Q.  takes  Q. 

8.  K  takes  Q.  8.  K.  B.  to  Q.  Kt.  third. 

There  is  little  difference  in  the  game ;   this  mode  of  play 
is  therefore  not  so  good  for  the  White  as  the  former. 

SECOND   ATTACK. 

5.  Q.B.P.  one  square.  5.  Q.  to  Q.  sixth. 

6.  KKt.  takes  KP.  6.  Q.  takes  K.P.+ 
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7.  Q.  to  K  second.  7.  Q.  takes  K.KtP. 

8.  If  he  play  K.  Kt.  to  its  sixth,  checking,  he  will  lose  a  piece ; 

if  he  play  it  to  Q.  third,  you  should  play  K.  Kt.  to  K. 
second,  and  afterwards  move  K.B.  to  Q.  third.     K  he 
play  Q.  to  K.B.  third,  you  should  take  K.B.P.  with 
K.  B,     Finally,  if  he  play 
K.  to  K.  B.  third.+  8.  K.  to  K.  B.  square. 

9.  K.  R  to  K.  Kt.  square.       9.  Q.  to  K.  R.  sixth. 

10.  KB.  to  KKt  third.  10.  Q.  to  K.  third,  exchanges 
Queens,  and  has  the  best  of  the  game,  having  won 
a  Pawn, 

No.  II. 

4.  Q.B.P,  one  square. 

FIRST    DEFENCE. 

4.  Q.  to  K.  B.  third. 

5.  K.B.  takes  Q.Kt.  5.  Q.  takes  K.B. 

In  thejirst  place, 

6.  K.  Kt.  takes  P.  6.  Q.  takes  P.+ 

7.  Q.  to  K.  second.  7.  Q.  takes  K.  Kt.  P.,  and  the 

position  is  similar  to  the  foregoing. 

In  the  second  place, 

6.  Q.P.  two  squares.  6.  Q.  takes  K.P.+ 

7.  Q.  B.  to  K.  third.  7.  K.  P.  takes  P. 

8.  Q.B.P.  takes  P.  8.  K.B.  checks. 

9.  Q.Kt  to  Q.B.  third.  9.  K.B.  takes  Q.Kt. 

10.  P.  takes  K.B.  10.  K.Kt.  to  K.B.  third. 

11.  K.  castles.  11.  K.  castles. 

The  game  is  in  favour  of  the  White. 

SECOND    DEFENCE. 

4.  Q.P.  one  square.  This  is 
not  a  good  move  ;  you  should  play  as  above,  o^  move 
K.Kt.  to  K.  second  :  as,  however,  the  mpde  of  taking 
advantage  of  it  is  not  obvious,  I  subjoin  the  moves. 

R 
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5.  Q.P.,  two  squares.  5.  K.P.  takes  P. 

6.  Q.B.P.  takes  P.  6.  If  you  play  K.B.  toQ.  :K:t 

third,  he  will  win  a'piece,  by  adrancing  Q.  P.  ;  therefore 

K.B.  checks. 

7.  E.  to  K.  second.  7.  J£  you  j^y  Q.R.P.    one 

square,  he  will  take  Q.Kt.,  and  then  play  Q.  to  Q.  ^ 
fourth,  winning  a  piece.  If  you  play  Q.  B.  to  Q.  secom^d, 
he  win  also  play  Q.  to  Q.  R.  fourth,  and  win.     But  i-f 

Q.P.  one  square. 

8.  Q.  to  Q.R.  fourth.  8.  P.  takes  K.P. 

9.  KB.  takes  Q.Kt+  9.  P.  takes  KB. 

10.  Q.  takes  P.+  10.  Q.B.  to  Q.  second. 

1 1.  Q.  takes  P.  at  K  fourth,  checks,  and  has  the  best  of  t^^ 

game,  owing  to  your  moving  Q.  P.  on  the  fourth  mo^^** 
The  seventh  move  of  the  Black  was  well  played ;  t^*^ 
he  interposed  either  Q.B.  or  Q.Kt,  he  could  \ar^^ 
gained  no  advantage. 

The  latter  part  of  this  game  is  taken  from  a  nnall  volum.^^^ 
printed  at  Lausanne  in  1698,  entitled  "  Traitte  du  Z^^^ 
Royal  des  Echets.     Par  B.A.D.RG.S.'*    It  contaii 
a  few  good  moves. 


FIFTH  GAME. 

1.  JT.  P.  two  squares.  1.  K,P.  two  squares, 

2.  K.Kt.  to  K.B.  third.         2.  Q.Kt  to  Q.B.  third. 

3.  Q.B.P.  one  square.  3.  KB. P.  two  squares. 

In  the  first  place, 

4.  P.  takes  P.  4.  Q.  P.  one  square. 

5.  KKt.P.  two  squares.  5.  KR.P.  two  squares. 

6.  KKt.  to  its  square.  6.  P.  takes  P. 

7.  Q.  takes  P.  7.  Q.Kt  to  K  second. 

8.  K B.  to  Q.  third.  8.  KKt   to  R    third,   a 

recovers  the  Pawn,  with  a  better  position  than  Blacr==^  ^* 
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In  the  second  place, 

4.  Q.P.  two  squares.  4.  KB. P.  takes  P. 

5.  KKt.  takes  P.  5.  K.Kt  to  B.  third. 

6.  Kt  takes  Q.Kt  6.  Q.Kt.P.  takes  Kt 

7.  Q.B.  to  KKt  fifth.  7.  Q.P.  two  squares. 

The  game  is  equaL 

In  the  third  place, 

4.  KB.  to  Q.Kt.  fifth,  4.  P.  takes  P. 

5.  KB.  takes  Kt  5.  Q.P.  takes  B. 

a  KKt  takes  P.  6.  Q.  to  K.Kt  fourth,   and 

has  a  fine  game. 


SIXTH  GAME. 

1.  K.P,  two  squares.  1.  K.P,  troo  squares 

2.  K.Kt.  to  K.B.  third.  2.  Q.JK.  to  Q.B.  third 

3.  K.B.  to  Q.B.  fourth.  3,  K.B.  to  Q.B.  fourth. 

4.  Q.P.  two  squares.  4.  K.B.  takes  P. 

5.  Q.  B.  P.  one  square.  5.  It  would  be  bad   play  to 

move  KB.  to  Q.B.  fourth,   because  he  would  take 

K.B. P.,  checking,  and  afterwards  play  Q.  to  Q.  fifth : 

therefore 

KB.  toQ.Kt  third. 

6.  KKt  to  its  fifth.  6.  KKt  tb  KB.  third. 

7.  Q.  to  KR.  fifth.  7.  K  castles. 

8.  KB. P.  two  squares.  8.  K P.  takes  P. 

9.  Q.B.  takes  P.  9.  Q.P.  one  square. 

10.  KR.  to  KB.  square.       10.  Q.  to  K  second,  and  jou 
have  the  best  of  the  game. 

^e  above  moves  show  that  it  is  bad  play  to  move  Q.  P. 
*^o  squares,  afier  the  K  B.  has  been  played ;  it  can  only 
^  done  with  propriety  on  the  third  move.  See  page  191, 
*  9eq. 

R  2 
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SEVENTH  GAME. 

ttlarit.  WLiiU. 

1.  K.P,  two  sqtiares,  1.  JT.P.  trvo  squares, 

2.  K.  Kt  to  K,  B,  third,  2.  Q.  Kt.  to  Q.  B.  thin 

3.  K.B.  to  Q,B.  fourtL  3.  KB,  to  Q.B.fourt 

4.  Q.  P.  one  square.  4.  Q.  P.  one  square. 

5.  K.  Kt.  to  its  fifth.  5.  K.  Kt  to  K.  B.  third. 

In  the  first  place, 

6.  K.  B.  P.  two  squares.  6.  Q.  B.  to  K.  Kt.  fifth. 

7.  If  he  take  K.  B.  P.  with  K.  Kt.^  you  play  Q.  to  K.  sec 

but  if  he  take  P.  with  K.B.,  giving  check,  you  pli 
to  K.  second,  in  both  cases  winning  a  piece.    Thei 
Q.  to  Q.  second.  7.  K.  P.  takes  P. 

8.  Q.  takes  P.  8.  Q.  to  Q.  second. 

9.  K  he  take  K  B.  P.  with  K.  Kt.,  you  play  K.  R.  to 

squiu*e.  If  he  take  it  with  K.B.,  you  take  K.B. 
K.  Kt.,  and  if  he  retake  with  K.  Kt.,  you  play  K. 
K.  B.  square,  winning  a  piece.  Your  position  is 
superior  to  his. 

In  the  second  place, 

6.  Q.  to  K.  R.  fifth.  6.  K.  castles. 

7.  If  he  take  K.R.P.  with  K.Kt.,  you  play  Q.B.  tol 

fifth.     If  he  castle,  see  the  Variation.     But  if 
Q.  B.  P.  one  square.  7.  K.  to  K.  R.  square. 

8.  If  he  castle,  you  play  K.  B.  P.  two  squares,  having  a 

game.     But  if 
K.  B.  takes  K.  B.  P.  (A.)       8.  Q.  to  K.  B.  thu^ 

9.  If  he  remove  K.  B.  he  loses  the  Queen  ;   therefore 
K.  castles.  9.  K.  R.  takes  B. 

10.  K.Kt.  takes  K.R.+  10.  K.Kt.  takes  Kt. 

White  has  the  advantage. 
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(A.) 

8.  ILKt  takes  K.B.P.+  8.  K.Kt.  takes  Kt 

9.  K.  B.  takes  Kt.  9.  Q.  to  K.  B.  third. 

10.  KB.  to  Q.Kt.  third.  10.  Q.  takes  K.B.P.+ 

11.  K.  to  Q.  square.  11.  Q.  takes  K.Kt.  P.  and  wins. 

In  (Its  third  ptiue, 

6.  K.  castles.  6.  K.  castles. 

7.  K.  to  K.  R.  square.  7.  K.  to  K.  R.  square. 

8.  K.B.P.  two  squares.  8.  K.B.P.  two  squares. 

The  game  is  equal 


VARIATION 

BEGINNING  AT  THE  SEVENTH  MOVE  OF  THE  BLACK. 

Y.  K.  castles.  7.  K.  to  K.R.  square.  In- 
stead of  this  move  jou  may  play  Q.  Kt.  to  Q.  fifth : 
see  the  Eighth  Grame. 

3.  K.  to  K.R.  square.  8.  K.B.P.  two  squares. 

Q.  KB. P.  two  squares.  9.  K.B.P.  takes  P. 

I  PI  the  first  placBy 

^  O.  K  Kt  takes  K.  P.  10.  Q.  P.  one  square. 

1  1.  KKt  takes  KB.  11.  Q.B.  to  K.Kt.  fifth. 

^S.  K.Kt  to  K  sixth.  12.  Q.B.    takes    K.Kt,    and 

wins  KB. 

In  the  second  place^ 

lO.  Q.P,  takes  P.  10.  Q.  Kt  to  Q.  fifth. 

^  1.  KB.  to  Q.Kt  third.  11.  Q.B.  to  KKt  fifth. 

l2.  Q,  to  KR.  fourth.  12.  P.  takes  P. 

^^^oite  has  a  much  better  position  than  the  Black.  Instead 
^^  castling,  Black  would  do  better  to  move  Q.B.P,  one 
nuare. 
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EIGHTH  GAME. 

Slack.  »littc 

1.  K.P.  two  squares.  1.  X.P.  two  squares. 

2.  K.Kt.  to  B.  third.  2.  Q.Kt.  to  B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B.  to  Q.B.  fourth. 

4.  Q.  P.  one  square.  4.  Q.  P.  one  square. 

5.  K.Kt.  to  its  fifth.  5.  K.Kt.  to  K.B.  third. 

6.  Q.  to  K.B.fifih.  6.  K  castles. 

7.  K  castles.  7.  Q.  Kt,  to  Q.  fifth. 

FISST   DEFENCE. 

8.  K.B.  to  Q.Kt.  third.  8.  Q.B.  to  K.Kt  fifth. 

In  the  first  place, 

9.  Et.  takes  E.B.P.  9.  Q.B.  takes  Q. 

10.  Et  takes  Q.+  10.  Et.  takes  KB. 

11.  Et  to  E.  sixth.  11.  Et  takes  Q.R. 

12.  Et  takes  R.  12.  R.   takes  Et,    having  a 

forced  won  game. 

In  the  second  place, 

9.  E.  B.  takes  E.  B.  P."*"  9.  E.  to  E.  R.  square. 

10.  Q.  to  E.R.  fourth.  10.  Et  to  E.  seventh.+ 

11.  E.  to  E.R.  square.  11.  Q.Et  takes  Q.B. 

12.  E.R.  takes  Et  12.  B.  takes  KB.P. 

13.  If  he  play  E.EtP.  one  square,  you  should  take  E.Et 

with  the  Queen  :  therefore 
Q.  takes  E.B.  13.  Q.  takes  Et,  and  wins  easily* 

SECOND   DEFENCE. 

8.  Q.  to  Q.  square.  8.  Q.B.  to  E.Et  fifth. 

In  the  first  place, 

9.  E.Et  takes  E.B.P.  9.  E.R.  takes  Et 
10.  E.B.  takes  R.+                 10.  E.  to  R.  square. 
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1.  If  he  play  Q.  to  Q.  second,  you  take  E.  B. :  therefore 
K  B.  P.  one  squara  1 1.  Kt  takes  K  B.  P."^ 

2.  K.  to  R.  square.  12.  Q.Et.  takes  KR.P.,  and 

wins  easily. 

In  the  second  placCy 

9.  Q-  to  Q.  second.  9.  Q.Et.  to  K  seventh.-** 

0.  K  to  B.  square.  10.  Q.Et  to  E.B.  fifth. 

1.  KEt  to  B.  third.  11.  Q.B.  takes  Et. 

2.  P.  takes  Q.B.  12.  Q.  to  E.B.  fifth. 

3.  K  he  play  Q.  to  Q.  square,  you  may  either  [day  Et.  to 

E.  R.  sixth,  or  take  E.  B.  P.  with  E.  B.     But  if 
(^  to  SI  square.  13.  Q.  to  E.R.  sixth. 

4.  Q.B.  takes  Q.Et  14.  Q.  takes  KB.P.-^ 

5.  E.  to  Et.  square.  15.  P.  takes  Q.B. 

6.  If  he  play  Q.  to  her  square,  you  will  win' the  Queen.     If 
Q.Et  to  Q.  second.  16.  Q.  to  KEt  fifth.+ 

7.  K  to  R  square.  17.  P.  to  E.B.  sixth. 

8.  R.  to  E.Et.  square.  18.  Q.  to  E.R.  fourth. 

9.  If  he  play  Q.  to  Q.  square,  you  play  E.  Et.  to  it«  fifth. 

If  he  play  E.  R.  to  E.  B.  square,  you  move  Q.  to  E.  R. 
sixth,  and  afterwards  E.Et  to  its  fifth.     But  if  he  play 
Q.  to  E.B.  square.  19.  E.Et  to  its  ^fih. 

0.  E.R>.  one  square.  20.  Et  takes  E.B.P.+ 

1.  E.  to  R.  second.  21.  Q.P.  one  square. 

2.  KB.  takes  P.  22.  E.B.  checks. 

3.  KR.  to  Et  third.  23.  Et  to  E.Et  fourth."** 

4.  EL  to  Et  square.  24.  E.B.  takes  R.,  and  wins 

easily. 

e  error  of  the  Black  in  thia  game  is  on  the  seventh 
we,  when  he  ought  to  have  played  Q.B.P.  one  square, 
tead  of  cafltling. 
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NINTH  GAME. 

1.  K,P.  two  squares.  1.  K.P.  two  squares, 

2.  K.  Kt.  to  K,  B,  third,        2.  Q.  Ku  to  Q.  B.  third. 

3.  K.B.  to  Q.B.  fourth.        3.  K.B.  to  Q.B.  fourth. 

4.  Q.  P.  one  square.  4.   Q.  P.  one  square. 

5.  Q.  B.  P.  one  square.  5.  Q.  to  K.  B.  third. 

6.  Q.  B.  to  K.  Kt.  fifth.  6.  Q.  to  K.  Kt,  third. 

7»  If  he  play  Q.  to  Q.  second,  you  will  win  a  piece,  by 
playing  K.R.P.  one  square. 
K.  castles.  7.  Q.  B.  to  K.  Kt.  fifth. 

8.  Q.  Kt.  to  Q.  second.  8.  K.  Kt.  to  K.  R.  third. 

9.  Q.  B.  takes  Kt.  9.  Q.  takes  Q.  B. 

10.  Q.  to  Q.Kt.  third.  10.  Q.Kt.  to  Q.  square,  and 
the  game  is  even. 


TENTH   GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K  Kt.  to  B.  third.  2.  Q.  Kt.  to  B.  third. 

3.  KB.  to  Q.B. fourth.  3.  KB.  to  Q.B. fourth. 

4.  Q.  P.  one  square.  4.  Q.  P.  one  square. 

5.  Q.  B.  to  K.  Kt.  fifth. 

FIRST    DEFENCE. 

5.  K.B. P.  one  square.  This? 
is  not  a  good  move  ;  it  would  be  better  to  play  K.  Kt. 
to  K.  B.  third ;  but  the  best  move  is  to  play  Q.  to  Q. 
second,  as  in  the  Second  Defence. 

6.  Q.B.  to  K.R.  fourth.  6.  You  should  play  K.Kt.  to 

K.  second,  and  your  position  would  not  be  much  inferior 
to  his  ;  but  suppose  you  play 
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K.  Et.  P.  two  squares. 
7.  KKt  takes  K.Kt.P.  7.  P.  takes  K.Kt. 

S,  Q.  checks.  8.  E.  to  Q.  second. 

9.  Q.  to  K.B.  seventh."*'  9.  Q.  to  K.  second. 

10.  KB.  to  K.  sixth  +  10.  K.  to  Q.  square. 

11.  Q.  B.  takes  P.,  and  wins  the  Queen. 

SECOND   DEFENCE. 

5.  Q.  to  Q.  second. 
&  If  he  were  to  castle,  or  play  Q.  Kt.  to  Q.  B.  third,  you 
might  play  Q.  Kt.  to  Q.  R.  fourth,  in  order  to  exchange 
it  for  K.  B.     But  if 
K.  B.  to  Q.  Kt.  fifth.  6.  Q.  R.  P.  one  square. 

T.  K.  B.  takes  Q.  Kt.  7.  Q.  takes  K.  B. 

M.  K.  castles.  8.  K.  B.  P.  one  square. 

.  Q.B.  to  K.  third.  9.  K.Kt.  to  K.  second,  will 

afterwards  castle,  and  have  an  even  game. 


ELEVENTH  GAME. 

Vlocft.  miWt, 

1 .  K.P,  two  sqiuires.  1 .  K.P,  two  squares, 

^.  K.  Kt.  to  K.  B,  third.         2.  Q.  Kt.  to  Q.  D.  third. 
^.  K.  D.  to  Q.  B.  fourth.       3.  K.  B.  to  Q.  B.  fourth. 
'^.  K.  castles.  4.  Q.  P.  one  square. 

^.  K.R.  to  K.  square.  5.  K.Kt.  to  K.B.  third. 

^.  K.Kt  to  its  fifth.  6.  K.B.  takes  K.B.P.+ 

*7.  1£  he  take  K.  B.  you  check  with  K.  Kt.,  and  then  take  Kt. 
with  Q.  :  therefore 
K  to  K.  R.  square.  7.  K.  Kt.  to  its  fifth. 

^.  K  he  take  K.  B.  P.  with  K.  Kt.,  you  pky  Q.  to  K.  R.  fifth. 
If  he  play  K.  R.  to  B.  square,  you  take  Kt.     But  if 
K.  B.  takes  P."*"  8.  K.  to  B.  square. 
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9.  Kt  to  K  sixtli.+  9.  Q.B.  takes  Kt 

10.  KB.  takes  Q.B.  10.  B.  takes  KR. 

11.  Q.  takes  K.Kt.  11.  KB.  to  KR.  fiM,  and 

you  have  considerably  the  best  of  the  game.  Black 
ought,  on  the  sixth  move,  to  have  played  Q.B.P.  one 
square. 


TWELFTH  GAME. 

VlaciL  WiiiU. 

1.  K.P,  two  squares,  1.  K,P.  two  squares. 

2.  K.Kt.  to  KB.  third.  2.  QKt.  to  Q.B.  third. 

3.  K  B.  to  Q.  B.  fourth.  3.  K.  B.  to  Q.  B.  fourth. 

4.  K  oastles.  4.  Q.  P.  one  square. 

5.  K  R.  to  K.  square.  5.  K.  Kt.  to  K.  B.  third. 

6.  Q.B.P.  one  square.  6.  K  castles. 

7.  Q*  P*  one  square.  7.  K.  Kt.  to  its  Mth. 

8.  KR.  to  KB.  square.  8.  K  to  KR.  square. 

9.  He  ought  to  play  KR.P.  one  square  ;  but  suppose 
K  Kt.  to  its  fifth.  9.  K.  B.  P.  two  squares. 

10.  If  he  check  with  K.  Kt.  you  should  take  it,  and  afterward 

play  Q.  to  K  R.  fifth.     But  if 
KR.P.  one  square.  10.  KB. P.  one  square. 

FIRST    ATTACK. 

11.  KR.P.  takes  Kt.  11.  Q.  takes  Kt. 

12.  Q.Kt.  to  Q.  second.  12.  Q.B.  takes  P. 

13.  Q.Kt.  to  B.  third.  13.  Q.  to  KR.  fourth. 

14.  Q.P.  one  square.  14.  KR.  to  B.  third. 

15.  KR.  to  K  square.  15.  P.  takes  P.,  and  you  haitf 

certainly  the  best  of  the  game. 

SECOND    ATTACK. 

11.  KKt.  checks.  11.  KR.  takes  Kt 

12.  KB.  takes  R.  12.  Q.  to  KR.  fifth. 
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In  the  first  placcy 

13.  P.  takes  Kt  13.  Q.B.  takes  P. 

14.  K  he  play  Q.  to  Q.  Kt.  third,  you  should  move  Q.  Kt  to 

Q.  R.  fourth,  and  then  advance  K.[B.  P.     If  he  play  Q. 
to  Q.  second,  you  should  play  K.  B.  P.,  and  on  his  mov- 
ing Q.  to  K.Kt.  fifth,  you  play  Q.  to  K.Kt.  sixth. 
Suppose  he  plays 
Q.  to  Q.B.  second.  14.  K.B.P.  one  square. 

1.  o.  K.R.  to  Q.  square.  15.  Checkmates  in  four  moves. 

In  the  second  place, 

is.  Q.P.  one  square.  13.  K.P.  takes  P. 

1^.  Q.B.  takes  P.  14.  P.  takes  Q.B.P. 

1  ^.  K  he  take  P.  with  Q.  Kt.,  you  should  take  K  B.  P.  with 
K.Kt.     If 
K.R.P.  takes  Kt.  15.  Q.B.  takes  P. 

^  C  If  he  play  Q.  to  Q.  third,  you  should  take  Q.  Kt.  P.  If 
he  move  Q.  to  Q.  B.  second,  or  to  Q.  Kt.  third,  you  play 
Q.  Kt.  to  Q.  fifth,  having  the  best  of  the  game. 

In  the  third  place^ 

^^.  Q.  to  KB.  third.  13.  K.Kt.  to  K.B.  third. 

"^^  '^.  If  he  move  the  King,  he  will  lose  the  Queen.     But  if 

Q.P.  one  square.  14.  Q.Kt.  takes  P. 

i'S.  Q.B.P.  takes  Kt.  15.  K.B.  takes  P. 

i^.  Q.Kt  to  Q.B.  third.        16.  K.  Kt.  P.  two  squares. 
^V.  Q.Kt  to  Q.  fifth.  17.  KKt.P.  one  square. 

Is.  K.R.P.  takes  P.  (A.)       18.  Q.B.  takes  P. 
^S.  Q.  to  Q.  third.  19.  K.B.P.  one  square. 

^O.  If  he  play  Q.B.  to  K  third,  you  wiU  checkmate  him  in 
three  moves.     K  he  take  Kt.,  you  pky  Q.  to  K.Kt. 
sixth.     K 
P.  takes  P.  20.  Q.  to  K.Kt.  sixth.+ 

21.  K.  to  R.  square.  21.  Q.B.  takes  K.KtP.,  checks, 

and  wins. 
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18.  Q.  to  Q.  third. 

19.  KP.  takes  Kt 

20.  KB.  to  K.  sixth. 

21.  P.  takes  Q.B. 

22.  K  takes  P. 

23.  K.  to  B.  third. 

24.  K.  to  K.  fourth. 

and  wins. 


(A.) 

18.  Kt.  takes  Et. 

19.  P.  takes  K.R.P. 

20.  Q.B.  takes  B. 

21.  P.  takes  K.Kt.P. 

22.  R.  checks. 

23.  Q.  to  KKt.  fifth.+ 

24.  Q.  to  K.  Kt.  third,  checks- 


The  seventh  move  of  the  Black  was  wrong ;   he  shoul( 
have  moved  ELR.P.  one  square. 


THIRTEENTH  GAME. 


Vlarfu 

1.  K.  P.  two  squares, 

2.  K,  Kt.  to  K  D.  third. 

3.  K.  B.  to  Q.  D.  fourth. 

4.  K.  ccL^tles. 

5.  K.  It.  to  K.  square. 

6.  Q.  B.  P.  one  square. 

7.  Q.P.  two  squares. 

8.  P.  takes  P. 


imtlttf. 

1.  K.P.  two  squures. 

2.  Q.Kt  to  Q.B.  third. 

3.  K.  B.  to  Q.  B.  fourth. 

4.  Q.  P.  one  square. 

5.  K.  Kt.  to  K.  B.  third. 

6.  K.  castles. 

7.  K.B.  to  Q.Kt.  third. 


In  tlie  first  places 


9.  K.  Kt.  takes  Q.  Kt. 

10.  Q.  takes  Q. 

11.  Q.B.  toKKt.  fifth. 

position  is  equal. 


8.  Q.Kt.  takes  P. 

9.  P.  takes  Kt. 

10.  R.  takes  Q. 

11.  R.  to  Q.   third,   and 


In  tli£  second  pluce^ 

8.  K.  Kt.  to  its  fifth. 
9.  If  he  play  K.  R.  to  B.  square,  you  should  take  P.  with  Q. 


KING^8   knight's  GAME.  253 

If  he  play  Q.B.  to  K.  third,   you   should  exchange 
Bishops,  and  then  take  P.  with  Q.Kt.     But  if 
Q.B.  to  K.Kt.  fifth.  9.  K.B.  takes  P.+ 

10.  K.  to  B.  square.  10.  K.B.  takes  R. 

11.  Q.B.  takes  Q.  11.  K.Kt.  to  K.  8ixth.+ 

12.  K.  takes  B.  12.  Kt.  takes  Q.,  and  has  the 

best  of  the  game. 


FOURTEENTH  GAME, 

Vlart.  9miU. 

1.  K,P.  two  squares.  1.  A".  P.  two  squares. 

2.  KKl  to  K.B.  third.  2.  Q.Kf.  to  Q.B.  third. 

3.  K.B.  to  Q.B.  fourth.  3.  KB.  to  Q.B.  fourth. 

4.  K.  castles.  4.  Q.  P.  one  square. 

5.  K.  R.  to  K.  square.  5.  K.  Kt.  to  K  B.  third. 

6.  Q.B.P.  one  square.  6*  K.  castles. 

7.  Q.P.  one  square.  7.  K.Kt.  to  its  fifth. 

8.  Q.  P.  one  square.        *  8.  K.  P.  takes  P. 

9.  If  he  take  P.  with  Q.  B.  P.,  see  the  Variation.     But  if 
Q.  B.  to  K.  Kt,  fifth.  9.  K.  Kt  takes  K.  B.  P. 

FIRST   DEFENCE. 

10.  Q.  to  Q.Kt.  third.  10.  P.  takes  P. 

In  the  first  place ^ 

11.  Q.B.  takes  Q.  11.  P.  takes  Q.Kt.P. 

12.  Q.  takes  P.  (A.)  12.  Kt.  to  Q.  sixth.+ 

13.  K.  to  B.  square.  13.  Kt.  takes  Q. 

14.  Q.B.  to  K.R.  fourth.  14.  Kt.  takes  K.B.,  and  wins. 

(A.) 

12.  Q.Kt.  to  Q.B.  third.        12.  K.Kt.  to  Q.  eighth.+ 

13.  K.  to  B.  square.  13.  P.    takes   Q.  R.,    and   be- 

comes a  Queen. 
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14.  KB.  takes  Kt.  14.  Q.  takes  KB.-*- 

16.  Kt.  takes  Q.  15.  Q.Kt.  takes  Q.B.,  and  joi 

have  the  best  of  the  game,  having  two  Books  and  three 

Pawns  for  the  Queen. 

In  the  second  places 

11.  Q-Kt.  takes  P.  11.  KKt  to  K.B.  sixth."^ 

12.  K.  to  B.  square.  12.  KKt.  takes  Q.B. 

13.  Kt.  takes  Kt.  13.  Q.  takes  Kt.,  and  will  win 

SECOND   DEFENCE. 

10.  Q.B.  takes  Q.  10.  K.Kt  takes  Q. 

11.  K.B.  takes  Kt.  11.  P.  takes  Q.B.P.+ 

12.  K  to  B.  square.  12.  P.  takes  P. 

13.  Q.Kt.  to  Q.  second.  13.  P.  takes  Q.B.  and  becomes 

a  Queen. 

14.  K.B.  takes  Q.  14.  Q.Kt  takes  Q.B.9  and  wins. 

THIRD   DEFENCE. 

10.  K.  takes  Kt.  10.  P.  takes  P.+ 

11.  K.  to  B.  square.  }1.  P.  takes  Q.Kt.P. 

12.  Q.Kt.  to  Q.B.  third.  12.  P.    takes    Q.B.    and   be- 

comes a  Queen. 

13.  Q.  takes  Q.  13.  Q.  to  K.  square,  and  jou 

have  much  the  best  of  the  game. 

The  error  of  the  Black  in  this  game  consists  in  playing 
Q.P.  one  square  on  the  eighth  move,  instead  of  K.R.  to 
K.B.  square.    ' 

VARIATION, 

BEOINNINO   AT   THE  NINTH   MOVE   OP  THE    BLACK. 

9.  Q.B.P.  takes  P.  9.  Q.Kt.  takes  P. 

10.  K.Kt.  takes  Kt.  10.  Q.  to  K.R.  fifth. 

In  tlie  first  place, 

11.  K.R.P.  one  square.  11.  Q.  takes  K.B.P.+ 

12.  K.  to  R.  square.  12.  Q.  to  K.Kt.  sixth. 
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13.  P.  takes  Kt  13.  E.B.  takes  Et 

14.  Q.  takes  E.B.  14.  Q-  to  KR.  fifth."^ 

15.  E.  to  Et  square.  15.  Q.  takes  B.+ 

16.  SL  to  B.  second.  16.  Q.  takes   Q-B.,  and  has 

much  the  best  of  the  game. 

In  the  second  place, 

HI.  If  he  play  E. Et.  to  E. B.  third,  yon  would  give  checkmate 
in  three  moves.     Therefore 
Q.B.  to  E.  third.  1 1.  Q.  takes  E.R.P.+ 

12.  K  to  B.  square.  12.  Q.  to  E.B.  eighth.^ 

13.  E.  to  E.  second.  13.  Q.  takes  E.Et.P. 

14.  KR.  to  Et  square.  14.  E.Et  takes  B. 

15.  K  takes  Et  15.  E.B.  takes  Et+ 

1  6.  K  takes  KB.  16.  Q.  takes  E.B.P.,  checks, 

and  has  the  best  of  the  game,  having  gained  four  pawns 
for  a  piece. 


FIFTEENTH  GAME. 

VlatiL  mitte. 

1.  K.P.  two  squares,  1.  K,P.  two  squares, 

2.  K,  Kt,  to  K.  B.  third.  2.  Q.  Kt  to   Q.  B.  third. 

3.  K.B.  to  Q.B,  fourth.  3.  K.B,  to  Q.B.  fourth, 

4.  Q.B.P.  one  square.  4.  Q.  to  E.  second. 

FISST    ATTACK. 

5.  Q.  p.  one  square.  5.  Q.P.  one  square. 

In  the  first  place, 

6.  E.  Et  to  its  fifth.  6.  Q.  Et.  to  Q.  square. 

7.  K  castles.  7.  E.  B.  P.  one  square. 

8.  KB.  takes  KEt  8.  KR.  takes  KB. 

9.  K  he  take  K  R.  P.  with  K  Et,  you  will  win  the  Enight 

hj  playing  E.  Et.  P.  one  square.     But  if 
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Q.  to  K.  R.  fifth.+  9.  K.  Kt.  P.  one  square. 

10.  Q.  takes  K.R.P.  10.  Q.  takes  Q. 

11.  KEt.  takes  Q.  11.  K.  to  K.B.   second,  and 

afterwards  playing  E.  R.  to  its  square,  will  win  SL  Et. 

In  the  second  'place, 

6.  Q.  B.  to  E.  Et.  fifth.  6.  E.  B.  P.  one  square. 

7.  E.  B.  takes  E.  Et.  7.  P.  takes  Q.  B. 

8.  E.B.  to  Q.  fifth.  8.  P.  to  E.Et  fifth. 

9.  E.  B.  takes  Q.  Et.+  9.  P.  takes  E.  B. 

10.  E.Et.  to  Q.  second.  10.  E.R.  to  E.B.  square. 

11.  E.  castles.  11.  Q.  to  E.R.  fifth. 

12.  Q.  to  E.  second.  12.  E.R.  to  E.B.  third. 

13.  Q.P.  one  square.  13.  E.P.  takes  P. 

14.  E.P.  one  square.  14.  P.  to  Q.  sixth. 

15.  Q.  to  E.  square.  15.  E.R.  to  its  third. 

16.  P.  takes  Q.P.+  16.  Q.  B.  to  E.  third,  and  wins 

easily.     Black  ought,  en  the  seventh   move,   to  hav^ 
played  Q.  B.  to  E.  R.  fourth,  instead  of  taking  E.  Et 

SECOND    ATTACK. 

5.  Q.P.  two  squares.  5.  E.B.  to  Q.Et.  third. 

6.  Q.  P.  takes  P.  6.  It  would  not  be  good  pla^ 

to  take  E.B. P.  with  E,B.  checking,  in  order  after-r 
wards  to  play  Q.  to  Q.  B.  fourth  ;  therefore, 

Q.Et.  takes  P. 

7.  E.Et.  takes  Et.  7.  Q.  takes  E.Et. 

8.  E.  castles.  8.  Q.P.  one  square. 

9.  E.  to  E.R.  square.  9.  E.Et.  to  E.  second. 

10.  If  he  play  E.B. P.  two  sqs.,  you  may  take  E.P.     But 
Q.  to  E.  second.  10.  Q.P.  one  square. 

11.  E.P.  takes  P.  11.  Q.  take  Q. 

12.  E.B.  takes  Q.  12.  E.Et  takes  P. 

The  game  is  quite  even. 


THIRD   OPENING; 
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THIRD   OPENING; 


ORf   THC 


QQEEN'S  BISHOPS  PAWNS  GAME 


FIRST  GAME. 

USi%iU.  ISIacft. 

3f .  P.  two  s(|uares.  I .  K.  P.  two  squares. 

'^'      ^i.B.P.  one  square.  2.  The   best    move    for    the 

Black  is  to  phiy  Q.  P.  two  squares.  In  this  game 
I  shall  suppose  him  to  play  K.  B.  to  Q.  B.  fourth,  and 
in  the  next  K.  Kt.  to  K.  B.  third. 

K.B.  to  Q.B.  fourth. 
^-      XKt.  to  K.B.  third.         3.  If  he  play  Q.Kt.  to  Q.B. 
third,  you  move  K.  B.  to  Q.  B.  fourth,  and  the  position 
wiU  be  the  same  as  in  the  ordinary  K.  Kt.  game.     But  if 

Q.P.  one  square. 
"*•      XB.  to  Q.B.  fourth.         4.  If  he  play  Q.B.  to  K.Kt. 
fifth,  you  pky  Q.  to  Q.  Kt.  third.     But  if 

K.Kt.  to  KB.  third. 
X.  casUes.        .  5.  He  ought    now  either   to 

castle,  or  play  Q.  Kt.  to  Q.  B.  third.     But  suppose 

K.Kt.  takes  K.P. 
•     <i.  to  Q.R.  fourth.+ 


5. 


FIRST    DEFENCE. 


6.  Q.B.P.  one  square. 
^-    X.B.  takes  KB.P.^^  7.  K.  takes  K.B. 

*     Q.  takes  K.Kt.,  and  your  position   is  superior  to  the 
Black's. 


8  2 
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SECOND    DEFENCE. 

6.  Q.B.  to  Q.  second. 

7.  K.B.  takes  K.B.P.+  7.  K.  takes  KB. 

8.  Q.  takes  K.Kt.  8.  Q.B.  to  Q.B.  third. 

9.  Q.  to  Q.  B.  fourth.^  9.  If  he  play  K.  to  K  secom 

or  K.B.  third,  you  play  Q.P.  two  squares,   in  ord( 
afterwards  to  play  Q.  B.  to  K.  Kt.  fifth.     K  he  play 

K.  to  K.  square. 

10.  K.Kt  takes  K.P.  10.  If  he   play  Q.  to  KE 

fourth,  you   take  Q.  B.,  and  then  advance   Q.P.  tw 

squares.     But  if 

Q.P.  take^  Kt. 

11.  Q.  takes  K.B.  11.  Q.  to  K.Kt.  fourth. 

12.  K.B. P.  one  square. 

White  has  the  best  position,  with  the  advantage  of  a  Paw- 

THIRD    DEFENCE. 

6.  K.  to  K.B.  square. 

7.  K.B.  takes  K.B.P. 

In  the  Jirst  place, 

7.  K.Kt.  takes  K.B. P. 

8.  Q.P.  two  squares.  8.  K.P.  takes  P. 

9.  Q.B.P.  takes  P.  9.  K.B.  to  Q.Kt.  third. 

10.  K.R.  takes  Kt.  10.  K.  takes  K.B. 

11.  K.Kt.  to  K.  fifth.+  11.  K.  to  K.Kt.  square. 

12.  K.Kt.  to  K.B.  seventh,  and  has  evidently  the  bes- 

the  game. 

In  the  second  place, 

7.  K.B.  takes  K.B.P.+ 

8.  K.  to  K.R.  square.  8.  Q.P.  one  square. 

9.  K.Kt  takes  K.P.  9.  If  he  play  Q.  to  K.  seer* 

you  advance  Q.P.  two  squares.     But  suppose 

K.B.  to  Q.Kt,  third- 

10.  K.B.  to  K.R.*  fifth.+         10   If  he  play  K.  to  K. 

you  should  play  Q.P.  one  square.     If  he  play 
K.  Kt.  square,  you  move  Q.  P.  two  squares.     But  i^ 

K.Kt.  to  K.B.  seveii^^ 

11.  K.  to  K. Kt.  square,  and  has  much  the  best  of  the  f^^^ 


2. 
3. 


o. 


8, 
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SECOND  GAME. 

JC,P,  tmo  squares.  1.  K.P,  trro  squares. 

Q.  B.  P.  one  square.  2.  K.  Kt.  to  K.  B.  third. 

Y"ou  have  now  two  ways  of  playing,  viz.  Q.  to  Q.B. 
second,  or  Q.  P.  two  squares  ;  this  latter  move  will  be 
examined  in  the  next  game,  at  present  I  shall  suppose 
jou  to  play 

^.  to  Q.B.  second.  3.  K.B.  to  Q.B.  fourth. 


FIRST    ATTACK. 

**•      ^iCKt.  to  K.B.  third. 


In  the  first  place, 

4.  K.Kt  to  its  fifth. 
.P.  two  squares.  5.  If  he  play  K.B.  to  Q. Kt. 

third,  you  play  K.  R.  P.  one  square,  and  then  take  K.  P. 
with  K.Kt.  ;  therefore, 

K.P.  takes  P. 
^-      C^.B.P.  takes  P.  6.  K.B.  cheeks. 

Kt.  to  Q.B.  third.  7.  Q.  to  K.  second. 

B.  to  Q.  third,  and  will  afterwards  castle,  and  have 
the  best  of  the  game. 

In  the  second  place, 

4.  Q.Kt.  to  Q.B.  third. 

*  JC.B.  to  Q.B.  fourth.  5.  Q.P.  one  square. 

*  *C  castles.  6.  K.  castles. 

"•     <^.P.  one  square.  7.  Q.B.  to  K.Kt.  fifth. 

The  game  is  equal. 

In  the  third  pUice, 

4.  Q.P.  two  squares. 
^-    lC.Kt.  takes  K.P.  5.  Q.P.  takes  K.P. 

*   IC.B.  to  Q.B.  fourth.         6.  K.  castles. 

There  is  little  difference  in  the  position. 
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SECOND    ATTACK. 

4.  K.B.P.  two  squares. 

FIRST    DEFENCE. 

4.  K.Kt.  to  its  fiftli. 

5.  K.Kt.  to  KB.  third. 

In  the  Jirst  pluce, 

o.  K.Kt.  to  K.B.  seventfai 

6.  Q.P.  two  squares.  6.  K.Kt.  takes  K.R. 

7.  P.  takes  K.  B.,  and  as  you  will  afterwards  gain  Kfei 

you  have  the  best  of  the  game. 

In  the  second  place, 

o.  K.B.  checks. 

6.  K.  to  K.  second.  6.  K.B.  to  Q.Kt.  third. 

7.  K.B.P.  takes  P.                 7.  K.Kt.  to  K.B.  sevenf^ 
«.  K.ll.  to  K.Kt.  square.       8.  K.Kt  to  its  fifth. 

9.  Q.  P.  two  squares,  and  you  have  evidently  a  much  b^ 
game  than  the  Black. 

SECOND    DKFKNCE. 

4.  K.B.  takes  K.Kt. 

.'5.  K.R.  takes  K.B.  5.  Q.P.  two  squares. 

G.  K.B.P.  takes  P.  6.  K.Kt.  takes  K.P. 

7.  Q.P.  two  squares.  7.  Q.B.  to  K.B.  fourtl 

8.  K.B.  to  Q.  third. 

The  position  of  the  WJiite  is  slightly  superior  to  thi 
the  Black. 


THIRD  GAME. 

«ait)itr.  lilarfc. 

1 .  K.P,  two  squarea,  1 .  K,P,  two  squares. 

2.  Q.  B.  P.  one  square,  2.  K,  Kt.  to  K,  B.  thir^-^- 
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3.  Q.P.  two  squares.  3.  If  he  take  Q.P.,  you  will 

advance  K.P.,  and  then  take  P.  with  Q.B.P.     But  if 

KKt.  takes  P. 

4.  Q.  P.  takes  K.  P.  4.  K.  B.  to  Q.  B.  fourth  sq. ; 

this,  wluch  appears  a  very  good  move,  is  in  reality  a 
bad  one  ;  he  ought  to  have  played  Q.  P.  two  squares, 
and  your  best  move  would  then  be  Q.  B.  to  K.  third. 

o.  Q.  to  K.  Kt.  fourth.  o.  As  he  may  take  K.B.P. 

with  K.  Kt.,  or  play  Q.  P.  two  sc^uares,  there  wiU  be  two 
Variations  on  this  move  ;  at  present  suppose  he  plays. 

K.B.  takes  K.B.P.+ 

<>.  K.  to  his  second. 

FIRST    DKFENCK. 

6.  Q.  to  K.R.  fifth. 
7.  Q.  takes  K.Kt.P.  7.  K.R.  to  K.B.  square. 

«.  K.Kt.  to  K.B.  third.  8.  If  he  play  Q.  to  K.  second, 

you  move  Q.B.  to  K.R.  sixth,  winning  the  exchange. 
But  if 

Q.  to  K.R.  fourth. 
J).  Q.B.  to  K.R.  sixth.  9.  K.B.  to  Q.B.  fourth. 

*  0.  K.Kt. P.  two  squares.  10.  If  he  check  with  K.Kt.  at 
its  sixth,  you  move  K.  to  Q.  square,  winning  the  Kt. 
afterwards  ;  tlierefore, 

Q.  to  K.Kt.  third, 
ll.  Q.  takes  Q.  11.  P.  takes  Q. 

X2.  Q.B.  takes  R.,  and  has  considerably  the  best  of  the  game. 

SECOND    DEFENCE. 

6.  K.B.  takes  K.Kt. 

7.  K.R.  takes  K.B.  7.  Q.P.  two  squares. 

8.  Q.  takes  K.Kt.P.  8.  K.R.  to  K.B.  square. 

9.  Q.B.  to  K.R.  sixth.  9.  Q.Kt.  to  Q.  second. 

10.  K.Kt. P.  one  square.         10.  Q.  to  K.  second. 

11.  K.B.  to  K.R.  third.         11.  If  he  take  P.  with  Q.Kt., 

you  take  Q.  B.,  and  then  K.  R.  ;  therefore, 

K.Kt.  to  Q.B.  fourth. 
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12.  KB.  takes  Q.Et.+  12.  Kt.  takes  K.B. 

13.  K.R.  to  K.  square,  and  the  position  of  the  White  ii 

very  advantageous. 

THIRD   DEFENCE. 

6.  Q.P.  two  squares. 

7.  Q.  takes  K.Kt.P.  7.  K.R.  to  K.B.  square. 

8.  Q.B.  to  K.R.  sixth.  8.  KB.  to  Q.B.  fourth. 

9.  KKt.  to  KB.  third.         9.  KKt  to  KB.  seventh. 

10.  Q.Kt.P.  two  squares.        10.  Kt.  takes  KR 

11.  P.  takes  KB.  11.  Q.Kt  to  Q.  second. 

12.  K  Kt.  to  its  fifth,  having  a  very  fine  game. 

FIRST  VARIATION, 

BEGINNING    AT    THE   FIFTH    MOVE   OF  THE   BLACK. 

SBttte.  Viatk, 

1.  K.P,  two  squares.  1.  K,P.  two  squares. 

2.  Q.  B.  P.  one  square,  2.  K.  Kt.  to  K.  B.  third. 

3.  Q.  P.  two  squares.  3.  K.  Kt.  takes  K.  P. 

4.  Q.P.  takes  P.  4.  KB.  to  Q.B.fourtk. 

5.  Q.  to  K. Kt.  fourth.  5.  KKt  takes  KB. P. 

6.  Q.  takes  KKt. P.  6.  KR.  to  KB.  square. 

7.  Q.B.  to  KKt.  fifth.  7.  If  he  play  KB.   to 

second,  you  win  a  piece  by  first  taking  K.  B.,  and  afle^^ 
wards  K.  Kt.  ;  therefore, 

KB. P.  one  square. 

8.  P  takes  P.  8.  If  he  play  KR.  to  K 

second,  you  check  at  K.  Kt.  eighth,  compelling  him 
interpose  K.  B. ;  you  then  take  K.  Kt.     But  if 

KKt.  takes  KR. 

9.  K.  B.  to  K  second,  having  a  forced  won  game. 

SECOND  VARIATION, 

BEGINNUfG    AT  THE    FIFTH   MOVE   OF    THE   BLACK. 

«»ttte.  VlacfL 

1.  K.P.  two  squares.  1.  K.P.  iToo  squares. 

2.  Q.B.P.  one  square.  2.  K.Kt.  to  KB.  third. 
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3.  Q.  P.  two  squares.  3.  K.  Kt.  takes  K.  P, 

-4.  Q.P.  takes  P.  4.  K.B.  to  Q.B,  fourth. 

•S.  Q.  to  K.  Kt.  fourth,  o.  Q.P.  two  squares. 

6.  Q.  takes  KEtP.  6.  K.R.  to  K.B.  square. 

"7.  Q.  B.  to  K.  third.  7.  If  he  play  Q.  to  K.  second, 

yoa  play  Q.  Kt.  to  Q.  second,  in  order  afterwards  to 

castle  on  the  Queen's  side.     But  if 

Q.P.  one  square. 
S.  Q.B.P.  takes  P.  8.  K.B.  takes  P. 

S.  Q.Kt.  to  Q.  second.  9.  If  he  take  Q.B.,  you  will 

win  by  taking  K.  Kt.  :  but  suppose, 

FIRST    DEFKNCK. 

K.B.  takes  Q.Kt.P. 
^<:>.  Q.Kt  takes  Kt.  10.  K.B.  takes  Q.R. 

^  X.  Kt  to  K.B.  sixth.+  11.  K.  to  K.  second. 

^  S.  Q.B.  checks.  12.  K.  to  K.  third. 

"*-  3.  Checkmates  in  five  moves. 

SECOND   DEFENCE. 

9.  K.Kt.  takes  Q.Kt 
^^.  Q.R.  to  Q.  square. 

In  the  first  plfice, 

10.  K.B.  takes  Q.B. 
I  1.  P.  takes  Q.B.  11.  Q.  to  K.R.  fifth.+ 

^2.  K.  takes  Kt  12.  Q.  to  K.B.  seventh.^ 

la.  K.B.  to  K  second.  13.  If   he   play   Q.B.   to  K. 

third,  or  Q.  Kt  to  Q.  B.  third,  you  should  move  K.  Kt. 
to  K.  B.  third,  in  order  to  play  K.  R.  to  K.  B.  square, 
winning  the  Queen.     But  if 

Q.  to  K.R.  fifth. 
1 4.  K.  to  Q.B.  square,  having  an  excellent  position. 

In  the  second  place, 

10.  K.B.  takes  Q.KtP. 
X 1.  Q.B.  takes  Kt.  11.  If  he  play  Q.  to  Q.  fourth, 

you  should  take  K.R.,  and  then  check  with  Q.B.  at 
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K.R.  sixth.  If  he  play  Q.  to  Q.  fifth,  you  move  K.Kt 
to  K.  B.  third  ;  and  if  he  then  check  at  K.  fifUi,  yoi 
interpose  K.  B.,  and  afterwards  castle,  having  the  bes 
of  the  game. 


FOURTH  GAME. 

1.  K,P.  two  squares,  1.  K,P.  two  squares. 

2.  Q.  13,  P.  one  square,  2.  Q.  P.  two  squares. 

3.  K.Kt.  to  K.B.  third. 

FIRST    DEFENCE. 

3.  Q.B.  to  K.Kt,  fifth. 

4.  Q.  to  Q.R.  fourth.^ 

In  the  Jirst  place, 

4.  Q.  to  Q.  second. 

5.  Q.  to  Q.Kt.  third.  5.  Q.B.  takes  Kt. 

6.  Q.  takes  Q.Kt. P.  6.  Q.B.  takes  K.Kt. P. 

7.  K.B.  takes  Q.B.  7.  Q.  to  Q.B.  third. 

8.  Q.  to  Q.B.  eighth.  ■»■  8.  K.  to  K.  second. 

9.  P.  takes  P.  9.  Q.  to  Q.  third. 
10.  Q.  to  Q.Kt.  seventh,  winning  Q.R. 

If  on  the  fourth  move  he  had  interposed   Q.Kt., 
Q.  B.  P.,  you  would  have  taken  K.  P.  with  K.  Kt.     If    * 
the  fifth  move  he  had  played  Q.  Kt.  P.  one  square,  or  tm 
taken  your  ILP.,  you  would  also  take  K.P.  with  K.IC'* 
but  il*  he  had  played  Q.  Kt.  to  Q.  B.  third,  you  ought 
take  Q.  P.  with  K.  P. 

If  on  the  sixth  move  he  had  played  Q.  to  Q.B.  thiJ 
you  would  win  the  Queen  by  attacking  her  with  K.  B. 

If  on  the  ninth  move  he  play  Q.  Kt.  to  Q.  second,  yc 
take  Q.  R.  with  (J.,  and  afterwards  check  with  the  Pawx 
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In  the  second  place, 

4.  Q.B.  to  Q.  second. 
5.  Q.  to  Q.  Kt.  third.  5.  If  he  take  P.  with  Q.  P., 

you  take  K.P.  with   K.  Kt.,  and  will  afterwards  win 
either  K.  B.  P.  or  Q.  Kt  P.  :  therefore, 

Q.B.  to  Q.B.  third. 
G,  K.Kt.  takers  K.P.  6.  Q.  to  K.  second. 

T.  K.Kt.  takes  Q.B.  7.  Q.  takes  K.P.+ 

S.  K.  to  Q.  square.  8.  Q.Kt.  takes  Kt. 

9.  Q.  takes  Q.Kt. P.,  and  wins  either  Q.R.  or  Q.Kt 

SECOND    DEFENCK. 

3.  Q.P.  takes  P. 

-i.  K.Kt.  takes  P.  4.  If  he  play  K.B.   to  Q.B. 

fourth,  he  will  lose  K.  P.  by  your  checking  with  Q.  at 

Q.R.   fourth.     If  he   play  K.Kt.   to  K.B.  third,    or 

Q.B. P.  one   square,  you  play  K.B.  to  Q.B.  fourth. 

Finally,  if  he  play  K.B. P.  one  or  two  squares,  you 

check  him  with  Q.  at  K.  R.  fifth,  having  a  fine  game. 

But  if 

K.B.  to  Q.  third. 

^.  It  would  not  be  good  play  to  check  with  Q.  and  then 
take  K.  P.,  because  you  would  lose  K.  Kt.  by  his  playing 
Q.  to  K.  second,  and  afterwards  K.  B.  P.  one  square  ; 
your  best  move  is 
K.Kt.  to  Q.B.  fourth.        5.  K.Kt.  to  K.B.  thii-d. 

^.  Q.P.  two  squares,  and  the  game  is  even. 

THIRD    DEFENCE. 

3.  K.Kt.  to  K.B.  tliird. 

4.  Q.P.  two  sc|uares.  4.  K.Kt.  takes  K.P. 

o.  K.Kt.  takes  K.P.  5.  K.B.  to  Q.  third. 

6.  K.Kt.  to  Q.  third.  6.  Q.B. P.  two  s(|uares. 

7.  Q.P.  takes  P.  7.  K.Kt.  takes  P. 

8.  Q.B.  to  K.  third.  8.  K.Kt.  takes  Kt. 

9.  K.B.  takes  Kt.  9.  Q.Kt.  to  Q.B.  third. 

Hus  defence  is  by  Major  Jacnisch ;  he  says  the  game  is 
^uite  equal ;  I  rather  preicr  tlic  White's  giune. 
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DEFENCE. 


THE    BLACK   HAVING    THE   FIRST   MOVE. 


FIRST  GAME. 

1.  K,P.  trvo  squar&s,  1.  K,P,  two  squares. 

2.  Q,  B.  P.  one  square.  2.   Q.  P.  trvo  squares. 

3.  K.  P.  takes  P.  3.  Q.  takes  P. 

4.  If  he  play  Q.  P.  one  square,  you  may  play  K.  B.  P. 

squares.     But  if 

Q.P.  two  squares.  4.  P.  takes  P. 

5.  P.  takes  P.  5.  K.B.  checks. 

6.  Q.Kt.  to  Q.B.  third.  6.  KB.  takes  Kt  + 

7.  P.  takes  K.B.  7.  Q.B.P.  two  squai-es. 

8.  Q.B.  to  K.  third.  8.  P.  takes  P. 

9.  P.  takes  P.  9.  Q.Kt.  to  Q.B.  third, 

your  position  is  superior  to  his. 


SECOND  GAME. 


1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  Q.  B.  P.  one  square.  2.   Q.  P.  two  squares. 

3.  Q.P.  two  squares.  3.  K.P.  takes  P. 
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4.  Q.  takes  P.  4.  Q.P.  takes  P. 

•5.  Q.  takes  P.'*'  5.  K.B.  to  K.  second. 

6.  K  he  play  K.  B.  to  Q.  B.  fourth,  you  play  K.  Kt.  to  B. 

third,  and  afterwards  castle.     But  if 
Q.B.  to  KKt.  fifth.  6.  If  you  play  Q.B.  to  Q. 

second,  in  order  afterwards  to  play  it  to  Q.  B.  third,  he 
wiU  win  Q.Kt.P.     But  if 

Q.Et.  to  Q.  second. 

7.  K.B.  to  Q.B.  fourth.         7.  Q.Kt.  to  Q.B.  fourth. 

8.  Q.  to  K.  second.  8.  Q.B.  to  K.  third. 

9.  K.B.  takes  B.  9.  Q.Kt.  takes  K.B. 

There  is  but  little  difference  in  the  game. 


THIRD  GAME. 

Vlariu  WiiiU, 

1  •  K.P.  two  squares.  1.  K,P.  two  squares, 

S,  Q,JB,  P.  one  square.  2.   Q.  P.  two  squares, 

3,  K.Kt  to  K.B.  third.         3.  P.  takes  P. 

In  the  first  place, 

4,  Q.  checks.  4.  Q.B.P.  one  square. 

5,  Q.  takes  K.P.  5.  K.B.  to  Q.  third. 

G.  If  he  were  to  take  K.P.  with  K.Kt.,  you  would  play  Q. 
to  K.  second,  and  afterwards  K.B. P.  one  square,  win- 
ning K.  Kt.     But  if 
Q.P.  two  squares.  6.  KB. P.  two  squares. 

"^^  Q.  to  Q.B.  second.  7.  K.P.  one  square. 

^^e  position  is  in  favour  of  the  White,  arising  from  the 
^'^^irtsh  move  of  the  Black,  which  ought  to  have  been 
^  Kt  takes  P. 

In  the  seccmd  place, 

4.  KKt.  takes  P.  4.  K.B.  to  Q.  third. 

5.  Q.P.  two  squares.  5.  Q.  to  K.  second. 
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queen's  bishop's  pawn's  game. 


6.  Q.B.  to  K.li.  fourth.- 

7.  Q.  to  K.R.  fifth.  + 

8.  K.Kt.  to  its  sixth.  + 

9.  Q.  takes  K.R. 

10.  K.B.  to  Q.B.  fourth. 


6.  K.  B.P.  one  square. 

7.  K.  to  K.B.  square. 

8.  P.  takes  Kt. 

9.  K.B.  takes  B. 
10.  Q.B.  to  K.  Hiird. 


White  has  the  best  of  the  game,  having  won  a  Bisb 
and  Knight  for  a  Rook.  Block  on  the  sixth  move  ou^ 
to  have  played  K.  Kt  to  Q.  B.  fourth. 


FOURTH   OPENING; 


OK,   THK 


KING'S    GAMBIT. 


THE  king:s  gambit. 


The  King's  Gambit  is  )>erhaps  the  most  instructive, 
it  is  certainly  the  most  entertaining,  of  all  the  Openi 
It  abounds  in  difficult  and  interesting  positions,  and 
more  variety  than  any  other  method  of  beginning 
game. 

Nearly  all  the  best  writers  on  the  game  of  Chess 
that  the  King's  Gambit  is  a  hazardous  game  for  the 
player,  because  he  sacrifices  a  pawn  without  gaining         a 
corresponding  advantage  of  position ;  this  is  true,  but;'        it 
must  not  be  forgotten  that  the  second  player  has  o«cae 
of  his  pawns  doubled,  and  that  a  pawn  more,  so  circimx=K3- 
stanced,  does  not  necessarily  win  the  game. 

In  the  former  Openings,  I  have  supposed  the  Black  *o 
play  incorrectly,  both  in  the  Attack  and  Defence ;  as  tl^-^t 
system  could  not  be  conveniently  pursued  in  this  Openix*^ 
I  have  throughout  given  the  first  move  to  the  playex*  ^ 
the  White  pieces ;  the  proper  Defence  will  therefore  ^^^ 
found  in  the  moves  of  the  Black. 

The  King's  Gambit  is  usually  divided  into  two  cb*^* 
branches,  viz.  the  King's  Knight's  Gambit,  and  the  Kio^  ^ 
Bishop's  Gambit;  in  the  former,  the  King^s  Knighl^  ^ 
played  out  on  the  third  move ;  in  the  latter,  the  Kin^  * 
Bishop.  When,  instead  of  either  of  these,  the  Kiu^^ 
Biook's  Pawn  is  played  two  squares,  it  is  usually  caU^^ 
the  King's  Book's  Pawn's  Gambit. 


FOURTH    OPENING; 


OR,  THE 


KING'S     GAMBIT 


FIRST  GAME. 

1.  K.P.  two  squares.  1.  K.  P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  He  may  refuse  to  tak^  the 

Pawn,  and  play  either 
Q.  to  K.R.  fifth  square,  checking. 
K.  B.  to  Q.  B.  fourth.     See  the  Second  Game. 
Q.  P.  two  squares.  See  the  Third  Game. 

K.  Kt.  to  E.  B.  third.     See  the  Fourth  Game. 

Q.  toKR.  fifth.  + 

3.  K.Kt.P.  one  square.  3.  Q.  to  K.B.  third. 
L  K.B.P.  takes  P.                 4.  Q.  takes  P. 

5.  K.B.  to  E.Kt.  second. 

FIRST   DEFENCE. 

5.  If  he  play  K.B.  to  Q.B. 
fourth,  you  move  K.  Kt  to  K.  second,  in  order  after- 
wards to  advance  Q.  P.  two  squares.     But  suppose 

Q.P.  two  squares. 
3,  Q.P.  two  squares.  6.  Q.  to  K.  third. 

r.  K.P.  one  square.  7.  Q.Kt.  to  Q.B.  third. 

3.  K.  Kt.  to  K.  second,  and  you  have  the  best  position. 

SECOND   DEFENCE. 

6.  K.Kt.  to  K.B.  third. 
5.  Q.P.  two  squares.               6.  Q.  to  Q.R.  fourth.**" 

T 
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7.  Q.B.P.  one  square  ;  this  is  a  better  move  than  Q.B 

Q.  second,  as  directed  by  Ponziani.     See  (A.) 

7.  Q.P.  one  square. 

8.  Q.Kt.  to  Q.R.  third.         8.  If  he  advance  Q.P., 

should  play  K.P.  one  square  ;    and  if  he  then 
Q.  Et.  you  should  take  K.  Kt.     But  if 

Q.B.  to  K.  third. 

9.  K.P.  one  square.  9.  K.Kt.  to  Q.  fourth. 
10.  Q.B.  to  Q.  second,  having  a  fine  game. 

(A.) 

7.  Q.B.  to  Q.  second.  7.  Q.  to  Q.Kt.  third. 

8.  K.P.  one  square.  8.  Q.  takes  Q.KtP. 

9.  Q.B.  to  Q.B.  third.  9.  K.B.  to  Q.Kt  fifth. 

In  the  first  plac€y 

10.  P.  takes  KKt.  10.  KB.  takes  Q.B.+ 

11.  If  you  play  K.  to  B.  square,  he  will  take  Q.P. 

K.B.     If 
Q.Kt  takes  K.B.  11.  Q.  takes  Kt.+ 

12.  K.  to  K.B.  pquare.  12.  K. Kt. P.  takes  P. 

In  the  second  place, 

10.  Q.B.  takes  B.  10.  Q.  takes  B.+ 

11.  Q.B.P.  one  square.  11.  If  he  play   Q.   to  C2->  ^t. 

seventh,  you  may  take  K.Kt.  ;   therefore 

Q.  to  K.  second.^ 

12.  Q.  to  K.  second.  12.  K.Kt.  to  its  square. 

Your  game  is  not  so  good  as  it  was  before. 


SECOND  GAME. 

1.  JT.P.  two  sqtuires.  1.  K.P.  two  squares. 

2.  K.B. P.  two  squares.  2.  K.B.  to  Q.B.  fourt*- 

3.  K.Kt.  to  K.B.  third.  3.  Q-P.  one  square. 

4.  Q.B.P.  one  square. 
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FIRST   DEFENCE. 

4.  Q.  to  K.  second. 

Q.P.  two  squares.  5.  K.P.  takes  Q.P. 

Q.B.P.  takes  P.  6.  If  he  check  with  K  B.,  you 

must  not  interpose  either  Q.B.  or  Q.Kt.,  because  he 
would  take  £.P.  with  Q.,  checking ;  but  you  play  K. 
to  K.  B.  second,  having  a  fine  position.     But  suppose, 

In  tlis  first  place, 

Q.  takes  K.P  + 
K.  to  K.  B.  second.  7.  He  must  lose  K.  B.  at  the 

least,  for  if  he  play 

K.  B.  to  Q.  Kt.  third.  (A.) 
.  K.B.  checks.  8.  If  he  interpose  any  piece, 

you  play  K.  R.  to  K.  square,  winning  the  Queen  ; 
therefore 

K.  removes. 
.  K.  R.  to  K.  square  ;  also  winning  the  Queen. 

(A.) 

7.  K.  B.  to  Q.  Kt.  fifth. 
.  Q.R.P.  one  square.  8.  E.B.  to  Q.R.  fourth. 

.  Q.  Kt.  P.  two  squares.  9.  K.  B.  to  Q.  Kt.  third. 

.  K.B.  checks,  &c.,  as  before. 

In  the  second  place, 

6.  K.  B.  to  Q.  Kt.  third. 
.  Q.  Kt.  to  Q.  B.  third,  and  you  have  an  excellent  position. 

SECOND   DEFENCE. 

4.  Q.  B.  to  K.  Kt.  fifth. 
.  P.  takes  K.P.  5.  Q.P.  takes  P. 

;.  K.B.  to  Q.B.  fourth. 

In  the  first  place, 

6.  K.  Kt.  to  K.  B.  third. 
^  K.B.  takes  K.B.P.+  7.  K.  takes  B. 

T  2 
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8.  K.Et.  takes  K.P.-*-  8.  K.  to  E.  square. 

9.  K.  Et  takes  Q.  B.,  having  the  best  of  the  game. 

In  the  second  place^ 

6.  Q.B.  takes  E.Et 
7.  Q.  takes  Q.B.  7.  E.Et.  to  E.B.  third, 

the  game  is  about  equal. 


THIRD  GAME. 

1.  K.P.  two  squares,  1.  K.P,  two  squares. 

2.  K.  B.  P.  two  squares.  2.  Q.  P.  two  squares. 

3.  E.P.  takesP.  3.  If  he  take  KB.P.   y 

should  move  E.Et.  to  E.B.  third.     But  if 

Q.  takes  P. 

4.  Q.Et.  to  Q.B.  third.  4.  Q.  to  E.  third. 

5.  E.Et.  to  E.B.  third.  5.  If  he  play  E.  P.  onesquare^^ 

you  should  move  E.  Et.  to  E.  fifth,  in  order,  afterward^^^ 
to  play  E.  B.  to  Q.  B.  fourth.     If 

E.P.  takes  P.+ 

6.  E.  to  E.B.  second.     This  is  a  much  better  move  than:^^ 

interposing  either  Q.  or  E.  B.,  because  you  threaten  tM^^^ 
check  with  E.B.,  and  afterwards  to  play  E.R.  to  KT- 
square. 

6.  If  he   check   with   E.B*y 
you  play  Q.  P.  two  squares,  compelling  him,  as  his  best 
move,  to  play  E.  B.  to  E.  second.     But  if 

Q.B.P.  one  square. 

7.  E.B.  to  E.  second.  7.  E.Et.  to  E.B.  third. 

8.  E.R.  to  E.  square.  8.  E.B.  to  E.  second. 

9.  E.  to  E.  Et.  square,  and  the  position  is  slighUj  in  favour 

of  the  White. 
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FOURTH  GAME. 


1.  K,P.  two  squares, 

2.  K.B.P.  two  squares. 

3.  Q.Kt.  toQ.B.  third. 

4.  Q.  P.  two  squares. 

5.  KB.  to  Q.  third. 

6.  Q.  to  K.  second. 

7.  K.P.  one  square. 


IBIfldt. 

1.  K.P,  two  squares, 

2.  KKt  to  K.B.  third. 

3.  K.P.  takes  P. 

4.  K.  B.  to  Q.  Kt.  fifth. 

5.  Q.  to  K.  second. 

6.  Q.Kt.  to  Q.B.  third. 


FIRST    DEFENCE. 


8.  P.  takes  K.Kt. 

9.  P.  takes  Q. 

10.  Q.R.P.  one  square. 


7.  Q.  Kt.  takes  Q.  P. 

8.  Q.Kt  takes  Q. 

9.  Kt.  takes  Q.Kt. 

10.  K.B.  to  Q.R.  fourth. 


11.  Q.  B.  to  Q.  second,  and  will  win. 


SECOND   DEFENCE. 


8.  Q.B.  to  Q.  second. 

9.  Q.Kt.  takes  Kt. 

you  re-take  with  K. 


7. 

8. 

9. 

But 


10.  K.Kt.P.  one  square.         10. 

11.  Q.  to  K.Kt.  second.  11. 

12.  K.  to  K.B.  square.  12. 

a  Queen,  and  checks. 

13.  Q.  takes  Q.  13. 

14.  Q.  takes  KKt.P.  14. 

15.  Q.B.  to  K.Kt.  fifth.         15. 

16.  KB.  to  KKt  sixth.+      16. 

17.  Q.  takes  P.+  17. 

18.  KB.  checks.  18. 

19.  KB.  takes  B.+  19. 

20.  Checkmates  in  three  moyes. 


KKt.  to  Q.  fourth. 

Q.Kt.  takes  Q.P. 

If  he  were  to  take  Q.B. 

if 

Q.  to  KR.  fifth.+ 

P.  takes  P. 

P.  takes  K.R.P.+ 

P.  takes  K.Kt.,   becomes 

Q.  to  Q.  square. . 
KR.  to  K.B.  square. 
KB. P.  one  square. 
P.  takes  KB. 
KR.  to  KB.  second* 
KB.  interposes. 
K.  takes  R. 
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FIFTH  GAME. 
mKtr.  ISIoct. 

1.  K,P.  two  squares,  1.  K,P,  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.R.P.  two  squares  ;  this  mode  of  attack  is  not  to 

commended  ;  it  is  much  better  to  plaj  K.  Kt.  to  K 

third. 

3.  K.B.  to  K.  second. 

FIBST   ATTACK. 

4.  K.Kt.  to  E.B.  third.  4.  Q.P.  one  square. 

5.  Q.P.  two  squares.  5.  Q.B.  to  KKt.  fifth. 

6.  Q.B.  takes  P.  6.  K.B.  takes  P.+ 

7.  If  you  were  to  take  K.B.  with  K.B.,  you  would  lose  thiL 

exchange ;  therefore, 
K.Kt.P.  one  square.  7.  KB.  to  K.Kt.  fourth. 

8.  Q.B.  takes  B.  8.  Q.B.  takes  Kt,  and 

the  best  of  the  game. 

SECOND    ATTACK. 

4.  Q.  to  KKt.  fourth.  4.  KKt  to  KB.  third. 

In  the  first  pUice, 

5.  Q.  takes  K.Kt  P.  5.  KR.  fo  KKt  square. 

6.  Q.  to  KR.  sixth.  6.  KB.  to  Q.  third. 

7.  K.R.P.  one  square.  7.  KR.  to  KKt  fifth. 

8.  KP.  one  square.  8.  K.B.  takes  P. 

9.  If  you  play  Q.  P.  one  square,  he  will  play  K.  B.  to  Q- 

third,  and  afterwards  to  K.B.  square,  winning  the 
Queen.  K  you  play  K.  B.  to  K  second,  he  may  play 
P.  to  K.  B.  sixth,  having  a  very  attacking  game. 

In  the  second  place, 

5.  Q.  takes  Gambit  P.  6.  K  castles. 

6.  Q.P.  one  square.  6.  Q.P.  two  squares. 

7.  KP.  one  square.  7.  KKt  to  KR.  fourth. 

8.  Q.  to  K.B.  second.  8.  K  B. P.  one  square,  having 

the  best  of  the  game. 
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SIXTH  GAME. 

1.  K.P.  two  squares,  1.  K,P.  two  squares. 

2.  K.  B.  P.  two  squares,  2.  K.  P.  takes  P. 

3.  KKt  to  K.B.  third.  3.  K.Et.  to  K.B.  third. 

4.  ILP.  one  square. 

FIRST   DEFENCE. 

4.  K.Kt.  to  Q.  fourth. 

5.  Q.B.P.  two  squares.  5.  K.Kt.  to  Q.Kt.  fifth. 

6.  Q.P.  two  squares.  6.  K   he  play   K.B.   to   K. 

second,  you  take  P.  with  Q.  B.     If 

K.Kt. P.  two  squares. 

7.  K.R.P.  two  squares.  7.  K.Kt. P.  one  square. 

8.  K.Kt.  to  its  fifth.  8.  K.R.P.  one  square. 

9.  K.Kt  to  K.  fourth.  9.  K.B.  to  K.  second. 
10.  Q.  B.  takes  P.,  and  has  an  excellent  game. 

SECOND   DEFENCE. 

4.  Q.  to  K.  second. 
6.  K.B.  to  K.  second.  5.  K.Kt.  to  its  fifth. 

6.  Q.P.  two  squares.  6.  K.Kt.  to  K.  sixth. 

7.  Q.B.  takes  Kt.  7.  P.  takes  Q.B. 

8.  K.  castles,  and  your  position  is  much  better  than  his. 

Slack  ought,  on  tl\e  third  move,  to  have  played  K.  Kt.  P. 
squares,  defending  the  Grambit  Pawn. 


SEVENTH  GAME. 

BUrt. 

1'.  K,P,  two  squares,  1.  K,P,  two  squares, 

2.  K.  B,  P.  two  squares,  2,  K,  P.  takes  P, 

3.  K,Kt.  to  K.B,  third.  3.  Q.P.  one  square. 
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4.  K.B.  to  Q.B.  fourth.         4.  Q.B.  to  KKt.  fifth. 

5.  Q.P.  two  squares.  5.  If  he  play  K.Kt.P.  two 

squares,  you  move  K.  R.  P.  two  squares.     But  if 

Q.B.  takes  KEt. 

6.  Q.  takes  Q.B.  6.  If  he  play   Q.  to  K. 

third,  you  may  take  the  Grambit  Pawn,  or  play  Eli- 
one  square,  with  the  view  of  taking  Q*Kt.P.  with,     ^-i* 
But  suppose 

K.KtP.  two  squares. 

7.  It  would  be  good  play  to  move  Q.  to  Q.  Kt.  third,  at 

ing  two  undefended  Pawns ;  or  you  may  play 
E.R.P.  two  squares. 

4 

FIRST   DEFENCE. 

7.  K.B.  to  E.  second. 

8.  KR.P.  takes  P.  8.  K.B.  takes  P. 

9.  K.KtP.  one  square ;  recovers  the  Pawn,  with  a  be^^^-  ^ 

position. 

SECOND   DEFENCE. 

7.  KB.  to  K.R.  third. 

8.  Q.  to  K.R.  fifth.  8.  Q.  to  K.B.  third. 

9.  P.  takes  P.  9.  K  he  were  to  take  K  K-    ^• 

with  Q.,  you  would  take  KB. P.  with  Q.,  check: 
and  afterwards  castle,   having  a  very  strong  atl 
therefore 

KB.  takes  P. 

10.  Q.Kt  to  Q.B.  third.        10.  K.Kt.  to  K.  second. 

11.  KP.  one  square.  11.  If  he  take  P.  with  P.,  y"^° 

play  Kt.  to  K.  fourth,  winning  a  piece.  If  he  play  ^ 
to  K.  Kt.  second,  you  also  play  Kt  to  K  fourth,  haV^-^^^ 
a  fine  attack.     But  if 

Q.  to  KEt.  third. 

12.  Q.  takes  Q.  12.  KKt.  takes  Q. 

13.  Et.  to  Q.  fifth.  13.  K  to  Q.  square. 

14.  P.  takes  Q.P.  14.  P.  takes  P. 
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K.Kt.P.  one  square,  recoyers  the  Pawn,  with  a  better 
position  than  the  Black. 

THIRD   DEFENCE. 

7.  K.B.P.  one  square. 
P.  takes  P.  8.  P.  takes  P. 

Q.  to  K.R.  fifth.+  9.  K.  to  Q.  second. 

Q.B.  takes  Gambit  P.  10.  If  he  take  Q.B.  he  will 
be  checkmated  in  two  moves.  If  he  play  Q*  to  K.B. 
third,  you  should  take  K.  Kt.  P.  with  Q.     But  if 

Q.  to  K.  second. 
Q.  to  E.Kt.  fourth.+  11.  K.  to  Q.  square. 
Q.B.  takes  K.Kt  P.,  and  has  much  the  best  of  the  game. 


EIGHTH  GAME. 

CHIiite.  IBIarit. 

.  K.  P.  two  squares.  1 .  K.P.  two  squares, 

.  K.  J3.  P.  tfvo  squares.  2.  K.P.  takes  P. 

.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 
.  K.R.P.  two  squares. 

FIRST   DEFENCE. 

4.  K.B.P.  one  square. 
.  KKt  takes  K.Kt. P.         5.  P.  takes  K.Kt 
.  Q*  checks.  6.  K.  to  K.  second. 

.  Q.  takes  P.+  7.  If  he  play  K.Kt.  to  K.B. 

third,  you  play  K.  P.  one  square.     But  if 

K.  to  K.  square. 
.  Q.  to  K.R.  fifth.+  8.  K.  to  K.  second. 

.  Q.  to  K  fifth.+  9.  K.  to  K.B.  second. 

'.  Wins  the  Queen,  or  checkmates  in  eight  moves. 
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SECOND   DBFSNCE. 

4.  KEtP.  one  square. 

5.  You  have  two  ways  of  playing,  viz.  BLKt-  to  its  fiftl^ 

(see  the  nin^  Grame,)  or 
KKt  to  K  fifth.  5.  As  he  may  play  Q.  to  ^ 

second,  or  KB.  to  K  second,  there  will  be  two  Var^^" 
ti<ms  on  this  move. 

K.R.P.  two  squares. 

6.  KB.  to  Q.B.  fourth.         6.  KR.  to  KR.  second. 

7.  Q.P.  two  squares.  7.  Q.P.  one  square. 

8.  KKt.  to  Q.  third.  8.  P.  to  K.B.  sixth.  _ 

9.  If  you  play  K.  Kt.  P.  one  square.  Black  would  I 

have  the  best  of  the  game,  having  a  Pawn  more, 
that  a  passed  one.     Suppose  you  play 
KKt. P.  takes  P.  (A.)       9.  KB.  to  K  second 

10.  Q.B.  to  KKt.  fifth.         10.  KB.  takes  B. 

11.  K.R.P.  takes  B.  11.  Q.  takes  P.,  and  ha*        '^^ 

best  of  the  game. 

Your  fourth  move  of  K.  R.  P.  two  squares  is  not  so  attacl^^--^'^' 
nor  probably  so  good  an  one,  as  K.  B.  to  Q.  B.  fourth. 

(A.) 

9.  Q.B.  to  KKt.  fifth.  9.  P.  takes  KKt. P. 

10.  KR.  to  KKt  square.     10.  KB.  to  K   second,        ^*°^ 
has  the  best  of  the  game. 

FIRST  VARIATION, 

BfiOINNraO   AT   THE   FIFTH   MOVE   OF   THE   BLACK. 

1.  K,  P.  two  squares,  1.  K.  P.  two  squares. 

2.  K,  B.  P.  two  squares.  2.  K,  P.  takes  P. 

3.  K.Kt.  to  K.B.  third.  3.  K.Kt.P.  two  square^-- 

4.  K.  R.  P.  two  squares.  4.  K.  Kt.  P.  oiie  square. 

5.  K.Kt.  to  K. fifth.  5.  Q.  to  K  second. 
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PIKST   ATTACK. 

6.  K.Et.  takesKKtR  6.  K.  B.  P.  two  squares. 

7.  K.Kt.  to  KB.  second.  7.  K.B.P.  takes  P. 

8.  Q.  checks.  8.  E.  to  Q.  square. 

9.  Q.  to  K.B.  fifth.  9.  E.P.  one  square. 

In  the  first  placCy 

10.  Q.P.  takes  P.  10.  P.  takes  P. 

11.  If  you  play  K.Et.  to  Q-  square,  he  will  play  K.B.  to  R. 

third,   in  order  to  advance  E.  P.,  and  win  a  piece ; 
therefore, 

K.Kt.  to  its  fourth.  11.  K.Kt  to  K.R.  third. 

12.  Kt.  takes  K.Kt.  12.  KB.  takes  Kt.,   and  has 

a  pawn  more,  with  a  fine  position. 

In  the  second  place, 

10.  KKt.  to  its  fourth.  10.  P.  takes  Q.P.+ 

11.  K  takes  P.  11.  Q.P.  one  square. 

12.  Q.  takes  Gambit  P.  12.  KB. P.  two  squares. 

13.  KKt.  to  K  third.  13.  KB.  to  KB.  third. 

14.  Q.  to  KB.  second.  14.  KKt.  to  KB.  third. 

15.  If  you  play  KB.  to  Q.  third,  he  ought  to  play  KR.  to 

K  square,  and  afterwards  K.  Kt.  to  its  fifth.     But  if 
K  to  Q.  square.  15.  KKt.  to  its  fifth. 

16.  Kt  takes  Kt  16.  Q.B.  takes  Kt+ 

17.  KB.  to  K  second.  17.  KB.  takes  B. 

18.  KB.  takes  Q.B.  18.  KB.  takes  Q.KtP.,  and 

wins. 

SECOND    ATTACK. 

6.  Q.  p.  two  squares.  6.  K  B.  P.  two  squares  ;   in- 

stead of  this  move  it  would  be  better  to  play  Q.P.  one 
square.     See  the  third  Variation. 

7.  Q.B.  takes  P.  7.  Q.P.  one  square. 

8.  Q.B.  to  KKt  fifth.  8.  KKt  to  KB.  third. 

9.  Q.Kt  to  Q.B.  third. 
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In  the  first  place, 

9.  Q.P..  takes  KKt 

10.  Q.Kt.  to  Q.  fifth.  10.  Q.  to  Q.  third. 

11.  Q.B.  takes  K.Kt.  11.  K.R.  to  K.Kt.  square. 

12.  Q.B.  takes  K.P.  12.  Q.  removes. 

13.  Q.Et  takes  Q.B.P.,  checks,  and  wins  Q.R. 

In  the  second  place, 

9.  Q.B.P.  one  square. 

10.  Q-B.  takes  Kt.  10.  Q.  takes  Q.B. 

11.  K.Kt.  to  Q.B.  fourth,  and  your  position  is  superior 

the  Black's. 

SECOND   VARIATION, 

BEGINNING    AT   THE  FIFTH    MOVE   OF   THE   BLACK. 


1.  K,P.  two  squares, 

2.  K,B.P.  two  squares, 

3.  K.  Kt  to  K.  B.  third. 

4.  K,  R.  P.  two  squares, 

5.  K.Kt.  to  K.  fifth. 


Blatit. 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.Kt, P.  two  squares, 

4.  K.Kt. P.  one  square. 

5.  K.B.  to  K.  second. 


FIRST    ATTACK. 


6.  K.Kt.  takes  K.Kt. P.         6.  K.B.  takes  P.+ 
?•  K.Kt  to  K.B.  second.       7.  Q.P.  one  square. 
8.  Q.P-  two  squares.  8.  Q.  to  K.  Kt.   fourth, 

has  the  best  position. 


SECOND    ATTACK. 


6.  Q.  takes  K.Kt. P. 

7.  Q.  to  KKt.  seventh. 

8.  Q.  takes  K.R. 

9.  K  to  Q.  square. 

10.  K.B.  interposes. 

11.  K.  takes  Q.B. 


6.  Q.P.  one  square. 

7.  Q.P.  takes  Kt 

8.  KB.  takes  P.+ 

9.  Q*B.  checks. 

10.  Q.B.  takes  B.+ 

11.  Q.  to  K.Kt.  fourth. 
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In  the  Jirst  place, 

B.  to  E.Et.  square.     12.  Q.Kt.  to  Q.B.  third 
takes  K.R.P.  13.  Q  Et.  checks. 

.  to  Q.  third.  14.  Checkmates  in  six  moves. 

In  the  second  place, 

.B.  takes  B.  12.  Q.  takes  KEtR-^- 

jou  play  E.  to  E.  square,  he  will  play  Q.  Et.  to  B. 

third,  and  afterwards  advance  the  Grambit  Pawn.  But  if 

.  to  Q.  third.  13.  Q.Et.  to  Q.B.  third, 

you  playQ.  Et.   to   Q.B.   third,   you   will  lose  the 

Queen,  or  be  checkmated  in  nine  moves.     If 

.  takes  E.R.P.  14.  E.  castles.  + 

.  to  Q.B.  third.  15.  Q.  to  E.Et  eighth. 

.P.  one  square.  16.  Q.  takes  Q.B. 

.  R.  to  its  square.  1 7.  Checkmates  in  six  moves. 

In  the  third  pkice, 

.  to  B.  square.  12.  P.  to  E.B.  sixth. 

.Et.P.  takes  P.  13.  Q.  to  E.Et.  sixth. 

.R.  takes  B.  14.  Q.  takes  P.+ 

.  to  E.  square.  15.  Q.  to  E.Et.  sixth.+ 

.  to  E.  second.  16.  Q.  to  E.Et.  seventh."*" 

.  to  E.  square.  17.  Q-  to  E.Et.  eighth.^ 

.  to  E.  second.  18.  Q.Et.  to  Q.B.  third. 

.B.P.  one  square.  19.  E.  castles. 

.Et.  to  Q.R.  third.  20.  Q.  to  E.Et.  seventh.^ 

.  to  Q.  square.  21.  Q.  to  E.B.  sixth.+ 

.  to  Q.B.  second.  22.  E.Et.  to  E.B.  third. 

.  to  E.Et.  seventh.  23.  Q.  to  Q.  sixth.+ 

'  you  play  E.  to  Q.  square,  he  will  move  Q.  R.  to  E.  Et. 

square  ;  therefore, 

.  to  Q.Et.  third.  24.  Q.Et.  to  Q.  fifth.  + 

'  you  play  E.  to   Q.Et.    fourth,  he  will  check  with 

Q.  B.  P.     But  if 

.  to  Q.R.  fourth.  25.  Q.  to  Q.R.  third.  + 

.  to  Q.Et.  fourth.  26.  Q.B.P.  two  squares.''' 

.  takes  P.  27.  Q.  Et.  checks  E.  and  Q. 
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THIRD  VARIATION, 


BEOINMIKO  AT   THB  IIXTH  MOVB  OP  THE   FIRST  VARIATIOH. 


1.  JT.P.  two  squares. 

2.  K,  B,  P.  two  squares. 

3.  K.Kt.  to  K.B.  third. 

4.  K.  R.  P.  two  squares, 

5.  K.Kt.  to  K.  fifth. 

6.  Q.  P.  two  squares. 

7.  K.Kt  takes  K.Kt.P. 

8.  K.Kt  to  K.B.  second. 

9.  Q*  checks. 

10.  Q.B.  takes  P. 

11.  Q.  to  K.  second. 

12.  Q.B.P.  two  squares. 

13.  Q.P.  one  square. 

14.  Q.B.  takes  B. 

15.  Q.Kt.  to  B.  third. 

16.  K.Kt.P.  one  square. 

17.  K.R.  to  K.Kt.  square. 

The  position  is  in 


1.  K.P.  two  squares. 

2.  K.P.  takes  P. 

3.  K  Kt  P.  two  squares. 

4.  K.  Kt.  P.  one  equare. 

5.  Q.  to  K.  second. 

6.  Q.P.  one  square. 

7.  K.B.P.  two  squares. 

8.  P.  takes  KP. 

9.  K.  to  Q.  square. 

10.  K.Kt.  to  B.  third. 

11.  E.R.P.  two  squares. 

12.  Q.B.P.  one  square. 

13.  K.B.  to  K.R.  third. 

14.  KR.  takes  B. 

15.  Q.B.  to  K.B.  fourd). 

16.  K.R.  to  K.Kt.  third. 

17.  Q.Kt.  to  Q.  second. 

favour  of  the  Black. 


NINTH  GAME. 


1.  K.P,  two  squares. 

2.  K.  B.  P.  two  squares. 

3.  K  Kt.  to  K.  B.  third. 

4.  KR.  P.  two  squares. 


Blacit. 

1.  KP.  two  squares. 

2.  K  P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 

4.  K.  Kt.  P.  one  square. 


5.  The  usual,  and  probably  the  best,  move  is  to  play  K.  K 
to  K.  fifth.  I  shall  here,  however,  suppose  you  to  pla 
it  to  K.  Kt  fifth,  forming  the  Allgaier  Gambit,  con 
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monlj  so  called  because  Alloaier,   though  not  the 
inventor,  took  some  pains  in  analysing  it. 
ILEt  to  its  fifth. 

FIRST   DEFENCE. 

5.  E.R.P.  two  squares. 
KB.  to  Q.B.  fourth.         6.  K.Kt  to  K.R.  third. 
Q.P.  two  squares.  7.  E.B.P.  one  square. 

Q.B.  takes  P.  8.  P.  takes  KKt. 

KRP.  takes  P. 

In  tJie  first  place, 

9.  K.Kt.  to  K.Kt.  square. 
Q.B.  to  K.  fifth.  10.  Q.  takes  P. 

Q.B.  takes  K.R.  11.  Q.  to  K.  sixth.+ 

K.  to  KB.  squai-e.  12.  Q.  to  KB.  fifth.+ 

K  to  K  second.  13.  Q.  takes  KP.+ 

K  to  Q.  second.  14.  Q.  takes  K.Kt.P.+ 

Q.  to  K  second,  checks,  and  has  the  best  of  the  game. 

In  the  second  place, 

9.  KKt.  to  KB.  second. 
P.  to  KKt  sixth.  10.  If  he  play  K.Kt.  to  KR. 

third,  you  play  Q.  B.  to  K.  fifth.  If  he  play  K.  Kt.  to 
Q.  third,  you  take  it  with  Q.  B.,  and  afterwards  check 
with  K  B.     But  if 

Kt  to  KKt  fourth. 
Q.  to  Q.  second.  11.  K   he    take    KP.,     you 

check  with  KB.,  and  afterwards  with  Q.B.  at  KKt. 
fifth,  winning  easily.     But  if 

KB.  to  KR.  third. 
P.  to  KKt.  seventh,  and  wins. 

SECOND   DEFENCE. 

5.  KB. p.  one  square. 
Q.  takes  KKt  P.  6.  P.  takes  KKt 

Q.  to  KR.  fifth.+  7.  K  to  K  second. 
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8.  Q.  takes  K.Kt.P+  8.  K.  to  K.  square. 

9.  Q.  to  K.R.  fifth  +  9.  K.  to  K.  second. 

10.  Q.  to  K.  fifth.+  10.  K.  to  K.B.  second. 

11.  K.B.  checks,  and  wins  the  Queen  at  the  least 

THIRD   DEFENCE. 

5.  K.R.P.  one  square. 

6.  K.Et.  takes  E.B.P.  6.  E.  takes  E.Et. 

7.  Q.  takes  K  Et.  P.  7.  K  he  play  Q.  P.  one  sq., 

you  should  check  with  E.  B. ;  if  he  play  it  two  squares, 
you  take  the  Gambit  Pawn.     But  if 

In  the  first  place, 

Q,  to  E.B.  third. 

8.  E.B.  checks.  8.  E.  to  E.  second. 

9.  You  would  not  gain  a  piece  by  taking  E.  Et.  with  E.  B., 

because  he   would  play  E.R.P.   one   square.     It  is 
better  to  play 
Q.Et.  to  Q.  B.  third.  9.  Q.B.P.  one  square. 

10.  Q.P.  one  square.  10.  E.R.P.  one  square. 

11.  Q.    to  E.B.  third,    and   you   will   afterwards   win   the 

Grambit  Pawn,  having  a  game  scarcely  inferior  to 
the  Black. 

In  the  second  place, 

7.  E.Et.  to  E.B.  third. 

8.  Q.  takes  P.  8.  E.  B.  to  Q.  third  ;   though 

this  move  appears  bad  in  consequence  of  its  confining 
Q.  P.,  &c.,  yet  it  is  really  the  best  that  can  be  played. 
It  was  first  given  in  a  German  work  of  but  little  merit, 
published  at  Cassel  in  1828,  and  intitled  '^  Anweisung 
das  Schachspiel  gruendlich  zu  erlemen.  Von  Johann 
Homy." 

No.  I. 

9.  Q.  to  E.B.  third.  9.  Q.Et.  to  Q.B.  third. 

10.  Q.B.P.  one  square.  10.  Q.Et.  to  E.  fourth. 

11.  Q.  to  E.  second.  11.  Q.Et.  to  E.Et.  fifth. 

12.  E.R.  to  its  third.  12.  Q.  to  E.  second. 
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'3.    Q.P.  one  sqoare.  13.  .Q>B.P.   one  square,   and 

has  evidentlj  the  best  of  the  game. 

No.  n. 

^-     Q.  to  K.B.  second.  9.  It  would  not  be  good  play 

to  move  Q.Kt.  to  Q.6.  third,  because  you  would  ad- 
vance Q.  P.  two  squares.     It  is  better  to  move 

K.  to  K.Kt.  second. 

^^-     IK.B.  to  Q.B.  fourth.       10.  K.R.  to  K.B.  square. 

^^-      CJ.P.  one  square.  11.  K.Kt.  to  its  fifth. 

*^*  Xf  you  play  Q.  to  Q-  fourth,  he  will  move  K.B.  to  K. 
fourth.  If  you  play  Q.  to  K.,  or  Q.  second,  he  will 
check  with  K.  B.  at  K.  Kt.  sixth,  having  much  the  best 
of  the  game. 


TENTH   GAME. 

mi^ite.  BUuit. 

^  *    K.P.  two  squares.  1.  K.P.  ttvo  squares. 

^-    K.B. P.  two  squares.         2.  K.  P.  takes  P. 
^-  K.  Kt.  to  K.  B.  third.         3.  K  Kt.  P.  two  squares. 
'^«  K.B.  to  Q.B.  fourth  ;  this  is  the  usual  and  probably  the 

best  method  of  playing  the  attack.     Black  has  several 

ways  of  playing  against  it,  viz. 

1.  K.B.P.  one  square. 

2.  Q.  P.  one  square.         See  the  Eleventh  Gkme. 

3.  Q.  to  K.  second.  See  the  Twelfth  Gkme. 

4.  K.  R.  P.  one  square.     See  the  Thirteenth  Grame. 

5.  K.B.  to  K.Kt.  second.     See  the  Fourteenth  and 

succeeding  €rames. 

6.  K.Kt.P.  one  square.     See  the  Nineteenth  and 

succeeding  Games. 
If  instead  of  one  of  the  above  he  were  to  play  K.  B.  to 
Q.B.  fourth,  or  K.Kt.  to  K.R.  third,  you  should  play 
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Q.P.  two  squares.  If  he  were  to  move  Q-B.P.  one 
square,  you  ought  to  play  E.  P.  one  square,  in  order  if 
he  advance  Q.P.  two  squares  to  take  it  en  pastant, 
having  in  each  case  the  best  position.     Suppose  then 

that  he  plays 

4.  K.B.P.  one  square. 

5.  K.Kt  takes  E.Kt.P. 

FIRST   DEFENCE. 

5.  P.  takes  E.Kt. 

6.  Q.  checks.  6.  E.  to  E.  second. 

7.  Checkmates  in  three  moves. 

SECOND   DEFENCE. 

5.  K   he  play  KR.P. 
squares,  you  play  Et.  to  E.B.  seventh,  winning 
exchange.     But  if 

KEt  to  E.R.  thiid. 

6.  Q.  to  E.R.  fifth.+  6.  E.  to  E.  second. 

7.  E.  Et  to  E.  B.  seventh. 

In  the  first  placey 

7.  Q.  to  E.  square. 

8.  Q.  to  Q.B.  fifth.+  8.  Q.P.  one  square. 

9.  Q.  takes  Q.B.P.+  9.  Q.  to  Q.  second. 
10.  Q.  takes  Q.,  and  afterwards  takes  E.  R.,  having  mui 

the  best  of  the  game. 


Qh 


H 


In  iJis  second  places 

7.  E.Et.  takes  Et. 

8.  Q.  takes  Et.+  8.  E.  to  Q.  third. 

9.  Q.P.  two  squares.  9.  If  he  play  E.B.  to  E. 

third,  you  check  with  E.P.,  winning  with  great 

If  he  play  Q.  B.  P.  two  squares,  or  Q.  R.  P.  one  squan^^*^ 

you  take  P.  with  Q.  B.,  having  a  very  superior  game 

THIRD   DEFENCE. 

5.  Q.P.  two  squares. 
6.  Q.  checks.  6.  E.  to  Q.  second. 
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7.  K.Kt.  to  K.B.  seventh.       7.  Q*  to  K.  square. 

8.  Q.  takes  Q.P.+  8.  K.B.  interposes. 

9.  K.Kt  takes  K.R.,  winning  easily. 


ELEVENTH  GAME. 

mtitt.  ISIorit. 

1.  K,P,  two  squares.  1.  K»P.  two  squares. 

2.  K.B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.Kt.  to  KB.  third.  3.  K.Kt. P.  two  squares. 

4.  KB.  to  Q.B.  fourth,  4.  Q.P.  one  square. 

5.  K.B. P.  two  squares. 

FIRST   DEFENCE. 

5.  J£  he  play  KB.  to  K. 
second,  or  to  K.  R.  third,  jou  should  take  P.  with  P., 
having  the  best  of  the  game  in  consequence  of  his 
Pawns  being  broken  or  separated.     But  if 

K.B.P.  one  square. 

6.  It  would  not  be  the  best  play  to  sacrifice  K.  Kt.  by  taking 

K.Kt.P.,  because  he  would  play  K.  to  Q.  second  when 
you  check  with  Q. ;  therefore, 
K.B.  takes  KKt  6.  K.R.  takes  B. 

7.  K,B.P.  takes  P.  7.  P.  takes  P. 

8.  K.B.  takes  K.B.P.,  and  your  position  is  at  least  equal  to 

the  Black's. 

SECOND  DEFENCE. 

5.  Q-B.  to  K.  third. 

6.  KB.  takes  B.  6.  P.  takes  KB. 

7.  KKt.  take  KKt.P.  7.  Q.  to  KB.  third. 

8.  Q.  to  KKt  fourth.  8.  K  to  K  second. 

9.  K  castles.  9.  KKt  to  KK  third. 
10.  Q.  takes  Gkunbit  P.,  and  has  the  best  of  the  game. 

IT    2 
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THIRD  DEFENCE. 

5.  K.Kt.P.  one  square. 

6.  K.Et  to  its  fifth.  6.  KKt.  to  KB.  third. 

7.  Q.P.  two  squares.  7.  K.B.P.  one  square. 

8.  You  would  acquire  a  powerful  attack  bj  leaving  7^:>nr 

KKt.  en  prise,  and  taking  P.  with  Q.B.     See   ^^e 
Variation.     But  suppose 
KKt.  to  K  sixth. 

In  thefirtt  place, 

8.  Q.B.  takes  Kt 

9.  KB.  takes  B.  9.  Q.  to  K  second. 

10.  Q.P.   one  square,   and  afterwards  taking  the  Gar*»*^^ 
Pawn,  will  have  the  best  of  the  game. 

In  the  second  place, 

8.  Q.  to  K  second. 

9.  KKt.  takes  Gambit  P.        9.  Q.  takes  KP.+ 

10.  K  to  KB.  second.  10.  KB.  to  K  second. 

11.  K.  R.  to  K.  square,  and  though  you  have  a  Pawn  les»  y^ 

I  think  your  position  more  than  equivalent 

VARIATION, 

BEQ INNING   AT  THE    EIGHTH    MOVE  OF  THE  WHITE. 

8.  Q.B.  takes  P.  8.  P.  takes  KKt 

9.  Q.  B.  takes  P.  9.  The  best  move  is  to  pi*/ 

KB.  to  K  second,  you  would  then  take  K.Et,  and 
your  position  would  be  slightly  superior  to  his,  tbougl^ 
you  lose  your  K  R.P.     But  suppose  he  plays 

Q.  to  Q.  second. 

10.  K  castles.  10.  Q.B.P.  one  square. 

11.  Q.  to  Q.  second.  11,  Q.P.  one  square. 

12.  KP.  takes  P.  12.  Q.B.P.  takes  P. 

13.  Q.Kt.  to  B.  third.  13.  If   he    take    KB.,    7^ 

should  check  with  Q.R.,   winning  the  game*    V^^ 
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play  Q.  to  Q.  third,  you  check  with  K.B.,  and  then 

play  K.B.  to  K.  B.  sixth.     But  if 

Q.Kt  to  Q.B.  third. 
Q.B.  checks.  14.  Q.Kt  to  K.  second. 

Q.Kt.  takes  P.  15.  K.Kt  to  its  square. 

Q.B.  takes  Kt.  16.  KB.  takes  B. 

Q^B.  takes  B."^  17.  Kt  takes  R. 

Q.Kt.  to  K.B.  sixth,  checks,  and  wins. 

>u  might  on  the  eighth  move  have  varied  the  attack 
king  P.  with  P.  instead  of  with  Q.B. ;  but  I  am  not 
sure  that  you  would  then  have  the  best  of  the  game, 
his  mode  of  pky  given  at  some  length  in  my  Second 
s  of  Lessons,  page  190. 


TWELFTH  GAME. 

m^ttc  ISIociL 

K.  P.  two  squares,  1.  K,P,  two  squares. 

K,  B.  P,  two  squares.         2,  K.  P.  takes  P. 
K.  Kt,  to  K.  B,  third.         3.  K.  Kt,  P.  two  squares. 
K. B.  to  Q^ B.  fourth.        4.  If  he   play  KB.  to  K. 
second,  you  play  K  Kt.  to  K.  fifth.    But  suppose 

Q.  to  K.  second. 
Q.P.  two  squares. 

FIRST   DEFENCE. 

5.  Q.  takes  KP.+ 
K  to  KB.  second.  6.  If  he  play   Q.  to  KKt. 

third,  you  play  K.  Kt.  to  K  fifth.     If  he  play  K.  B.  to 
K.  second,  you  take  KKt. P.     But  if 

Q.  to  KB.  fourth. 
KR.  checks.  7.  KB.  to  K  second.  ' 

KR.  to  K.  fifth.  8.  Q.  removes. 

K  Kt  takes  K.  Kt.  P.,  and  has  an  excellent  game. 
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SECOND  DEFENCE. 

5.  KB.  to  KKt.  seconds 

6.  Q-^t.  to  Q.B.  third.  6.  KKt  P.  one  square. 

7.  K  castles.  7.  P.  takes  KKt 
8.:Q.Kt  to  Q.  fifth.               8.  P.  takes  KKtP. 
9.  K.R.  to  KB.  second.        9.  Q.  to  Q.  square. 

10.  Q.B.  takes  P.  10.  Q.P.  one  square. 

11.  Q.  to  KR.  fifth. 

In  the  first  place, 

11.  KB.  takes  Q«P. 

12.  Q.B.  to  K  third.  12.  Loses  a  piece. 

In  the  second  placey 

11.  Q.B.P.  one  square. 

12.  Q.B.  to  KKt  fifth.         12.  Q.  to  Q.  second. 

13.  KR.  takes  KB. P.,  having  a  forced  won  game. 

In  the  third  pUice, 

11.  Q.B.  to  K  third. 

12.  Q.B.  to  KKt  fifth.         12.  Q.  to  Q.  second. 

13.  Kt  takes  Q.B.P.+  13.  Q.  takes  Kt 

14.  KB.  takes  B.  14.  KB.  takes  P. 

15.  KB.  takes  K.B.P.+         15.  K  to  Q.  second.  (A.> 

16.  Q.  to  KR.  third.+  16.  K  to  Q.B.  third. 

17.  KB.  to  Q.  fifth.+  17.  K  removes. 

18.  Q.  to  Q.R.  third,  or  to  Q.Kt.  third,  checks,  and  wins  ^ 

Queen  in  a  few  moves. 

(A.) 

15.  K  to  KB.  square. 

16.  KB.  to  Q.Kt  third.+      16.  KB.  takes  R.+ 

17.  K  takes  B.  17.  Q.Kt  to  Q.B.  third. 

18.  K  takes  KKtP.  18.  Kt  to  K  fourth. 

19.  R.  to  KB.  square,  checks,  and  has  a  forced  won  ga* 

In  this  game  the  error  of  the  Black  consists  in  pi 
Q.  to  K  second  on  the  fourth  move,  instead  of  K 
one  square,  or  K.  B.  to  K.  Kt,  second. 
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THIRTEENTH  GAME. 


tSBliU.  Vbuk. 

K.  P.  two  iquaret.  1 .  K.P.  tioo  tquara. 

K.  B.  P.  two  tquara.  2.  K.P.  iakei  P. 

K.Kt.  to  K.B.  third.        3.  K.Kt.P.  two  tquara. 

K.B.  to  Q.B.  fourth.       4.  K.R.P.  one  square. 

K-Kt.  to  K.  fifth.  5.  K.R.  to  K.R.  second. 

Q.P.  two  squares.  6.  K  he  play  K.B.   to  K. 

second,  you  should  play  Q.  to  E.  R.  fifth.     If  he  play 
Q.  to  K.  second,  you  play  Q.  to  Q.  third.    But  if 
Q.P.  one  square. 

KEl  takes  E.B.F.  7.  E.R  takes  Kt. 

KB.  takes  K.R.+  8.  E.  takes  K.B. 

E.R.P.  two  squares. 


FIRST  DEFENCE. 

9.  K.B.  to  E.  second. 
E.R.P.  takes  P.  10.  If  he  take  F.  with  E.B., 

you  take  Gambit  P.  with  Q.B. ;  and  if  he  take  Q.B., 
you  play  Q.  to  E.B.  third,  recovering  the  piece,  with  a 
better  position ;  therefore, 

P.  takes  P. 
Q.  checks.  II.  If  he  play  E.  to  B.  square, 

or  to  B.  third,  you  play  E.EtP.  one  square.  If  he 
play  E.  to  E.  third,  you  check  with  Q.  at  K.  Kt  sixth ; 
and  on  his  playing  E.  to  Q.  second,  you  play  R.  to 
S.R.  eighth.     But  suppose  he  plays 

E.  to  Kt.  second. 
K.Kt.P.  one  square.        12.  P.  takes  E.Et.F. 
Q.  to  E.R.  Beventh.+       13.  If  he  play  K.  to  B.  thini, 
be  will  he  checkmated  in  four  moves  ;  therefore, 
K.  to  B.  square. 
E.  caiitleii.'*^ 
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In  the  first  places 

14.  E.Et  to  B.  third. 

15.  Q.B.  takes  P.  15.  Q-B.  to  K  third. 

16.  Q.  to  K.R.  eighth,  checks,  and  afterwards  takes  Ki* 

¥aniiing  easily. 

In  the  second  place, 

14.  KB.  to  KB.  third. 

15.  Q.B.  takes  P.  15.  Q.  to  K  second. 

16.  Q-  to  KR.  fourth.  16.  Khe play K to Kt secon 

you  take  KB.  ¥ath  Q.B.,  afterwards  check  at  KK 
fourth,  and  then  play  Q.Kt  to  Q.B.  third,  having  th 
hest  of  the  game  ;  therefore, 

K  to  B.  second. 

17.  Q.Kt.  to  B.  third.  17.  Q.B.P.  one  square. 

18.  KP.  one  square.  18.  Q.P.  takes  P. 

19.  Q.Kt  to  K  fourth.  19.  Q.Kt.  to  Q.  second. 

20.  Q.B.  takes  B.  20.  Q.Kt.  takes  B. 
2J.  R.  takes  Kt.-*"                    21.  Kt.  takes  R. 
22.  Q.R.  to  KB.  square,  and  wins. 

SECOND   DEFENCE. 

9.  KKt.  to  B.  third 

10.  K.R.P.  takes  P.  10.  P.  takes  P. 

11.  KKt. P.  one  square.         11.  Q.B.  to  KKt  fifth. 

12.  Q.  to  Q.  third.  12.  P.  takes  KKt  P. 

13.  Q.  takes  P.  13.  Q.  to  K.  square. 

14.  K.  castles,  or  Q.Kt  to  B.  third,  having  a. fine  attack. 

THIRD   DEFENCE. 

9.  Q.  to  KB.  third. 

10.  Q.Kt  to  Q.B.  third.        10.  Q.B.P.  one  square. 

11.  KR.  to  KB.  square.        11.  KKt  to  K  second. 

12.  KKt  P.  one  square.         12.  If  he  play  KKt   to  il» 

third,  you  play  K.  R.  P.  one  square,  and  then  take  F* 
with  Q.  B.     But  if 

Q.B.  to  K.R.  sixth. 
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3.  R.  to  K.B.  second.  13.  E.  to  K.  square. 

4.  KRP.  takes  P.  14.  K.B.P.  takes  P. 

5.  Q.  checks,  and  wins  Q.B. 


FOURTEENTH  GAME. 

.  JT.JP.  two  squares.  1.  K.P,  two  squares. 

r.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

^ .  K.  Kt.  to  K.  B.  third.        3.  K.  Kt.  P.  two  squares. 

r .  K.B.  to  Q.  B.  fourth.  4.  K.B.  to  KKt  second;  thi^ 
move  is  considered  by  many  writers  as  the  best  that  can 
be  phiyed  ;  there  is  no  doubt  that  it  is  superior  to  those 
that  have  been  already  examined.  Some  authors,  how- 
ever, prefer  advancing  K.  KtP.  one  square,  attacking 
the  K.Kt.  I  also  prefer  this  move,  supposing  that 
the  first  player  dare  not  then  play  the  Muzio  Gambit  ; 
but  this  is  doubtful,  from  the  new  mode  of  playing  the 
attack,  which  will  be  given  when  we  come  to  treat  of 
that  peculiar  game.  The  object  of  this  move  (K.B.  to 
Kt.  second)  is  to  defend  K.  R.,  and  to  prevent  your  mov- 
ing K.  Kt.  to  K.  fifth.  Tou  have  two  modes  of  attack, 
viz.  to  play  K.II.P.  two  squares,  in  order  to  break 
through  the  Pawns  on  his  King's  side,  or  to  castle. 
I  shall  first  suppose  that  you  play 

>•  K.R.P.  two  squares. 

FIRST   DEFENCE. 

5.  K.B. p.  one  square. 
>.  KKt  takes  K.Kt.P.         6.  P.  takes  Kt. 
^  Q.  checks.  7.  K.  to  K.  second, 

i.  Q.  to  K.B.  seventh.+         8.  K.  to  Q.  third. 
9.  Q.  takes  K.B.,  having  a  much  better  game  tlian   the 
Bkck. 
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second  defence. 

5.  K.Et.P.  one  square. 

6.  K.Et  to  its  fifth.  6.  K.Kt  to  KK  third. 

7.  Q.P.  two  squares.  7.  K.B.P.  one  square. 

8.  Q.B.  takes  P. 

In  the  first  places 

8.  P.  takes  KKt 

9.  Q.B.  takes  P.  9.  E.B.  to  KB.  third. 

10.  Q.B.  takes  Kt  10.  E.B.  takes  KR.P.+ 

11.  K.  to  K.  second,  and  your  game  is  at  least  equal  to  h^ 

In  the  second  pUice^ 

8.  Q.P.  one  square. 
9.  K.  castles.  9.  P.  takes  KKt. 

10.  Q.B.  takes  P.  10.  Q.  to  Q.  second. 

11.  Q.  to  Q.  second.  11.  E.Kt  to  its  square. 

12.  ELR.  to  K.B.  seventh,  vrinning  ELB.,  unless  the 

take  K.  R.,  in  which  case  you  win  the  Q. ;  and  althoii.^^^ 
Bhick  will  then  have  three  pieces  for  the  Queen,  y^^^ 
your  game  will  be  better  than  his,  owing  to  the  supe:*"^  " 
ority  of  your  position. 

THIRD   DEFENCE. 

5.  K.R.P.  one  square. 

6.  Q.  P.  two  squares.  6.  Q.  P.  one  square ;  he  migl»^ 

also  play  Q.  B.  P.  one  square.     See  the  Variation. 

7.  Q.B.P.  one  square.  7.  He    ought    now    to  pis/ 

either  Q.  to  K.  second,  or  Q.  B.  P.  one  sq. :  but  suppose, 

In  the  first  place, 

Q.B.  to  KKt  fifth. 

8.  Q.  to  Q.Kt.  third.  8.  Q.B.toKR.  fourtL  (A) 

9.  KR.P.  takes  P.  9.  P.  takes  P. 

10.  KR.  takes  Q.B.  10.  KR.  takes  R. 

11.  KB.  takes  KB.P.+         11.  K  to  KB.  square. 

12.  KB.  takes  KR.,  and  having  gained  a  piece  wiU  win. 
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(A.) 

8.  Q.B.  takes  Kt. 
9.  KB.  takes  KB.P.+  9.  K.  to  K.B.  square. 

10.  KKtP.  takes  Q.B.  10.  If  he  play  Q.Kt.  P.  one 

square,  you  take  K.  Kt.  P. ;  if  he  retake  with  K.  R.  P. 
he  will  lose  a  piece.  If  he  play  K.  Kt.  anywhere,  you 
take  Q.Kt.P.  It  would  not  have  been  good  play  had 
you  taken  Q.KtP.  on  the  ninth  move,  because  he 
would  have  taken  K.  P.  with  Q.  B.  Tour  position  is 
superior  to  the  Black's. 

In  the  secand  place^ 

7.  Q.B.  to  K.  third. 

8.  K.B.  takes  Q.B.  8.  KB. P.  takes  K.B. 

9.  K.R.P.  takes  P.  9.  K.R.P.  takes  P. 

10.  KR.  takes  R.  10.  KB.  takes  R. 

11.  Q.  to  Q.Kt.  third,  and  wins  a  Pawn ;  for  if  Black  play 

Q.  to  Q.  B.  square,  he  will  lose  K.  Kt.  P. 

VABIATION, 

BEGINNING   AT  THE   SIXTH   MOVE  OF  THE   BLACK. 

naBfitte.  I31a(ft. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.B.  to  K.Kt.  second. 

5.  K.  R.  P.  two  squares.  5.  K.  B.  P.  one  square. 

6.  Q.  P.  two  squares.  6.  Q.  B.  P.  one  square. 

7.  Q.  to  Q.  third. 

FIRST   DEFENCE. 

7.  Q.P.  two  squares. 

8.  KP.  takes  P.  8.  Q.B.P.  takes  P. 

9.  KB.  checks.  9.  Q.Kt.  to  Q.B.  third. 

10.  KR.P.  takes  P.  10.  KR.P.  takes  P. 

11.  KR.  takes  R.  H.  KB.  takes  R. 

12.  Q.  to  KR.  seventh,  winning  a  piece. 
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SECOND   DEFENCE. 


8.  K.P.  one  square. 

9.  KB.  takes  K.B.P.+ 
10.  Q.  to  KB.  fifth.+ 


7.  KKt.  to  K  second. 

8.  KEt.  to  its  thiitL 

9.  K  takes  KB. 
10.  K  to  El  square. 


11.  Q.  takes  Et.,  and  has  a  fine  game. 


FIFTEENTH  GAME. 


mtttc 

1.  K.P.  two  squares, 

2.  K,  B.  P.  two  squares, 

3.  JT.JTt.  to  K.B.  third. 

4.  K.B.  to  Q.B.  fourth, 

5.  K.  R,  P.  two  squares, 

6.  Q,  P,  two  squares, 

7.  Q,  B,  P,  one  square 

8.  E.R.P.  takesP. 

9.  E.  B.  takes  R. 


ISIociu 


1.  KP,  two  squares. 

2.  K.P.takesP. 

3.  K.KtP.  two  squares. 

4.  K.B.  to  K.Kt.  seconJP^ 
6.  K,  R,  P.  one  square. 

6.  Q.  P.  one  square, 

7.  Q.B.P.  one  square. 

8.  KR.P.  takes  P. 

9.  KB.  takes  R. 
10.  K  Et  to  E.  R.  second ;  the  most  attacking  move  y^* 

can  make  is  to  play  this  Et.  to  E.  fifth.     See  the  Si 
teenth  Grame. 

10.  I  think  the  best  move 
the  Black  is  to  play  E.Et.  to  E.B.  third  ;  but  suppo^^ 
he  plays,  as  recommended  by  several  authors, 

Q.  to  E.  second. 

11.  KB.  to  KEt  second. 

12.  Q-Kt.  to  Q.  second. 

13.  KB.  to  KR.  third. 

14.  Q.P.  one  square. 

15.  Q.Et.  to  E.B.  square. 

16.  If  he  play  KEt  P.  one  sq^ 


11.  Q.  to  KR.  fifth. 

12.  K  to  E.B.  square. 

13.  KEt  to  KB.  third. 

14.  E.P.  one  square. 

15.  E.B.  to  Q.  third. 

16.  E.Et  P.  one  square. 
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17- 
18. 
19. 
20. 
21. 


23. 


jou  should  play  K.  Kt.  to  K.  R.  fourth,  secure  of  win- 
ning the  Grambit  Pawn  :  therefore, 

Q.Et  to  K  third. 

17.  KKtP.  takes  P. 

18.  Q.Et.  to  KKt.  second. 

19.  Q.B.  to  KB.  fourth. 

20.  Q.  to  K.  third. 

21.  KB.  takes  B. 

22.  K.  castles. 

23.  Q.  takes  E.B. 

K  to  K  square,  and  has  the  best  of  the  game,  having 
gained  a  Pawn. 


KEtP.  takes  P. 
K  B.  to  K  R.  seventh. 
Q.  to  E.R.  second. 
KB.  takes  KEt. 
Q.B.  takes  P. 
Q.  takes  Q.B. 
KB.  takes  KB. P. 


SIXTEENTH  GAME. 


m^itf. 

1.  K,P,  two  squares, 

2.  JT.  B.  P.  tvDO  squares, 

3.  K,  Kt,  to  K,  B,  third, 

4.  K.Bto  Q.B. fourth. 

5.  K,  R,  P.  two  squares, 

6.  Q.  P.  two  squares. 

7.  Q.B. P.  one  square. 

8.  K.R.P,  takes  P. 

9.  K.  R.  takes  R. 


matt, 

1.  K,P.  two  squares. 

2.  K.P.takesP. 

3.  K,  Kt.  P.  two  squares, 

4.  K,  B,  to  K.  Kt.  second. 

5.  K.R,  P.  one  square. 

6.  Q.  P,  one  square. 

7.  Q,  B,  P.  one  square, 

8.  K,  R.  P.  takes  P. 

9.  K,  B.  takes  R. 


10.  K  Et.  to  E.  fifth  ;  this  is  an  ingenious  move,  first  given 
by  Greco  in  his  valuable  Treatise.  It  is  not  a  safe 
move  when  properly  opposed,  but  the  defence  is  far 
from  being  easy.  I  shall  examine  a  few  modes  of  play 
likely  to  occur. 


10.  Q-P*  takes  Ku 

11.  Q.  to  KB.  third. 

12.  He  cannot  take  P.  with  Q. 
without  having  the  worst  of  the  game  ;  therefore, 

Q.  to  E.Et.  second. 
13.  P.  to  E.  sixth. 


11.  Q.  to  KB.  fifth. 

12.  Q.P.  takes  P. 
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FIRST   DEFENCE. 

13.  Q.B.  takes  P. 

14.  K.B.  takes  B.  14.  KKt  to  KB.  third. 

15.  KB.  takes  KB.P.+  15.  K  to  KB.  squaro. 

16.  Q.  to  KKt  sixth.  16.  Q.  takes  KB. 

17.  Q.  takes  KKtP.  17.  KKt.  takes  KP. 

18.  Q.  takes  Gambit  P.  18.  Q.  takes  Q. 

19.  Q.B.  takes  Q. 

Black  has  the  best  of  the  game. 

SECOND   DEFENCE. 

13.  KKt  to  KB.  thirds 

14.  P.  takes  KB.P.+ 

In  the  first  pUice, 

14.  K  to  KB.  square. 

15.  Q.B.  takes  P.  15.  K  he  take  either  Q^ 

Q.  B.  you  will  checkmate  him  :  therefore^ 

KKt.  takes  KP. 

16.  Q.Kt.  to  Q.  second.  16.  P.  takes  Q.B. 

17.  Q.Kt.  takes  Kt,  and  though  Black  has  gained  a  piece^ 

you  have  a  very  strong  attack,  perhaps  equivaleim^ 


or 


to 


the  piece  lost ;  this  arises  from  his  playing  K.  to  K^  -*^^ 
square. 

In  the  second  pkux, 

14.  K.  to  K  second. 

15.  Q.  to  K  second.  15.  Q.B.  to  K  third.  (A.) 

16.  KB.  takes  B.  16.  K  takes  KB. 

17.  Q.  to  K  B.  fourth  +  17.  K  he  play  K  to  Q.  secou* 

you  play  Q.  to   Q.Kt.  fourth,  attackhig  Q.KtP.,  bXi^ 
threatening  to  advance  the  Pawn  to  Queen  ;  therefore^ 

K  to  K.  second. 

18.  Q.  to  Q.Kt.  fourth.+        18.  K  takes  P. 

19.  Q.  takes  Q.Kt.P.,  checks,  and  afterwards  takes  Q*B*) 

having  the  best  of  the  game. 
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(A.) 

15.  Q.B.  to  KKt  fifth. 
Q.  to  Q.  third.  16.  Q.Kt.  to  Q.  second. 

Q.  to  Q.  fourth.  17.  K.Kt.  to  E.R.  fourth,  and 

has  decidedly  the  best  of  the  game. 


SEVENTEENTH  GAME. 

X.  K,P,  two  squares.  1.  K,P,  two  squares. 

^.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

B.  K.Kt.  to  K.B.  third.  3.  K.Kt. P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.B.  to  K.Kt.  second. 

5.  EL  castles.  5.  K  he  play  E.Kt.P.   one 

square,  you  may  leave  K.  Kt.  en  prise^  in  imitation  of 
the  Muzio  Gambit,  and  play  Q.P.  two  squares,  or 
Q.  B.  P.  one  square.     But  suppose 

Q.P.  one  square. 

6.  Q.B.P.  one  square.  6.  Q.B.P.  one  square. 

7.  Q.P.  two  squares. 

FIRST   DEFENCE. 

7.  K.R.P.  one  square. 

8.  KKt  P.  one  square.  8.  P.  takes  KKt  P. 

9.  KB.  takes  P.+  9.  K  takes  KB. 

10.  Kt  to  K  fifth. ++ 

In  the  first  place^ 

10.  K  to  K  third. 

11.  Q.  to  KKt  fourth.+        11.  K  to  K  second. 

12.  KB.  checks.  12.  K  to  K  square. 

13.  Q.  to  KB.  fifth.  13.  P.  takes  KB.P.-»" 

14.  K  to  KB.  square.  14.  Must  lose  the  game,  for  if 

he  take  Kt,  or  play  K  Kt  to  K  B.  third,  he  will  he 
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checkmated  in  two  moves.     J£  he  play  Q.B.  to  K. 
third,  you  will  checkmate  in  three  moves. 

In  the  second  place^ 

10.  K,  to  K.  second. 

11.  K.R.  checks.  11.  K.  to  K.  square. 

12.  Q.  to  K.R.  fifth,  &c  as  before. 

The  error  of  the  Black  in  this  defence  consists  in  taking 
K.Kt.P.  on  the  eighth  move,  instead  of  playing  KEtP- 
one  square. 

SECOND   DEFENCE. 

7.  Q.P-  one  square. 

8.  K.P.  takes  Q.P.  8.  Q.B.P.  takes  P. 

9.  KB.  checks,  9.  If  he  interpose  Q.B.  you 

should  check  with  Q.  at  K.  second,  forcing  him  to  move 
his  King,  for  if  he  interpose  any  piece  he  will  ^ose 
K.Kt.P. ;  therefore, 

Q.Et.  to  B.  third. 

10.  Q.  to  Q.R.  fourth.  10.  Q.B.  to  Q.  second. 

11.  K.B.  checks.  11.  K.  to  K.B.  square. 

12.  KB.  takes  Kt  12.  Q.B.  takes  B. 

13.  Q-  to  Q.Et.  fourth.+        13.  KEt.  to  K  second. 

14.  KEt.  takes  P.,  and  has  the  best  of  the  game. 

Black  on  the  seventh  move  ought  not  to  have  pby^ 
Q.P.  one  sq.,  he  should  have  moved  K.B. P.  one  sq. 


EIGHTEENTH  GAME. 

9SBiiU.  Black. 

1.  K.P,  two  squares.  1.  JT.P.  two  squares. 

2.  K.B. P.  two  squares.  2.  K.P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.         3.  K.  Kt.  P.  two  squares* 
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4.  K.B.  to  Q.B.  fourth.  4.  K.B.  to  K.Kt.  second. 

5.  K,  castles,  5.  Q.  P.  one  square. 

6.  Q.P.  two  squares.  6.  Q.Kt.   to  Q.B.  third. 

7.  Q.B.P.  one  square.  7.  K.Kt.P.  one  square. 

8.  KKt  to  K.  square.  8.  P.  to  KB.  sixth. 

9.  K.  Kt.  takes  P.  9.  P.  takes  K.  Kt. 

10.  Q.  takes  P.  10.  Q.  to  K.  second. 

11.  KB.  takes  KB.P.+  11.  K  to  Q.  square. 

12.  Q.  to  KKt.  third.  12.  Q.  to  KB.  square. 

13.  Q.B.  checks.  13.  If  he  play  Q-I^t.  to  K 

second,  you  move  K  B.  to  K.  R.  fifth,  in  order  after- 
wards to  play  K.  P.  one  square  ;  therefore, 

K.Kt.  to  K  second. 

14.  Q,P.  one  square.  14.  Q.  Kt.  to  K.  fourtli. 

15.  Q,B.  takes  KKt.+  15*  If  he   take  with  Q,,   he 

loses  K.B. ;  therefore, 

K  takes  Q.B. 

16.  Q.  to  KKt.  fifth.+  16.  K  to  Q.  second. 

17.  K.B.  to  K  sixth,  checks,  and  wins  the  Queen. 


NINETEENTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt  to  K.  B.  third.         3.  K.  Kt.  P.  two  squares. 

4.  K.B,  to  Q.B. fourth.         4.  K.Kt.P.  one  square. 

5.  If  you  now  castle,  or  play  Q.  P.  two  squares,  and  Black 

take  K.  Kt.,  it  constitutes  the  Muzio  Gambit,  which  see. 
There  are  two  other  ways  of  playing,  viz. 

No.  1.  KKt.  to  K  fifth. 

2.  K  B.  take  K.  B.  P.+     See  the  IVentieth  Game. 

I  shall  in  this  game  suppose  you  to  play 
K.Kt.  to  K.  fifth.  5.  The    best    move   for  the 
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Black  is  to  check  with  Q.     See  the  Twenty-first  and 
succeeding  games.     But  I  shall  suppose  him  to  plaj 

KKt.  to  KR.  thiid 

6.  It  would  not  be  good  play  to  take  K.Kt.P.  with  K.Et, 

see  the  Second  Attack  ;  it  is  better  to  play 

FIRST   ATTACK. 

Q.P.  two  squares.  6.  Q.P.  one  square. 

7.  KKt  to  Q.  third.  7.  P.  to  KB.  sixth. 

8.  KKt  P.  one  square.  8.  K  he  play  KB.  P.  two 

squares,  you  should  take  KKt,  then  KB. P.,  fto^ 
afterwards  play  K  R.  P.  one  square.     But  if 

KKt  to  its  square. 

9.  KR^P.  one  square.  9.  K.R.P.  two  squares. 

10.  P.  takes  KKt  P.  10.  Q.B.  takes  P. 

11.  K  to  KB.  second.  11.  K.R.P.  one  square. 

12.  Q.B.  to  KB.  fourth.        12.  KB.  to  K  second. 

13.  Q.Kt  to  Q.  second.         13.  KR.P.  takes  P.+ 

14.  K  takes  P.,  and  will  ultimately  win  the  Gambit  Pawn, 

and  have  the  best  of  the  game. 

SECOND    ATTACK. 

6.  KKt  takes  KKt  P.  6.  Q.  checks. 

7.  KKt  to  K.B.  second.       7.  Q.P.  two  squares. 

8.  If  you  take  P.  with  K  B.,  you  lose  the  Queen.    If  yo" 

play  K.  B.  to  K  second,  he  will  take  K  P.     Suppose, 

In  the  first  place, 

KB.  to  Q.  third.  8.  KB.  to  Q.B.  fourth. 

9.  Q.  to  K  second.  9.  KKt  to  its  fifth. 

10.  KR.  to  KB.  square.  10.  KKt  takes  Kt 

11.  KR.  takes  Kt  11.  Q.  takes  KR.+ 

12.  Q.  takes  Q.  12.  KB.  takes  Q.+ 

13.  K.  takes  KB.  13.  Q.P.  takes  P.,  and  having 

gained  a  Rook  for  a  Bishop,  has  evidently  the  best  of 
the  game. 
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In  the  second  place, 

J.  KP.  takes  P.  8.  P.  to  KB.  sixth. 

h  K.B.  checks.  9.  Q.B.P.  one  square. 

X  P.  takes  Q.B.P.  10.  Q.  to  K.  second.^ 

L  K.  to  B.  square.  11.  P.  takes  K.Kt.P.+ 

2.  K.  takes  P.  12.  Q.  to  K.Kt.  fourth.+ 

3.  K.  to  K.B.  square.  13.  Q.    takes    K.B.,    checks, 

and  wins. 


TWENTIETH  GAME. 

iSftitr.  ISIaciL 

1.  K.P.  two  squares.  1.  K.P.  two  squares, 

2.  K.  B.  P.  two  squares,  2,  K,  P,  takes  P, 

3.  K.Kt,  to  KB,  third,         3.  K,Kt,P,  two  squares, 

4.  KB,  to  Q,B,  fourth,        4.  K,Kt,P,  one  square, 

5.  K.B.  takes  K.B.P.+  ;  this  is  not  a  very  good  move,  but 

it  may  be  ventured  against  an  inferior  player. 

5.  K.  takes  E.B. 
5.  K.Kt.  to  K.  fifth.+ 

FIRST   DEFENCE. 

6.  K.  to  K.  third. 

7.  Q.  takes  P.+  7.  K.  takes  Kt. 

8.  Q.  to  K.B.  fifth.+  8.  K.  to  Q.  third. 

9.  Q.P.  two  squares.  9.  K  he  check  with  Q.,  you 

will  play  K.  Kt.  P.  one  square  ;  and  if  he  take  P.  with 
P.  he  will  lose  the  Queen  at  the  least.     But  if 

K.B.  to  K.Kt.  second. 

0.  Q.B.  takes  P.+  10.  K.  to  K.  second. 

1.  Q.B.  to  K.Kt.  fifth.+       11.  KB.  to  KB.  third. 

2.  K  castles.  12.  Q.  to  K.B.  square. 

3.  Q.  to  K  fifth.+  13.  K  to  Q.  square. 

4.  KR.  takes  KB.,  and  wins  easily. 

X  2 
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SECOND   DEFENCE. 

6.  K.  to  K.  square. 

7.  Q.  takes  K.KtP.  7.  K  he  were  to  play  Q.P. 

one  square^  he  would  be  checkmated  in  two  moves. 

The  move  usually  played  is  Q.  to  K.B.  third,  in  order 

to  defend  the  Gambit  Pawn  ;  it  is  a  good  move,  but 

not  so  simple  and  easy  as 

K.Kt.  to  K.B.  third. 

8.  Q.  takes  Gambit  P.  8.  Q.P.  one  square. 

9.  K.Kt.  to  Q.B.  fourth.        9.  Q.Kt.  to  Q.B.  third. 

10.  K.  castles.  10.  KB.  to  K.Kt.  second. 

11.  Q.P.  one  square.  11.  Q.B.  to  K.  third. 

12.  Q.  to  K.Kt.  third.  12.  Q.    to    K.    second,  after- 

wards plays  K.  to  Q.  second,  and  Q.  R.  to  K.  B.  square, 
and,  having  gained  a  piece  for  two  Pawns,  has  the  best 
of  the  game. 


TWENTY-FIRST  GAME. 
^SBiiU'  ISlacit. 

1.  K.P.  two  sqitares,  1.  K.P.  trvo  sqtutres. 

2.  A'.  B,  P,  two  squares.  2.  K,  P.  take^  P. 

3.  K.  Kt.  to  K.  D,  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.Kt. P.  one  square. 

5.  K.  Kt.  to  K.  ffth.  5.  Q.  checks. 

6.  K.  to  K.B.  square.  6.  K.Kt.  to  K.R.  third. 

7.  Q.P.  two  squares.  7.  Q.P.  one  square. 

8.  K.Kt.  to  Q.  third.  8.  P.  to  K.B.  sixth. 

No.  I. 

9.  K.Kt.P.  takes  P.  9.  P.  takes  P. 
10.  Q.  takes  P.                         10.  Q.B.  checks. 

11;  If  you  play  K.  to  K.  second,  he  will  play  Q.B.  to  K.K^ 
fifth.  If  you  move  K.  to  K.  Kt  square,  he  will  ^^ 
with  K.  R.,  winning  the  game.  Your  ninth  move  ^*^ 
a  very  bad  one  ;  you  ought  to  play  as  in  No.  IL 
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No.  II. 

9,  K.Kt.P.  one  square.  9.  His  best  move  is  to  play 

Q.  to  K.  second,  see  the  next  game  :  but  suppose 

Q.  to  K.R.  sixth  + 

X  K.  to  K.  square.  10.  If  be  play  Q.   to   KKt. 

seventh,  you  should  play  K.  Kt  to  K.  B.  second,  and 
afterwards  B.  to  K.B.  square,  winning  the  Queen  ;  be 
therefore  plays 

Q.  to  K.R.  fourth. 

L  K.Kt.  to  K.B.  fourth.  11.  Probably  the  best  move 
for  the  Black  is  to  play  Q.  to  K.  Kt.  fourth,  though  it 
appear  a  dangerous  one,  because  by  removing  K.Kt. 
you  attack  the  Q.  with  Q.  B.  ;  but  this  attack  by  dis- 
covery does  not  seem  productive  of  immediate  benefit, 
though  you  would  still  have  the  best  of  the  game. 
But  suppose  he  plays 

Q.  to  Q.R.  fourth.+ 

2,  Q.B.  to  Q.  second. 

FIRST   DEFENCE. 

12.  Q.  to  Q.Kt.  third. 

3.  K.Kt.  to  Q.  fifth.  13.  If  he  take  Q.KtP.,  you 

play  Q.  B.  to  its  third,  winning  the  Queen.  If  he  play 
Q.  to  Q.B.  third,  he  will  also  lose  the  Queen  by  your 
playing  K.  B.  to  Q.  Kt.  fifth,  &c.  ;  therefore, 

Q.  takes  Q.P. 

i.  KB.  to  Q.  third.  14.  Q.  to  Q.B.  fourth. 

3.  Q.Kt.P.  two  squares.  15.  If  he  play  Q.  to  Q.  fifth, 
you  move  Q.  B.  to  its  third.     But  if 

Q.  to  Q.B.  third. 

S.  KB.  to  Q.Kt.  fifth.         16.  Q.  takes  KB. 

7.  K  Kt.  takes  Q  B.  P.,  checking  K.  and  Q. 

SECOND   DEFENCE. 

12.  Q.  to  Q.R,  fifth. 
3.  Q.Kt.  to  QR.  third. 
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14.   KEt.   to   Q.  fifth. 

16.  Q.Kt.P.  one  square. 

16.  Q.B.  to  Q.Kt  fourth. 

17.  Q.R.  to  Q.Kt.  square. 

18.  R.  to  Q.R.  square. 

19.  Q.B.  to  its  third. 


In  tfie  first  places 

13.  Q.B.P.  one  square. 

14.  Q.Kt.P.  two  sqiiares. 

15.  Q.  takes  Q.Kt 

16.  Q.  to  Q.Kt.  seventh. 

17.  Q.  takes  Q.R.P. 

18.  Q.  to  Q.Kt.  seventh. 

19.  Q.  takes  Q  R. 


20.  Q.  takes  Q.,  having  the  best  of  the  game,  as  Black  cannot 
take  either  K.  B.  or  K.  Kt  without  losing  Q.  R. 

In  the  second  place, 

13.  Q.  to  Q.  second. 

14.  K.Kt.  to  Q.  fifth.  14.  Kt.  to  K.Kt  square. 

15.  K.R.P.  one  square.  15.  If  he    play   KB. P.  two 

squares,  you  take  it  with  K.P.     If  he  play  KB.?* 
two  squares,  you  take  K.  Kt.  P.     K  he  play 

Q.B.P.  one  square. 

16.  K.Kt.  to  K.  third,  and  you  have  the  best  of  the  game,  as 

he  cannot  prevent  you  from  separating  his  Pawns  on 
the  King's  side. 


TWENTY-SECOND  GAME. 


1.  K,P.  two  squares. 

2.  K.  B,  P.  two  squares, 

3.  K.  Kt,  to  K.  D.  third. 

4.  K,B,  to  Q.B.  fourth, 

5.  K.Kt.  to  K  fifth. 

6.  K.  to  K,  B.  square, 

7.  Q.  P.  two  squares. 

8.  K.  Kt.  to  Q.  third. 


filacfu 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.Kt  P.  two  squares- 

4.  K.  Kt.  P.  one  square- 

5.  Q.  checks. 

6.  K.  Kt.  to  K.  E.  third- 

7.  Q.  P.  one  square. 

8.  P.  to  K.  B.  sixth. 
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9.  K.  Kt  P.  one  square.  9.  Q.  to  K.  second. 

10.  Q.Et.  to  Q.B.  third.        10.  Q.B.P.  one  square. 

11.  K.R.P.  one  square. 

FIRST  DEFENCE. 

11.  K.RP.  two  squares. 

12.  Q.B.  takes  Et.  12.  KB.  takes  B. 

13.  KP.  takes  P.  13.  Q.B.  takes  P. 

14.  KR.P.  takes  P.  14.  Q.B.  takes  Kt.+ 

15.  Q.  takes  B.,  having  an  irresistible  attack. 

SECOND   DEFENCE. 

11.  K.Kt.P.  takes  P. 

12.  Q.B.  takes  Kt  12.  K.B.  takes  B. 

13.  Q.  takes  P.  13.  K.R.  to  KEt.  square. 

14.  Et.  to  E.B.  second.  14.  E.R.  to  KEt  third. 

15.  Q.Et.  to  E.  second,  and  afterwards  taking  P.  at  E.R. 

third,  will  have  the  best  of  the  game. 


TWENTY-THIRD  GAME. 

WiiiU.  filaciu 

1.  K.  P,  two  squares.  1.  K,  P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.Kt.  to  K.B.  third.  3.  K.Kt.P.  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  K.  Kt.  to  K.  fifth.  5.  Q.  checks. 

6.  K.  to  KB.  square.  6.  KKt.  to  K.B.  third. 

7.  Q.P.  two  squares.  7.  P.  to  KB.  sixth. 

8.  E.EtP.  one  square.  8.  Q.  checks. 

9.  E.  to  K  B.  second.  9.  Q.  to  K  Kt.  seventh.-^ 

10.  K  to  K  third. 

FIRST   DEFENCE. 

10.  Q.P.  one  square. 

11.  KB.  to  KB.  square.       11.  Et.  to  KB.  fourth +,  it  is 

necessary  to  make  this  move  in  order  to  save  the  Queen. 
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12.  E.F.  takes  Kt. 

13.  K  to  K.  fourth. 

14.  K.  takes  Q.P. 

15.  K.  to  K.  fourth. 

16.  Q.B.  takes  B. 

17.  Kt.  takes  KKt.P. 

18.  Q.  takes  P. 

19.  K.  takes  Q. 


12.  K.B.  checks. 

13.  Q.P.  checks. 

14.  Q.B.P.  checks. 
16.  Q.  takes  K.R. 

16.  Q.  takes  K.R. P. 

17.  Q.  takes  K.Kt.P. 

18.  Q.  takes  Q. 

19.  Q.B.  takes  P. 


20.  Q.  B.  P.  one  square,  having  rather  the  best  of  the  game. 


SECOND    DEFENCE. 


11.  K.Kt.  to  Q.  third. 

12.  K.Kt  to  K.B.  fourth. 

13.  K.  to  Q.  third. 

14.  Q.B.  takes  B. 


10.  K.B.P.  one  square. 

11.  KKt  to  K.B.  second. 

12.  KB.  to  K.R.  third. 

13.  K.B.  takes  Kt. 

14.  If  he  play  Q.P.  one  fiq^ 
jou  should  play  Q.  Kt.  to  B.  third  ;  and  if  he  tiien  {% 
Q.B.P.  one  square,  you  first  take  K.Kt.,  and  after- 
wards Q.  P. ;  therefore, 

Q.B.P.  one  square. 

16.  K.R.P.  two  squares.         16.  If  he  play  Q.P.  two  sqs.; 

you  take  it  with  K.P.,  if  he  then  check  with  Q.B.,  you 

play  K.  to  Q.B.  third,  and  if  he  take  Q.B.P.  with 

Q.  B.,  you  play  Q.  to  K.  square,  checking,  &c.     But  if 

K.B.P.  one  square. 


16.  K.B.  takes  Kt.+ 

17.  Q.Kt.  to  Q.  second. 

18.  Q.Kt  takes  P. 

19.  Kt.  to  Q.  sixth.+ 

20.  Q.  to  K.  square."*" 

21.  Kt  takes  Q.B. 


16.  K.  takes  KB. 

17.  P.  takes  KP.+ 

18.  Q.P.  two  squares. 

19.  K  to  K  second. 

20.  K  to  Q.  second. 

21.  KR.  takes  Kt. 


22.  Q.  to  K  fifth,  having  a  good  game. 


KING^S   GAMBIT.  313 


TWENTY-FOURTH  GAME. 

SBiitr.  filarft. 

1.  K.P.  two  squares.  1.  K.  P,  two  squares. 

2.  K.  B,  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  K.Kt.  to  K.  fifth.  5.  Q.  checks. 

6.  K.  to  K.B.  square.  6.  P.  to  K.B.  sixth. 

This  method  of  defending  the  Grambit  has  been  but 
little  analysed  by  writers  on  Chess.  In  Cochrane's  Trea- 
tise, pages  268  to  276,  are  a  few  well-played  Variations, 
most  of  which  will  be  found  in  the  following  pages. 
Many  new  Variations  were  given  by  me  in  my  Second 
Series  of  Lessons,  page  219,  ^  seq.y  published  in  1832; 
since  that  time  I  have  become  acquainted  with  Ghulam 
Kassim'^s  work,  and  am  well  pleased  to  find  that  in  some 
of  the  modes  of  play  I  had  hit  on  the  same  moves  as  that 
eminent  player.  In  my  opinion,  unless  the  first  player 
can  risk  playing  the  Muzio  Gambit,  this  is  the  best  method 
of  defending  the  King's  Elnight's  Grambit. 

This  game  admits  of  great  variety,  as  you  may  now  play 
one  of  the  following  moves,  viz. 

Q.P.  two  squares. 

Q.  to  K.  square.  See  the  Twenty-fifth  Gkune. 

K.  B.  takes  P.+  See  the  Twenty-sixth  Grame. 

K.Kt.  takes  K.B.P.  See  the  Twenty-seventh  Game. 

K.  Kt.  P.  one  square.  See  the  Twenty-eighth  Game. 

K.  Kt.  P.  takes  P.  See  the  Twenty-ninth  Game. 

In  the  present  game  I  shall  suppose  you  to  play 

7.  Q.P.  two  squares.  7.  K.Kt.  to  K.B.  third. 
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No.  I. 

8.  KB.  takes  KB.P.+  8.  K.  to  K.  second. 

9.  K.B.  to  Q.B.  fourth,  or  )    ^    ^^  _         _  _ 

to  Q.Kt.  third.  /   ^-  ^'^'  *^  ^-^^  ^°^ 

FIRST   DEFENCE. 

10.  Q.  to  K.  square.  10.  Q.  takes  Q.+ 

11.  K.  takes  Q.  11.  P.  takes  KEtP. 
1!2.  K.R.  to  K.Kt.  square.     12.  Q.P.  one  square. 

13.  KEt.  to  E.B.  seventh.     13.  E.R.  to  E.B.  square. 

In  the  first  places 

14.  Q.B.  to  KEt.  fifth.  14.  Q.B.  to  K  third. 

15.  KB.  takes  B.  16.  E.  takes  KB. 

16.  K  you  pky  Et,  to  KR.  sixth,  he  will  take  KP.  witt 

KEt.     But  if 
(^B.  takes  Et.  16.  K  takes  B.,  and  will  win. 

In  the  second  place, 

14.  KEt  to  KR.  sixth.        14.  KEt  takes  KP. 

15.  K  you  play  E.B.  to  Q.  fifth,  he  will  play  Et  to  K.B. 

third,  and  afterwards  Q.  P.  or  Q.  B.  P.  one  sq.    But  if 
E.R.  takes  P.  15.  Q.B.P.  one  square. 

16.  Q.B.P.  one  square.  16.  Q.P.  one  square. 

17.  KB.  to  E.  second.  17.  E.B.  takes  Et 

18.  Q.B.  takes  B.  18.  KR.  to  KB.  third. 

19.  Q.B.  to  K  third.  19.  E.R.P.  two  squares. 

Black  has  the  best  of  the  game. 

In  the  third  place, 

14.  KEt  to  its  fifth.  14.  Q.Et  to  Q.B.  third. 

15.  Q.B.P.  one  square.  15.  E.R.P.  one  square. 

16.  Et  to  K  sixth.  16.  Q.B.  takes  Et 

;    17.  Q.P.  one  square.  17.  Q.Et   to  E.  fourth,  an<^ 

wins. 

In  tfie  fourth  2>lace, 

14.  KP.  one  square,  14.  Et.  to  K  fifth. 

15.  KEt  to  its  fifth.  15.  E.Et  takes  Et 


kino's  gambit.  315 

16.  Q.B.  takes  Kt.-**  16.  K  to  E.  square. 

17.  KR.  takes  P.  17.  KR.  to  KB.  fourth. 

18.  Q.B.  to  E.B.  sixth.  18.  KB.  takes  B. 

19.  P.  takes  KB.  19.  KB.  takes  P. 

20.  Q.Kt.  to  Q.B.  third.  20.  Q.B.P.  one  square. 

21.  Kt  to  K  fourth.  21.  R.  to  KKt.  third. 

22.  KB.  to  Q.  third.  22.  KR.P.  two  squares. 

Black  has  the  best  of  the  game. 

SECOND   DEFENCE. 

10.  KKt.  to  KB.  seventh.     10.  KKt.  takes  KP. 

In  the  first  place, 

11.  Q.  to  K  square.  11.  P.  takes  K.Kt.P.+ 

12.  K  to  K  second.  12.  P.  takes  R.  and  becomes  Q. 

13.  Q.  takes  Q.+  13.  KB.  to  its  third,  having 

a  forced  won  game. 

In  the  second  place, 

11.  Q.B.  to  K  third.  11.  P.  takes  KKtP.'+ 

12.  K  takes  P.  12.  Q.  to  K  R.  sixth,  and  wins. 

In  the  third  place, 

11.  KKt. P.  one  square.         11.  Q.  checks. 

12.  K  to  K  square.  12.  Q.  to  KKt.  seventh,  and 

wins. 

THIRD   DEFENCE. 

10.  KKt  P.  one  square.         10.  Q.  checks. 

11.  If  you  play  K  to  K  square,  he  will  win  by  playing  Q. 

to  KKt.  seventh  ;  therefore, 
K  to  KB.  second.  11.  Q.  to  KKt.  seventh."*" 

12.  K  to  K  third.  12.  If  your  KB.  be  at  Q.B. 

fourth  square,  the  following  moves  should  be  played : — 

Q.P.  two  squares. 

13.  If  you  take  P.  with  KB.,  he  will  take  KB.  with  KKt., 

in  order    afterwards   to   play   Q.B.  to  KB.  fourth, 
threatening  checkmate  with  K.  B.    But  if 
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K.P.  takes  P.  13.  Q.B.  to  K.B.  fourtL' 

14.  If  you  cheek  with  P.,  he  will  take  it  with  Q.B.P.,  and  if 
you  then  move  Kt.  to  K.  B.  seventh,  he  will  play  P.  to 
Q.  fourth,  winning  easily  ;  therefore, 
K.  to  KB.  fourth.  14.  Q.B.  takes   Q.B.P.,  and 

wins  easily. 

But  if  the  White  K.B.  be  at  Q.Kt.  third  square, 
Black  must  play  as  follows  : — 

12.  K.B.  toK.R.  thirtL+. 

13.  K.  to  Q.  third.  13.  K.B.  takes  Q.B. 

14.  Q.  takes  K.B.  14.  Q,  to  K.  seYenth.+ 

15.  K.  to  Q.B.  third.  15.  K.Kt.  takes  P.+ 

16.  K.  to  Kt.  fourth.  16.  Q.Kt.  to  Q.R.  third,  checks, 

and  wins  easily. 

Black  might  also  (supposing  White  K.B.  at  Q.B. 
fourth)  check  with  K.B.  at  K.R.  third,  then  take  Q.B., 
and  afterwards  advance  Q.  Kt  P.  two  squares,  having  a 
forced  won  game. 

FOURTH  DEFENCE. 

10.  K.Kt. P.  taked  P.  10.  Q.P.  one  square. 

In  the  first  place, 

11.  K.Kt.  takes  P.  11.  Kt.  tjikes  K.Kt. 

12.  P.  takes  K.Kt.  12.  R.  to  K.B.  sq.,  and  wins. 

In  the  second  place, 

11.  K.Kt.  to  Q.  third.  11.  K.Kt. P.  takes  P. 

12.  Q.  takes  P.  12.  K.  R.  to  K.B.  sq.,  and  wins* 

In  tJie  third  place, 

11.  K.Kt.  to  K.B.  seventh.      11.  K.Kt. P.  takes  P. 

12.  Q.  takes  P.  12.  Q.B.  checks. 

13.  K.  to  Kt.  square.  13.  K.Kt.  takes  K.P.  and  wins. 

FIFTH    DEFENCE. 

10.  Q.Kt.  to  Q.B.  third.         10.  Q.P.  one  square. 
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In  the  first  place, 

11.  K.Kt.  to  Q.  third.  11.  KKt  to  K.R.  fourth. 

12.  Kyou  play  Q.B.  to  K.B.  fourth,  he  will  take  P.  with  P., 

checking,  and  afterwards  check  with  Q.,  and  then  take 
P.  with  K.B.,  and  win  ;  therefore, 
Q.  to  K.  square.  12.  P.  takes  P.+ 

13.  If  you  play  K.  to  K.  second,  he  will  play  K.Kt.P.  one 

square.     But  if 

K.  takes  P.  13.  Q.  to  K.R.  sixth.+ 

14.  K.  to  K.Kt.  square.  14.  K.B.  takes  P.+ 

15.  K.Kt.  to  K.B.  second.  15.  K.R.  to  K.B.  square. 

16.  Q.Kt.  to  Q.  square.  16.  K.  Kt.  P.  one  sq.,  and  wins. 

In  tlie  second  place, 

11.  ELKt.  to  K.B.  seventh.     11.  K.R.  to  K.B.  square. 

12.  Q.B.  to  K.Kt.  fifth. (A.)  12.  P.  takes  K.Kt.P.+ 

13.  K.  takes  P.  13.  Q.  to  K.R.  sixth.+ 

14.  K.  to  K.Kt.  square.  14.  Q.B.  to  K.  third. 

15.  If  you  take  Q.B.  with  B.,  he  will  win  by  taking  K.B. 

with  K.     But  if 
K.P  one  square.  15.  Q.B.  takes  B. 

16.  K.P.  takes  Kt.+  16.  K.B.  takes  P.,  and  wins. 

(A.) 

12.  K.Kt.  to  its  fifth.  12.  K.Kt.  to  K.R.  fourth. 

13.  Q.  to  K.  square.  13.  Q.  takes  Q. 

14.  K.  takes  Q.  14.  K.R.P.  one  square. 

15.  If  you  check  with  Q.Kt.,  he  will  play  K.  to  Q.  square  ; 

and  if  you  then  take  P.  with  P.,  he  wins  a  piece  by 
moving  Q.  B.  P.  one  square.     K  you  play  K.  Kt.  to 
K.R.   seventh,  he  will  play   K.R.   to   K.R.   square. 
But  if 
P.  takes  P.  15.  P.  takes  P.,  and  will  after- 

wards win  K.  Kt. 

No.  II. 

$lB(tte.  ISlatfu. 

1.  K,P,  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.         2.  K.  P.  talics  P. 
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3.  K.Kt.  to  KB.  third. 

4.  K.B.  to  Q.B.  fourth. 

5.  K.  Ki.  to  K.  fifth. 

6.  K.  to  K.B.  iquare. 

7.  Q.  P.  two  squares. 

8.  K.Kt  takes  E.B.P. 

9.  Q.B.  to  KKt.  fifth. 

10.  K.  takes  P. 

11.  £[.  to  Kt.  square. 


3.  K.  Kt.  P.  two  squares. 

4.  K  Kt.  P.  ofie  square. 

5.  Q.  cliecks. 

6.  Oambit  P.  one  square. 

7.  KKi.  to  KB.  third. 

8.  Q.F.  two  squares. 

9.  P.  takes  P.+ 

10.  Q.  to  K.R.  8ixth.+ 

11.  P.  takes  KB. 


12.  K  yx)u  take  Kt.  with  Q.B.,  he  will  play  KR.  to  KKt 

square,  and  afterwards  E.KtP.  one  square,  and  win; 
therefore, 
K.Kt  takes  R.  12.  K.Kt.P.  one  square. 

13.  Q.B.  takes  Kt.  13.  KB.  to  KR.  third. 

14.  If  you  take  P.  with  P.,  you  will  be  checkmated  by  KB. 

If  you  play^  Q.  to  KB.  third,  he  will  play  Q.B.  to 
K.  Kt.  fifth,  and  win.     If  you  play  Q.  to  K.  square,  he 
will  advance  K.  Kt.  P.,  and  win  ;  therefore, 
Q.  to  K  second.  14.  Q.B.  to  KKt.  fifth. 

15.  Q.  to  KKt.  second.  15.  KB.  checks. 

16.  K  to  KB.  square.  16.  Q.B.  checks,  and  wins. 


TWENTY-PIFTH  GAME. 


saiite. 

1.  KP.  two  squares. 

2.  K  B.  P.  two  squares. 

3.  K  Kt.  to  K  B.  third. 

4.  K.  B.  to  Q.  B.  fourth. 

5.  K.Kt.  to  K.  fifth. 

6.  K  to  K.  B.  square. 

7.  Q.  to  K.  square. 


ISIaciL 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.Kt. P.  two  squares. 

4.  K.  Kt.  P.  one  square. 

5.  Q.  checks. 

6.  P.  to  K  B.  sixth. 

7.  P.  takes  P.+ 


8.  K  takes  P. 

9.  K  to  KB.  second. 


In  the  first  place, 

8.  Q.  to  KR.  sixth.+ 
9..  KB.  to  KKt.  second. 
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10.  If  jou  remove  KKt  the  check  with  K.B.  will  be  fatal ; 

therefore, 
Q.P.  two  squares.  10.  Q.F.  one  square. 

11.  KB.  takes  P."**  11.  K  to  K.  second. 

12.  If  you  check  with  Q.B.,  he  will  interpose  K.B.,  winning 

a  piece ;  therefore, 

KB.  takes  KKt.  12.  KR.  takes  B. 

13.  KKt  to  Q.B.  fourth.  13.  Q.  to  KB.  sixtb.+ 

14.  K  to  KKt  square.  14.  KB.  takes  Q.P.+ 

15.  Q.B.  to  K  third.  16.  KKt  P.  (me  square. 

16.  K.R.P.  one  square.  16.  KKt  P.  one  square. 

17.  KR.  to  its  second.  17.  Q.B.   takes  KR.P.,  and 

wins  easily. 

In  the  second  place^ 

8.  K  to  K  second.  8.  Q.  to  KR.  sixth. 

9.  KR.  to  KKt  square.       9.  Q. P.  one  square,  and  wins 

a  piece. 


TWENTY-SIXTH  GAME. 

^llilt^  ISIacft. 

1.  K.P,  trco  squares.  1.  K.  P.  two  squares. 

2.  K.B.P.  two  squares.  2.  K.P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.B.  to  Q,.B.  fourth.  4.  K.Kt  P.  one  square, 

5.  K.Kt.  to  K.ffth.  5.  Q.  checks. 

6.  K.  to  B.  square.  6.  P.  to  K.B.  sixth. 

7.  KB.  takes  K.B.P.+  7.  K  to  K  second. 

FIRST   DEFENCE. 

8.  KB.  takes  Kt  8.  P.  takes  KKtP.+ 

9.  K.  takes  P.  9.  Q.  to  KR.  sixth.+ 
10.  K  to  K.B.  second.  10.  KR.  takes  B. 
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In  the  first  place, 

11.  Q.P.  two  squai*e8.  11.  Q.P.  one  square. 

12.  K.Kt.  to  Q.  third.  12.  K.  Kt.  P.  checks,  and  wins. 

In  the  second  place, 

11.  Q.  to  K.Kt.  square.  11.  Q.P.  one  square. 

12.  K.Kt.  to  Q.  third.  12.  Q.  to  KB.  sixth.+ 

13.  K.  to  K.  square.  13.  Q.Kt.  to  Q.B.  third,  and 

has  a  fine  game. 

SECOND    DEFENCE. 

8.  K.Kt.P.  one  square.  8.  Q.  checks. 

9.  K.  to  B.  second.  9.  K.Kt.  to  K.B.  third, 

10.  KB.  to  Q.B.  fourtli,  or  )  ,^    ^  ^ 

KB.  to  Q.Kt.  third.      |  ^^'  ^'^'  ^'^^  ^^'^^ 

11.  If  you  play  Kt.  to  Q.  third,  he  will  take  KP.  with 

K.  Kt.     If  you  play  K.  B,  to  its  square,  he  plays  Q,  to 
K.R.  fourth,  and  afterwards  takes  KP.     But  if 
K.Kt.  to  KB.  seventh.     11.  K.Kt.  takes  P.+ 

12.  K  to  K  third.  12.  Q.B.  to  KB.  fourth. 

13.  If  you  take  K.R.  he  will  win  the  Queen,  or  checkmate  in 

three  moves  if  your  K.  B.  be  at  Q.  B.  fourth,  or  in  five 
moves  if  it  be  at  Q.  Kt.  third.  If  you  play  Q.  to  KB. 
square,  he  will  check  with  K.  B.,  winning  K  Kt  at  the 
least.  K  you  play  Q.P.  one  or  two  squares,  he  will 
also  check  with  K.  B.  But  if 
K  to  KB.  fourth.  13.  K  to  KB.  third,  winning 

the  Queen  at  the  least. 

THIRD   DEFENCE. 

8.  K.Kt.P.  takes  P.  8.  Q.P.  one  square. 

9.  KB.  takes  Kt.  9.  Q.P.  takes  Kt. 

10.  K  B.  to  Q.  B.  fourth.  10.  K  Kt.  P.  takes  P.,  and  has 

a  forced  won  game,  for  if  you  take  the  Pawn,  Q.B. 
checks  and  wins. 
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FOURTH   DEFENCE. 

8.  Q.  to  K  sqaare.  8.  P.  takes  K.Kt.P.+ 

9.  If  you  play  K  to  K.  second,  he  will  play  Q.  to  K  R. 

sixth,  and  afterwards  Q.  P.  one  square  ;  therefore, 
K  takes  P.  9.  Q.  to  K.R.  sixth  + 

10.  K.  to  K.B.  second.  10.  Q.P.  one  square. 

11.  KB.  takes  Kt  11.  K.R.  takes  B. 

12.  K.Kt.  removes.  12.  P.  checks,  and  wins. 


TWENTY-SEVENTH  GAME. 

1.  K.P.  two  sqitares.  1.  K,P,  two  squares. 

2.  K.B.P.  two  squares.  2.  K.P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  K.Kt.  to  K  ffth.  5.  Q.  checks. 

6.  K.  to  B.  square.  6.  P.  to  K.  B.  sixth. 

7.  KKt.  takes  K.B.P.  7.  K.Kt.  to  K.B.  third. 

FIRST   DEFENCE. 

8.  KKt  takes  R.  8.  K.Kt.  takes  K.P. 

9.  If  you  play  K.  Kt  P.  one  square,  he  will  check  with  Q., 

and  afterwards  move  Q.  to  K.Kt.  seventh,  winning 
easily ;  therefore, 
Q.  to  K  square.  9.  P.  takes  P."*" 

In  the  first  place, 

10.  K  takes  P.  10.  Q.  to  KR.  sixth.+ 

11.  K  to  Kt.  square.  11.  KB.  checks. 

12.  Q.P.  two  squares.  12.  Checkmates  in  fourmoves. 

In  the  second  place, 

10.  K  to  K  second.  10.  Q.  to  K.R.  sixth. 

11.  If  you  play  K  to  Q.  square,  you  wiU  lose  the  Queen « 

But  i. 

Y 
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R.  to  K.B.  square.  11.  If  he  were  to  advance  the 

Pawn  to  Queen,  70a  would  take  K.B.  with  K.R.,  and 
afterwards  take  the  new  Queen;  therefore, 

P.  takes  KB. 

12.  Q.  takes  P.  12.  Q.  takes  Q. 

13.  K  takes  Q.  13.  Kt.  to  Q.  third,  and  after- 

wards K.  B.  to  Kt.  second,  winning  K.  Kt. 

SECOND   DEFENCE. 

8.  K.Kt.P.  takes  P.  8.  Q.P.  two  squares. 

9.  K.Kt.  takes  R.  9.  K.Kt.P.  takes  P. 

10.  Q.  takes  P.  10.  Q.B.  checks. 

11.  K.  to  Kt.  square.  11.  K.B.  checka. 

12.  Q.P.  two  squares.  12.  K.B.  takes  P.+ 

13.  Q.B.  to  K.  third.  13.  Wins  in  three  moyes. 

THIRD   DEFENCE. 

8.  K  you  play  Q.Kt.  to  B.  third,  he  may  play  either  KB. 

to  Kt.  square,  or  K.Kt.  to  R.  fourth,  having  a  Teiy 
fine  game.     But  if 
K.Kt.P.  one  square.  8.  Q.  checks. 

9.  K.  to  K.B.  second.  9.  Q.P.  two  squares. 

10.  K  you  take  Q.P.  you  will  lose  a  piece.      K  you  take 

K.  R.  he  will  take  K.P.  with  K.Kt.,  winning  easily; 
therefore, 
K.B.  to  K.B.  square.       10.  K.Kt.  takes  P.+ 

In  tJiC  first  place, 

11.  K.  to  K.  third.  11.  Q.  to  K.R.  fourth. 

12.  K.Kt.  takes  R.  12.  Q.  to  K.Kt.  fourtL+ 

13.  K.  to  Q.  fourth.  13.  Checkmates  in  two  moTes. 

In  the  second  place, 

11.  K.  to  K.  square.  11  Q.  to  K.R.  fourth. 

12.  K  you  play  Q.P.  one  square,  he  will  check  with  Pawn, 

and  then  take  Kt.  with  Q.     K 
Kt.  takes  K.R.  12.  P.  checks. 

13.  K.  to  K.  second.  13.  Q.  to  K.  fourth. 
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14.  Q.P.  two  squares.  14.  Kt.  to  Q.B.  sixth.'^ 

15.  K  to  Q.  third.  15.  Q.  to  E.  eighth. 

16.  Q.  to  Q-  second.  16.  K.B.  to  K.B.  third,  win- 

ning easily. 


TWENTY-EIGHTH  GAME. 

1.  K,P,  two  squares.  1.  K,  P.  two  squares. 

2.  K.B.P,  two  squares.  2.  K.P.  takes  P, 

3.  JT.  Kt.  to  K.  B,  third.  3.  K.  Kt.  P,  two  squares. 

4.  K.  B,  to  Q,  B.  fourth.       4.  K.  Kt.  P.  one  square. 

5.  K.Kt.  to  K.  fifth.  5.  Q.  checks. 

6.  K.  to  B.  square.  6.  P.  to  K.  B.  sixth. 

7.  K.Kt.P.  one  square.  7.  Q.  checks. 

8.  K.  to  K.  B.  second.  8.  K.  Kt.  to  K.  B.  third. 

9.  If  you  play  Q.P.  two  squares,  he  will  take  K.P.  with 

K.  Kt,,  and  if  you  then  play  K.  to  K.  third,  he  will 
advance  K.B.P.  two  squares.  If  you  take  K.B.P. 
with  K.B.  or  K.Kt.,  see  the  Second  Defence  of  the 
Twenty-sixth  Game,  page  320,  or  the  Third  Defence 
of  the  Twenty-seventh  Grame,  page  322.     But  if 

FIRST   DEFENCE. 

Q.P.  one  square.  9.  Q.P.  one  square. 

10.  KKt,  takes  K.B.P.  10.  Q.P.  one  square. 

11.  Kt  takes  K.R.  11.  Q.  to  K.Kt.  seventh.^ 

12.  K.  to  K.  third.  12.  Q.Kt.  to  Q.B.  third. 

13.  If  you  play  Q.  P.  one  square,  he  will  take  K.  B.,  threaten- 

ing immediate  checkmate  ;  the  hest  move  is 
K.Kt.  to  K.B.  seventh.      13.  K.  takes  K.Kt. 

14.  KB.  takes  P.+  14.  K.Kt.  takes  K.B.+ 

15.  K.P.  takes  Kt.  15.  KB.  to  KR.  third.+ 

16.  K  to  K  fourth.  16.  Checkmates  in  two  moves. 

Y  2 
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SECOND   DEFENCE. 


9.  Q.Kt.  to  Q.B.  third.  9.  Q.  to  KKt,  seventL+ 

10.  K  to  K.  third.  10.  KB.  to  KR.  third.+ 

1 1.  K  you  play  K.  to  Q.  fourth,  he  will  play  Q.  P.  one  square, 

winning  a  piece,  for  if  you  take  K.B.P.  with  K.Et, 
he  will  checkmate  you  in  three  moves  ;  therefore, 
K.  to  Q.  third.  11.  He  may  play  either  Q.P< 

one  square,  and  if  you  take  K.B.P.  with  K.Kt.,  be 
will  play  Q.  Kt.  to  Q.  B.  third,  and  win,  or  he  may  it 
once  play  Q<Kt.  to  Q.B.  third;  the  former  mode  of 
play  is  given  in  Ghulam  Kassim's  work.  I  shall  sup- 
pose him  to  play 

Q.Kt.  to  Q.B.  third.     , 

In  the  first  place, 

12.  KKt,  takes  K.B.P.         12.  Q.Kt.  to  its  fifth.+ 

13.  K.  to  Q.  fourth.  13.  Q.  to  K.B.  seventh.+ 

14.  K.  to  K.  fifth.  14.  Q.  to  Q.B.  fourth,+ 

15.  If  you   interpose   Q.Kt.,   he  will  take  K.Kt.     If  yon 

interpose  K.  B.,  he  takes  it  with  Q.  Kt. ;  therefore, 
K.  takes  Kt.  15.  Q.  to  K.  second.* 

16.  K.  to  K.B.  fifth.  16.  Q.P.  two  sqs.,  checkmate. 

In  the  second  place, 

12.  K.B.  takes  K.B.P.+  12.  K.  to  K.  second. 

13.  Kt.  takes  Q.Kt.+  13.  Q.P.  takes  Kt. 

14.  KB.  to  Q.Kt.  third.  14.  Q.Kt  P.  two  squares. 

15.  Q.Kt.  to  its  square.  15.  KR.  checks. 

16.  K  to  Q.B.  third.  16.  Kt  takes  KP.+ 

17.  K  to  Q.Kt  fourth.  17.  Wins  in  three  moves. 

In  tfie  third  place, 

12.  KKt  takes  Kt  12.  Q.P.  takes  Kt 

13.  If  you  play  KR.  to  K.Kt  square,  he  will  play  Q.  to 

K  B.  seventh.     But  if 
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No.  I. 

Q.  to  K.Kt  square.  13.  Q.Kt.P.  two  squares. 

14.  K.B.  to  Q.Kt.  third.         14.  Q.KtP.  one  square. 

15.  You  must  lose  Q.  Kt.,  for  if  you  remove  it,  he  will  check- 

mate in  three  moves. 

No.n. 

13.  Q.  to  KB.  square.  13.  Q.Kt.P.  two  squares. 

14.  KB.  to  Q.Kt.  third.  14.  Q.Kt.P.  one  square. 

15.  Kt.  to  Q.R.  fourth.  (A.)  15.  Q.B.  checks. 

16.  Q.B.P.  two  squares.  16.  P.  takes  P.  en  passant^ 

17.  KB.  to  Q.B.  fourth.  17.  Q.B.  takes  B.+ 

18.  K  takes  Q.B.  18.  P.  takes  Q.P. 

19.  Q.B.  takes  P.  19.  Q.  takes  Q.B.,  and  wins 


easily. 


(A.) 


15.  Q.Et.  to  its  square.  15.  Q.B.  checks. 

16.  Q.B.P.  two  squares.  16.  P.  takes  P.  en  passant"^ 

17.  KB.  to  Q.B.  fourth.  17.  Q.  takes  Q."^ 

18.  KR.  takes  Q.  18.  P.  takes  Q.P. 

19.  Q.B.  takes  P.  19.  Q.R.  checks. 

20.  K  to  Q.B.  second.  20.  Q.B.  takes  KB. 

21.  Q.B.  takes  KB.  21.  Q.B.  takes  R. 

22.  B.  to  K  Kt.  seventh.  22.  K  to  K  second,  and  wins 

easily. 

No.  in. 

13.  Q.R.P.  two  squares.         13.  K.  castles. 

14.  If  you  play  K.  to  Q.  fourth,  he  will  check  with  Q.,  and 

win  easily.     K  you  remove   Q.Kt.,   he   checks  with 
KR,  and  afterwards  takes  KP.,  &c.     K  you  play 
KB.  toQ.R.  second.        14.  KR.  checks. 

15.  K  to  Q.B.  fourth.  15.  Q.B.  checks. 

16.  K  to  Q.Et  fourth.  16.  Wins  in  three  moves. 
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third  defence. 

1.  K.P.  two  squares.  1.  K.P.  two  squares, 

2.  K.B.P.  two  squares.  2.  X.P.  takes  P. 

3.  K.  Kt.  to  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  X.  Kt.  P.  one  square. 

5.  K.Kt.  to  K.  fifth.  5.  Q.  cJiechs. 

6.  K.  to  KB.  square.  6.  Oambit  P.  one  square. 

7.  KKtP.  one  square.  7.  Q.  checks. 

8.  K.  to  K.  B.  second.  8.  K.  Kt.  to  K.  B.  third. 

9.  K.  to  K.  third.  9.  K.B.  to  K.R.  third.+ 

In  tJie  first  place^ 

10.  K.  to  Q.  third.  10.  Q.P.  one  sqnare. 

11.  Kt.  takes  K.B.P.  11.  Q.P.  one  square. 

12.  K.B.  takes  Q.P.  12.  Kt.  takes  KB. 

13.  If  you  take  K.R.,  he  will  play  Q.  to  K.R.  fourth,  and 

you  cannot  take  K.  Kt.  without  losing ;  therefore, 

K.Kt.  takes  K.B.  13.  K.Kt.  to  Q.Kt  fifUL+ 

14.  K.  to  Q.B.  fourth.  14.  Q.  takes  Kt. 

15.  K.  takes  Kt.  15.  Q.Kt.  to  R.  third.+ 

16.  K.  to  Q.B.  third.  16.  Q.  to  Q.B.  third.+ 

17.  K.  to  Q.  tliird.  17.  Q.Kt.  to  its  fifth.+ 

18.  K.  to  K.  third.  18.  Kt.  takes  Q.B.P.,  checks, 

and  afterwards  takes  Q.  R.,  and  wins. 

In  the  second  pkice, 

10.  K.  to  Q.  fourth.  10.  Q.P.  one  square. 

11.  If  you  play  K.Kt.  to  Q.  third,  he  will  check  with  Q.Kt, 

and  afterwards  take  K.  P.,  having  very  much  the  best  of 
the  game ;  therefore, 
K.Kt.  takes  K.B.P.         11.  Q.Kt. P.  two  squares. 

12.  If  you  take  K.B.,  or  play  K.B.  to  Q.Kt.  third,  you  will 

lose  a  piece  ;  therefore, 
K.Kt.  takes  K.R.  (A.)      12.  Q.Kt.  checks. 

13.  If  you  play  K.  to  Q.B.  third,  he  will  checkmate  you  in 

three  moves  ;  therefore, 
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K  to  Q.  third.  13.  P.  takes  K.B  + 

14.  K.  takes  P.  14.  Q.R.  to  Q.Kt.  square,  win- 

ning the  Queen  at  the  least. 

(A.) 

12.  KB.  to  Q.  fifth.  12.  K.Kt.  takes  B. 

FIRST   DEFENCE. 

13.  Kt  takes  KB.  13.  Q.B.P.  checks. 

14.  If  you  take  Kt,  he  will  checkmate  you  in  two  moves ; 

therefore, 
K  to  Q.  third.  14.  Kt.  to  Q.Kt.  fifth.+ 

15.  K  removes.  15.  Q.  takes  Kt,  and  wins. 

SECOND   DEFENCE. 

13.  Kt.  takes  KR.  13.  Q.Kt.  to  B.  third.+ 

14.  K  takes  Kt.  14.  Wins  in  three  moves. 

THIRD   DEFENCE. 

13.  p.  takes  Kt.  13.  K  takes  Kt. 

14.  K  to  Q.B.  third.  14.  Q.   to   KR,   fourth,   and 

having  gained  a  piece  ought  to  win. 


TWENTY-NINTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.B.P.  two  squares.  2.  K.P.  takes  P. 

3.  K.Kt.  to  B.  third.  3.  K.Kt  P.  two  squares. 

4.  K.B.  to  Q^B.  fourth.  4.  K.Kt. P.  one  square. 

5.  K.Kt.  to  K. fifth.  5.  Q.  checks. 

6.  K  to  K.B.  square.  6.  Gambit  P.  one  square. 

7.  KKtP.  takes  P.  7.  KKt  to  KB.  third. 
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first  defence. 

8.  K.B.  takes  K.B.P+  8.  K.  to  K  second. 

9.  If  you  play  K.  B.  to  Q.  Kt.  third,  in  order  afterwards  to 

play  K.Kt.  to  Q.B.  fourth,  he  would  take  P.  with  P., 
winning  easily ;  therefore, 
KB.  to  Q.B.  fourth.         9.  Q.P.  one  square. 

In  the  first  place, 

10.  K.Kt.  to  E.B.  seventh.  10.  P.  takes  P.,  and  wins,  for 
if  you  take  K.  R.,  he  will  give  checkmate  in  two  moves. 
If  you  play  Q.  to  K.  square,  he  wins  in  three  moves. 
If  you  play  K.  R.  P.  one  square,  you  lose  in  six  moves. 
Finally,  if  you  take  P.  with  Q.,  you  will  lose  the  Queen 
at  the  least. 

In  the  second  place, 

10.  Kt.  takes  K.Kt. P.  10.  Kt.  takes  Kt. 

11.  P.  takes  Kt.  11.  K.B.  to  K.Kt.  second. 

12.  If  you  play  K.B.  to  K.  second,  you  will  be  checkmated 

in  four  moves.     If  you  play  K.  to  Kt.  second,  he  will 
take  P.  with  Q.  B.     If  you  move  Q.,  or  K.  R.,  he  wins 
easily  by  playing  R.  to  K.  B.  square.     But  suppose 
K.R.P.  one  square.  12.  K.  R.  checks. 

13.  K.  to  K.  second.  13.  Wins  in  three  moves. 

In  tJie  third  place, 

10.  K.Kt.  to  Q.  third.  10.  P.  takes  P. 

11.  Q.  takes  P.  (A.)  11.  Q.  P.  one  square. 

12.  K.B.  takes  P.  12.  Kt.  takes  B. 

13.  P.  takes  Kt.  13.  Q.B.  checks. 

14.  K.  to  Kt.  square.  14.  K.R.  checks,  and  wins. 

(A.) 

11.  K.Kt.  to  B.  second.  11.  Q.B.  checks. 

12.  If  you  play  K.  to  K.  square,  he  ought  to  play  (^B.  to 

K.  Kt.  seventh,  and  then  K.  Kt.  to  its  fifth.     But  if 
Kt.  takes  B.  12.  Q.  takes  Kt.+ 

13.  K.  to  K.  square.  13.  Kt.  takes  K.P.,  and  wins. 
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SECOND   DEFENCE. 

8.  Kt.  takes  K.B.P.  8.  Q.P.  two  squares. 

9.  If  you  take  Q.P.  with  K.B.,  he  will  take  your  Pawn 

with  his.     But  if 

KKt.  takes  R.  9.  K.Kt.P.  takes  P. 

10.  Q.  takes  P.  10.  Q.B.  checks. 

11.  K.  to  Kt.  square.  11.  K.B.  checks. 

12.  Q.P.  two  squares.  12.  K.B.  takes  P.+ 

13.  Q.B.  to  K.  third.  13.  Q.  to  K.  eighth,  and  wins. 

THIRD   DEFENCE. 

8.  K.Kt  takes  K.KtP.         8.  Kt.  takes  Kt. 

9.  P.  takes  Kt.  9.  Q.P.  two  squares. 

In  the  first  place^ 

10.  KB.  takes  P.  10.  Q.B.  takes  P. 

11.  Q.  to  K.  square.  11.  Q.  to  K.R.  sixth.+ 

12.  K.  to  B.  second.  12.  K.B.  checks. 

13.  Q.P.  two  squares.  13.  K.B.  takes  P.+ 

14.  Q.B.  to  K.  third.  14.  Checkmates  in  four  moves. 

In  the  second  pla^e, 

10.  P.  takes  Q.P.  10.  Q.  to  K.R.  sixth.+ 

11.  If  you  play  K.  to  K.  square,  he  will  take  P.  with  Q.B., 

winning  the  Queen  at  the  least.     If  you  play  K.  to  Kt. 
square,  he  wins  easily  by  playing  K.  R.  to  Kt.  square  ; 
therefore, 
K.  to  B.  second.  11.  K.B.  to  K.  second. 

12.  If  you  play  K.  Kt  P.  you  lose  K.  B.     K  you  play  Q.  to 

K.  square,  or  to  K.  second,  he  will  play  K.  to  Q. 
square,  in  order  to  check  with  K.  B.  If  you  play  Q.  to 
K.  B.  square,  he  checks  with  K.  B.  at  K.  R.  fifth  ;  and 
on  your  playing  K.  to  Kt.  square,  he  takes  K.Kt.P. 
with  Q.,  winning  your  Q.  at  the  least ;  therefore, 
Q  to  KB.  third.  (B.)        12.  K.B.  to  Q.B.  fourth.+ 

13.  Q.P.  two  squares.  13.  K.B.  takes  P.+ 

14.  Q.B.  to  K  third.  J  4.  Q.  takes  Q.+ 
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15.  K.  takes  Q.  15.  B.  takes  Q.Kt.P. 

16.  Q.Kt  to  Q.  second.  16.  B.  takes  Q.R. 

17.  K.R.  takes  B.  17.  K.RP.  two  sqrs.,  having 

the  best  of  the  game. 

(B.) 

12.  KB.  to  K.  second.  12.  K.B.  toK.R.  fiftti.+ 

13.  K.  to  Kt  square.  13.  Q.B.  takes  P. 

14.  B.  takes  B.,  or  ) 

n   4.^  ir  -D  f     14.  K.R.  to  Kt.  sq..  and  wins, 

i^.  to  K.  B.  square.     J  ^  * 

In  the  third  place, 

10.  KB.  to  K.  second.  ]0.  KR.  to  KKt  square. 

11.  K.R.toK.Kt.sq.(C.)(D.)  11.  Q.  to  KR.  8ixth.+ 

12.  KR.  to  KKt.  second.  12.  KR.P.  two  squares. 

13.  Q.P.  two  squares.  (E.)  13.  Q.B.  takes  P. 

14.  KB.  takes  B.  14.  KR.  takes  B. 

15.  Q.  to  K  second.  15.  Q.P.  takes  P. 

16.  K  to  KKt.  square.  16.  B.  to  KKt  second. 

17.  Q.B.P.  one  square.  17.  Q.Kt  to  Q.B.  third. 

18.  KR.  takes  R.  18.  P.  takes  KR. 

19.  Q.  takes  KP.+  19.  K  to  KB.  square. 

20.  Q.  to  K.  Kt.  second.  20.  Q.  to  Q.  sixth. 

21.  Q.  to  KB.  square.  21.  Q.  to  KKt.  third. 

22.  Q.B.  to  K  third.  (F.)  22.  Q.R.  to  K  square. 

23.  Q.B.  to  KB.  second.  23.  KKt. P.  one  square. 

24.  K.R.P.  takes  P.  24.  Q.Kt.  takes  Q.P. 

25.  If  you  take  Kt.  with  B.,  he  will  retake  with  KB.,  check- 

ing, and  on  your  taking  B.  with  Q.B.P.,  he  will  take 
P.  with  Q.,  checking,  and  then  play  R.  to  K.  fourth ; 
therefore, 
P.  takes  Q.Kt.  25.  KB.  takes  P. 

26.  If  you  take  B.  with  B.,  he  will  take  P.  with  Q.,  check- 

ing, and  afterwards  play  K.R.  to  K.  eighth,  winning 
easily ;  therefore, 

K  to  R.  second.  26.  Q.  to  KR.  fourth.^ 

27.  K  to  Kt.  square.  27.  Q.  to  KB.  sixth. 

28.  Kt.  to  Q.B.  third.  28.  Q.  takes  KKt.P.+ 
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29.  Q.  interposes. 

30.  K  to  KB.  square. 

31.  K  takes  Q. 

32.  Kt.  to  Q.Kt  fifth. 

will  win. 


29.  B.  takes  B.+ 

30.  Q.  takes  Q.+. 

31.  B.  to  Q.  fifth. 

32.  B.    to    Q.Kt.    third, 


and 


(C.) 


1.  K.  p.  two  squares. 

2.  K.B,  jP.  two  squares, 

3.  K.  Kt,  to  K.  B.  third. 

4.  K.B.  to  Q.B,  fourth. 

5.  K.Kt.  to  K.  fifth. 

6.  K.  to  K.  B,  square. 

7.  K.  Kt.  P.  takes  P. 

8.  K  Kt.  takes  K.  Kt.  P. 

9.  P.  takes  Kt. 

10.  K.  B.  to  K.  second. 

11.  K.  R.  P.  one  square.  (D.) 

12.  K.  to  K.  square. 

13.  Q.P.  one  square. 

14.  K.  to  Q.  second. 

15.  K.  to  Q.B.  third. 

easily. 


1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 

4.  K,  Kt.  P.  one  square. 

5.  Q.  checks. 

6.  P.  to  K.  B.  sixth. 

7.  K.  Kt.  to  K.  B.  third. 

8.  Kt.  takes  Kt. 

9.  Q.  P.  two  squnres. 

10.  K.R.  to  K.Kt.  square. 

11.  Q.  to  K.B.  third.+ 

12.  K.B.  to  Q.  third. 

13.  K.B.  to  K.Kt.  sixth.+ 

14.  Q.  to  K.R.  third.+ 

15.  Q.P.    checks,     and    wins 


(D.) 

11.  Q.P.  one  square.  11.  K.R.  takes  K.Kt. P. 

12.  KB.  takes  R.  12.  Q.B.  takes  B. 

13.  If  you  play  Q.  to  K.  square,  he  will  check  with  Q.  at 

K.  R.  sixth,  and  on  your  playing,  as  your  best  move, 
K.  to  K.  B.  second,  he  checks  with  Q.  at  K.  B.  sixth, 
and  afterwards  with  K.  B. ;  therefore, 
Q.  to  Q.  second.  13.  Q.  to  K.R.  sixth.+ 

14.  If  you  interpose  you  will  lose  Q.     If  you  play  K.  to  Kt. 

square,  he  will  check  with  K.  B.  ;  therefore, 
K  to  K  square.  14.  K.B.  to  K  second. 

15.  If  you  play  Q.  to  K.  third,  he  will  play  Q.  to  K.Kt. 

seventh.     But  if 
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K.R.  to  K.Kt.  square. 

16.  K.R.  interposes. 

17.  P.  takes  KB. 

18.  K.  to  K.B.  second. 

19.  If  you  play  K.  to  KB. 

three  moves ;  therefore, 
K  to  K.  third. 

20.  K  to  Q.  fourth. 

easily. 

(E. 

1.  K,P.   two  squares. 

2.  K,  B,  P.  two  squares, 

3.  K.Kt,  to  KB.  third, 

4.  K.B,  to  Q.B.  fourth. 

5.  KKt,  to  K.  fifth, 

6.  K  to  KB,  square. 

7.  KKUP,  takes  P. 

8.  K  Kt.  takes  K.  Kt.  P, 

9.  P,  takes  Kt, 

10.  KB,  to  K  second. 

11.  KM,  to  K Kt.  square, 

12.  K  M.  to  K  Kt,  second, 

13.  Q.  to  K  square. 

14.  KB.  takes  B. 

15.  KP.  takes  P.+ 

16.  Q.  to  K.  second. 

17.  K.  to  KKt.  square. 

18.  KR.  takes  R. 


16.  KB.  checks. 

16.  KB.  takes  R.+ 

17.  Q.  to  KR.  eightL+ 

18.  Q^  to  KR.  8eventL+ 
square,  he  will  checkmate  in 

19.  Q.  takes  P.+ 

20.  Q.Kt.   checks,    and  wins 

) 

1.  KP,  two  squares, 

2.  K  P,  takes  P. 

3.  K.  Kt,  P,  two  squares. 

4.  K  Kt,  P.  one  square, 

5.  Q,  checks, 

6.  P,  to  K  B,  sixth, 

7.  KKt,  to  KB.  third. 

8.  Kt,  takes  Kt. 

9.  Q,  P,  two  squares. 

10.  K  R,  to  K  Kt.  square. 

11.  Q.  to  K  R,  sixth,^ 

12.  K.  R,  P,  two  squares, 

13.  Q.B.  takes  P. 

14.  KR.  takes  B. 

16.  KB.  to  K  second. 

16.  Q.Kt.  to  Q.  second. 

17.  K  castles. 

18.  P.  takes  KR. 


In  the  first  place^ 

19.  Q.P.  two  squares.  19.  KB.  to  Q.  third. 

20.  Q.Kt.  to  Q.  second.  20.  R.  to  KR.  square. 

21.  Kt.  to  KB.  square.  21.  KKt. P.  one  square. 

No.  I. 

22.  Q.  to  KKt.  second.         22.  P.  takes  K.R.P.+ 


23.  K  to  KR.  square. 

24.  K  takes  Q. 


23.  Q.  takes  Q.+ 

24.  P.  becomes  Q.,  and  wins. 
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No.  U. 


22.  p.  takes  P. 

23.  K  to  KB.  second. 

24.  K  takes  B. 

25.  K  to  KB.  fourth. 

26.  K  to  KB.  third. 

and  wins  the  Queen. 


22.  Q.  to  KR.  eighth.+ 

23.  KB.  takes  P.+ 

24.  R.  to  KKt.  square.^ 

25.  Q.  to  KR.  fifth.+ 

26.  Q.  to  K  R.  fourth,  checks, 


No.  m. 


22.  Q.B.  to  KKt.  fifth. 

23.  Q.  takes  P. 

24.  K  takes  Q. 

wins  Q.B. 


22.  E.KtP.  one  square. 

23.  Q.  takes  Q.+ 

24.  R.  to  K.Kt.  square,   and 


In  the  second  place. 


19.  Q.  takes  KB. 

20.  P.  takes  P. 

21.  K  to  KB.  square. 

22.  K  to  K  square. 

ning  the  Queen. 


19.  KKt. P.  one  square. 

20.  Q.  takes  P.+ 

21.  Q.  to  KB.  sixth.+ 

22.  Kt   to   KB.   third,  win- 


(F.) 


22.  Q.B.  to  Q.  second. 

23.  Kt.  to  Q.R.  third. 

24.  P.  takes  Kt. 

25.  K  to  KR.  square. 

26.  Q.  to  KKt.  second. 

27.  K  takes  Q. 

and  will  win. 


22.  R.  to  K.  square. 

23.  Kt.  takes  Q.P. 

24.  KB.  takes  P.+ 

25.  Q.  to  K.  fifth.+ 

26.  Q.  takes  Q.+ 

27.  R.  to  K.  seventh,  checks, 


This  Third  Defence  is  chiefly  taken  from  Ghulam  Elassim's 
^ork. 


FOURTH   DEFENCE. 


WiiiU. 

1.  JST.-P.  two  squares. 

2.  K.  B,  P.  two  squares. 


Vlacft. 


1.  K.P.  two  squares. 

2.  K.  P.  tahes  P. 
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3.  K,  Kt  to  B,  third.  3.  K,  Ku  P.  two  squares, 

4.  K.B.to  Q,B.  fourth,        4.  K,Kt,P.  one  square, 

5.  K,Kt.  to  K,  fifth,  5.  Q.  cliecks. 

6.  K,  to  B,  square,  6.  P.  to  K.  B.  sixth. 

7.  P,  takes  P.  7.  K.Kt.  to  B.  third. 

8.  Q.  to  K.  square.  8.  Q.  to  KR.  8irth.+ 

9.  If  you  move  K.  to  Kt.  square,  he  will  win  K.Kt  by 

checking  with  K.  B.     K  you  play  K.  to  B.  second,  he 
will  also  check  with  K.  B.,  and  on  your  playing  K.  to 
K.  second,  he  will  play  Q.P.  one  square,  winning  KEt 
at  the  least ;  therefore, 
K.  to  K.  second.  9.  Q.P.  one  square. 

10.  Kt.  takes  K.Kt. P.  10.  K.Kt.  takes  Kt. 

11.  P.  takes  K.Kt.  11.  Q.B.  takes  P.+ 

12.  K.  to  B.  second.  12.  K.B.  to  K.  second. 

13.  If  you  play  K.  to  Kt.  square,  he  will  move  Q.B.  to  KB. 

sixth,  &c.     But  if 
Q.  to  K.  third.  13.  K.B.  checks. 

14.  K.  to  Kt.  square.  14.  ,Q.B.  to  K.B.  sixth,  and 

wins  easily. 

FIFTH    DEFENCE. 

8.  Q.  to  K.  second.  8.  Q.P.  one  square. 

9.  K.Kt.  takes  K.Kt. P.         9.  K.Kt.  takes  Kt 

10.  P.  takes  K.Kt.  10.  Q.B.  takes  P. 

1 1.  If  you  play  Q.  to  K.  third,  he  will  check  with  Q.B.,  and 

then  move  K.B.  to  K.R.  third,    or   K.R.  to  K.Kt 
square.     But  if 
Q.  to  K.  B.  second.  11.  Q.  B.  to  K.  R.  sixth."*" 

12.  K.  to  K.  square.  12.  Q.  takes  P.+ 

13.  Q.  to  K.  second.  13.  Q.  takes  Q. 

14.  K.  takes  Q.  14.  Q.Kt.  to  Q.B.  third,  hav- 

ing a  Pawn  more,  and  a  good  position. 

SIXTH    DEFENCE. 

8.  K.R.P.  one  square.  8.  P.  takes  KR.P. 

9.  If  you  take  P.  with  K.B.,  checking,  he  will  play  K.*^ 
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K.  second  ;  and  on  the  removal  of  your  Bishop,  he  will 
play  Q.  to  K.  Kt.  sixth.     But  suppose  jou  play 

In  the  first  place, 

KKt  to  its  fourth.  9.  Et.  takes  Et. 

10.  P.  takes  Kt  10.  Q.  to  E.Kt.  sixth. 

11.  If  you  play  E.R.  to  K.Et.  square,  he  will  check  with  Q. 

at  K.  B.  fifth,  and  if  you  play  E.  to  E.  second,  he  will 
play  Q.  P.  two  squares ;  but  if  you  play  E.  to  E.  square, 
he  may  play  E.  B.  to  E.  second,  having  every  way  the 
best  of  the  game. 

In  the  second  place, 

9.  Q.P.  two  squares.  9.  Q.P.  one  square. 

10.  E.Et.  to  Q.  third.  10.  Et.  to  E.R.  fourth. 

11.  Q.  to  E.  square.  11.  E.Et.  checks. 

12.  E.  to  Et.  square.  12.  R.  to  E.Et.  square. 

13.  E.  to  R.  second  square.  13.  Et  to  E.  seventh,  and  wins. 

In  tJie  third  place, 

9,  Q.  to  E.  square.  9.  Q.  to  E.Et  fourth. 

10.  E.Et  to  its  fourth.  10.  Et  takes  Et 

11.  P.  takes  Et  11.  Q.. takes  P. 

12.  K  you  play  E.R.  to  E.Et  square,  he  will  check  with  Q. 

at  E.  B.  sixth,  then  exchange  Queens,  and  afterwards 
play  E.B.  to  Q.B.  fourth.  If  you  play  R.  to  E.R. 
second,  he  will  play  E.  R.  to  Et.  square  ;  and  on  your 
playing  E.  R.  to  B.  second,  he  will  advance  P.  to  E.  R. 
seventh.  But  suppose 
Q.  to  E.  second.  12.  E.R. P.  two  squares. 

13.  Q.Et  to  Q.B.  third.        13.  E.R.  to  Et  square. 

14.  Q.  takes  Q.  (A.)  14.  P.  takes  Q. 

15.  Et  to  Q.  fifth.  15.  E.  to  Q.  square. 

16.  Q.P.  two  squares.  16.  Q.B.P.  one  square. 

17.  Et  to  E.B.  sixth.  17.  E.R.  to  Et  third. 

18.  E.P.  one  square.  18.  Q.P.  two  squares. 

19.  E.B.  to  Q.  third.  19.  E.  Et  P.  one  sq.,  and  wins. 
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(A.) 

14.  K.  to  K.  square.  14.  K.B.  to  K.  second. 

15.  If  you  play  E.R.  to  K.B.  square,  he  will  check  with 

Q.  at  K.R.  fifth,  and  on  your  playing  Q.  to  E.B. 
second,  as  the  best  move,  he  will  play  K.R.  to  Kt 
seventh,  having  a  very  fine  game.     But  if 
Q.Kt.  to  Q.  fifth.  15.  Q.  to  K.R.  fifth.+ 

16.  If  you  play  K.  to  B.  square,  he  wins  by  playing  Q.  to 

K.  Kt.  sixth.     If  you  interpose  Q.,  he  will  take  KP. ; 
therefore, 


E.  to  Q  square. 

17.  Kt.  to  Q.B.  seventh.^ 

18.  Kt.  takes  Q.R. 

19.  Q.  to  K.  square. 

20.  Q.  takes  Q. 

21.  Q.P.  two  squares. 

22.  K.  to  Q.  second. 

23.  K.  to  Q.B.  third. 

24.  B.  to  K.  third. 

wins. 


16.  Q.B.P.  one  square. 

17.  K.  to  Q.  square. 

18.  Q.P.  two  squares. 

19.  Q.P.  takes  B. 

20.  B.  takes  Q. 

21.  Q.B.  checks. 

22.  K.B.  to  K.Kt.  sixtL 

23.  P.  to  K.R.  seventh. 

24.  Q.B.  to  KB.  sixth,  and 


In  the  fourth  place, 

9.  K.Kt.  takes  K.B. P.  9.  Q.P.  two  squares. 

10.  K  you  take  K.R.,  he  will  take  K.B.,  secure  of  gaining 

K.  Kt.,  besides  having  a  strong  attack.     But  if 
K.B.  takes  P.  10.  Kt.  takes  K.B. 

11.  Kt.  takes  K.R.  11.  Q.  to  K.Kt.  sixth. 

12.  If  you  play  Q.  to  K.  second,  he  will  move  Kt,  to  K.B. 

fifth,  and  on  your  playing  Q.  to  K.  B.  second,  he  will 
check  with  Q.  at  K.  Kt.  seventh,  winning  K.  R.  and  the 
game  ;  therefore. 


R.  to  K.Kt.  square. 

13.  R.  takes  Q. 

14.  R.  to  K.Kt.  square. 

15.  K.  to  K.  second. 

16.  K.  to  Q.  third. 

17.  K.  to  K.  third. 


12.  P.  to  K.R.  seventh. 

13.  P.  becomes  Q.+ 

14.  Q.B.  checks. 

15.  Q.  to  K.R.  seventh.^ 

16.  Kt.  to  K.B.  fifth.-^ 

17.  He  may  check  with  K.B^ 
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and,  on  your  interposing  Q.  P.,  take  it,  winning  K.  R. ; 
or  he  may  play 

Q.Kt.  to  B.  third. 

18.  Q.B.P.  one  square.  18.  K.  B.  checks. 

19.  Q.P.  two  squares.  19.  E.  castles. 

20.  Kt  to  K.  B.  seventh.        20.  R.  takes  Q.  P.,  and  wins. 


SALVIO    GAMBIT. 


This  peculiar  Gambit  was  first  published  in  Salvio's 
valuable  Treatise  on  Chess  in  1604.  Salvio  was  not  the 
inventor  of  it,  as  he  states  that  he  first  saw  it  noticed  in  a 
Portuguese  work.  I  know  not  the  work  to  which  he 
refers. 

This  Gambit  varies  from  the  common  King's  Gambit 
on  the  sixth  move  of  the  second  player,  where,  instead  of 
moving  the  Gambit  Pawn  one  square,  or  playing  E.Et 
to  K.B.  third,  to  defend  K.B.P.,  which  are  the  usual 
moves,  he  plays  K.  Kt  to  K.  B.  third  square,  leaving  the 
K.B.P.  undefended. 

The  move  is  ingenious,  and  may  be  played  with  advan- 
tage when  the  player  receives  the  odds  of  a  piece. 


FffiST  GAME. 

QSatttf.  ISIoclL 

1.  K.P,  two  squares.  1.  K,P.  two  squares. 

2.  K.B.P.  two  squares.  2.  K.P.  takes  P. 

3.  K.Kt.  to  K.B.  third.  3.  K.Kt.P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.Kt.P.  one  square. 

5.  K.Kt.  to  K.  fifth.  5.  Q.  checks. 

6.  K.  to  K  B.  square.  6.  K.  Kt.  to  K.  B.  third. 

7.  If  you  take  KB. P.  with  K.Kt.,  he  will  play  Q.P.two 

squares,  winning  two  pieces  for  a  Rook.  The  best  move 
is  to  play  Q.  to  K.  square.     But  suppose  you  play 
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K.B.  takes  K.B.P+  7.  K  to  K  second;  as  he 

may  play  K.  to  Q.  square,  there  will  be  a  Variation  on 
this  move. 

8.  K.B.  to  Q.Et.  third.  8.  Q.P.  one  square. 

9.  K.Kt  to  Q.  third.  9.  K.Kt  to  K.R.  fourth. 

10.  Q.  to  E.  square.  10.  K.Kt.P.  one  square. 

11.  K  to  KKt  square.         11.  KB.  to  KKt.  second. 

12.  Q.B.P.  one  square.  12.  Q.  to  E.Kt  fourth. 

Black  has  a  better  position  than  the  White. 

VARIATION, 

BEQINNINO   AT  THE   SEVENTH   MOVB  OP  THE   BLACK. 

7.  E.  to  Q.  square  ;  this  is 
not  so  good  a  more  as  E.  to  E.  second,  because  it  does 
not  compel  the  adrersary  to  move  E.B.,  but,  like 
many  other  bad  moves,  it  ceases  to  be  so  if  not  pro- 
perly taken  advantage  of. 

FIRST   METHOD. 

8.  You   ought  not  to  remove  E.B.,  but  should  play  as 

below.    But  suppose 
E.B.  to  Q.Et.  third.  8.  E.Et.  to  E.R.  fourth. 

9.  If  you  take  E.Et.P.  with  Q.,  or  with  E.Et.,  he  will  win 

by  checking  with  E.  Et,  ho,  ;  therefore, 
E.  Et.  to  E.  B.  seventh.'*'     9.  E.  to  E.  square. 

10.  E.Et.  takes  E.R.  (A.)     10.  E.Et.  to  its  sixth.+ 

11.  E.  to  E.Et.  square.         11.  E.B.  checks. 

12.  Q.P.  two  squares.  12.  E.B.  takes  Q.P.+ 

13.  Q.  takes  B.  13.  Et.  checks  E.  and  Q. 

(A.) 

10.  Q.P.  two  squares.  10.  KEt.  to  its  sixth.*** 

FIRST   DEFENCE. 

11.  E.R.P.  takes  Et.  11.  Q.  takes  E.R.+ 

12.  E.  to  E.  second.  12.  Q.  takes  P.^ 

z2 
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13.  K  you  play  K.  to  Q.  third,  he  will  take  KKtP.,  and  if 

you  then  move  K.  to  Q.  B.  fourth,  he  will  take  Et  with 
K.  ;  therefore, 

K  to  K.  square.  13.  Q.  to  KKt  eighth.-*- 

14.  K.  to  EL  second.  14.  P.  checks. 

15.  K  to  Q.  second.  15.  Q.  takes  Q.P.+ 

16.  K.  to  EL  square.  16.  P.  checks. 

17.  K.  to  K.  second.  17.  Q.  takes  KP.+ 

18.  If  you  take  P.,  he  will  check  with  K.B.,  and  win  easfly; 

therefore, 
K.  to  K.B.  square.  18.  Q.  to  K.R.  eighth.^ 

19.  K  to  K.  second.  19.  Q.  to  KB.  sixth,  checks, 

and  wins. 

SECOND   DEFENCE. 

11.  K  to  K.Kt.  square.         11.  Kt.  takes  KB. 

12.  K  takes  Kt.  12.  KKt.P.  one  square. 

In  the  first  plcLce, 

13.  KR.P.  one  square.  13.  Q.P.  two  squares. 

14.  If  you  take  Q.P.,  he  will  win  easily  by  taking  KB. P. 

with  Q.B.     But  if 

Q.  to  KB.  third.  14.  Q.B.  takes  KR.P. 

15.  P.  takes  Q.B.  15.  Q.  takes  P.+ 

16.  K  to  Kt.  square.  16.  Q.  to  KR.  seventh.'^ 

17.  K  to  K.B.  square.  17.  KR.  to  KKt  square. 

18.  Q.  to  KKt.  second.  18.  P.  to  KB.  sixth,  and  wins' 

In  the  second  place^ 

13.  Q.  to  KKt.  square.  13.  K.B.  to  KKt  second. 

14.  Q.B.P.  one  square.  14.  KR.  to  K.B.  square. 

15.  KKt.  to  K  fifth.  15.  KB.  takes  Kt. 

16.  Q.P.  takes  B.  16.  Q.Kt  to  Q.B.  third, 

has  the  best  of  the  game. 

SECOND   METHOD. 

8.  KB.  to  Q.B.  fourth.         8.  K.Kt.  to  KR.  fourth. 

9.  KKt.  to  KB.  seventh.+     9.  K  to  K  square. 
10.  Kt.  takes  KR.  10.  K.Kt  to  its  8ixth.+ 
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In  the  first  place, 

11.  KR.P.  takes  Kt.  11.  Q.  takes  K.R.+ 

12.  K.  to  E.  second.  12.  P.  checks. 

13.  P.  takes  P.  13.  P.  takes  P.+ 

14.  Mast  lose  the  Queen. 

In  tJie  second  place, 

11.  K.  to  K.Kt  square.  11.  K.B.  to  E.Kt.  second. 

12.  Q.P.  two  squares.  12.  Kt.  takes  K.R. 

13.  E.  takes  Et.  13.  E.Et.P.  one  square. 

14.  E.R.P.  one  square.  14.  Q.P.   one   square;   if  he 

were  to  play  this  Pawn  two  squares,  you  might  take  it 
with  E.B.,  and  if  he  then  took  K.R.P.  with  Q.B.  you 
check  with  E.  B.  at  its  seventh,  and  afterwards  play  Q. 
to  E.  R.  fifth,  &c. 

15.  If  you  play  K.Et.  to  E.B.  seventh,  he  will  take  E.R.P. 

with  Q.  B.,  and  win.     You  should  play 
BLB.  to  its  seventh."*"        15.  E.  to  E.B.  square. 

16.  Q.  to  E.R.  fifth.  16.  Q.  takes  Q. 

17.  E.B.  takes  Q.  17.  E.B.  takes  Et 

18.  Q.B.P.  one  square,  and  will  afterwards  win  the  Gambit 

Pawn,  and  have  the  best  of  the  game. 

THIRD   METHOD. 

8.  Q.P.  two  squares. 

In  the  first  pUice, 

8.  E.Et.  takes  E.P. 

9.  Q.  to  E.  square  ;  it  would  be  bad  play  to  move  Q.  to  E. 

second.     See  Variation  (A.) 

9.  If  he  check  with  Et.  at  its 
sixth,  you  should  play  E.  to  E.Et.  square  ;  but  if 

Q.  takes  Q. 

10.  E.  takes  Q.  10.  Q.P.  one  square. 

11.  E.Et.  to  Q.  third.  11.  E.B.  to  E.Et.  second. 

12.  Q.B.P.  one  square.  12.  E.R.  to  E.B.  square. 

13.  E.B.  to  Q.  fifth,  and  will  afterwards  win  the  Gambit 

Pawn. 
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(A.) 

9.  Q.  to  K.  second.  9.  K.Et.  to  its  mxHL^ 

10.  P.  takes  K.Kt  10.  Q.  takes  B.+ 

11.  K.  to  K.B.  second.  11.  P.  takes  P.+ 

12.  K  takes  P.  12.  K  he  take  Q.B.,  yon  wiU 

checkmate  him  in  two  moves  ;  therefore, 

E.B.   to   K.   second,  lod 
has  the  best  of  the  game. 

In  the  second  placey 

8.  Q.P.  one  square. 
9.  K.Kt.  to  Q.  third.  9.  P.  to  KB.  sixth. 

10.  K.Kt  to  KB.  second.     10.  P.  takes  P.+ 

11.  K  takes  P.,  and  has  the  best  of  the  game. 

In  the  third  placey 

8.  P.  to  KB.  sixth. 
9.  If  you  play  KKt.P.  one  square,  he  will  check  with  Q? 
and  have  a  fine  game.     It  is  better  to  play 
Q.Kt.  to  Q.B.  third.         9.  Q.P.  one  square. 

10.  KKt  to  Q.  third.  10.  P.  takes  KKt.P.+ 

11.  K  takes  P.  11.  Q.  to  KR.  sixth.* 

12.  If  you  play  K  to   KB.   second,   he  wiU  check  witb 

K.  Kt  P.,  in  order,  on  your  taking  it,  to  check  with 
KKt.  which  would  give  him  the  best  of  the  game; 
therefore, 
K  to  KKt.  square.  12.  KB.  to  KR.  thuil. 

There  is  not  much  difference  in  the  game. 


SECOND  GAME. 

Il^ttte.  ISIar&. 

1.  K.P,  two  squares.  1.  K,P.  two  squares, 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt,  to  K.  B,  third.  3.  K.  Kt.  P.  two  squart*- 
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4.  K.B.to  Q»B.  fourth.  4.  K,Kt,P.  one  square. 

5.  K.KL  to  K.  fifth.  5.  Q-  checks. 

6.  K.  to  K.B.  square.  6.  K.Kt.  to  K.B.  third. 

7.  Q.  to  K  square.  7.  If  he  plaj  Q.  to  KKt. 

fourth,  or  to  K.R.  third,  you  take  K.B.P.  with  ILKt. 

If  he  play  K.  Kt.  P.  one  square,  you  take  K.  B.  P.  with 

K.  B.,    and    afterwards   play  K.  Kt  to  E.  B.   third ; 

therefore, 

Q.  takes  Q. 

8.  K.  takes  Q.  8.  K  he  play  Q.P.  one  sq., 

you  take  K.  B.  P.  with  K  Et ;  and  if  he  move  E.  R.  to 
E.Et  square,  you  take  Q.P.,  checking,  and  then  take 
E.R.  withE.B.     But  if 

KEt  takes  P. 

9.  E.B.  takes  P.+  9.  E.  to  E.  second. 

In  the  first  pkLce^ 

10.  K.B.  to  Q.Et.  third.  10.  ILKt.  to  E.B.  third. 

11.  Q.P.  two  squares.  11.  Q.P.  one  square. 

12.  KKt.  to  Q.  third.  12.  P.  to  E.B.  sixth. 

13.  E.KtP.  takes  P.  13.  P.  takes  P. 

14.  K.  to  ILB.  second. 

The  game  is  nearly  equal,  as  Black  cannot  long  defend 
the  Pawn  at  ELB.  sixth. 

In  the  second  place, 

10.  E.B.  to  KR.  fifth.  10.  If  he  advance  the  Gambit 

Pawn,  you  should  play  E.Et.P.  one  square.     But  if 

E.EtP.  one  square. 

11.  E.R.P.  one  square.  11.  Q.P.  one  square. 

12.  E.Et.  to  Q.  third.  12.  E.B.  to  E.R.  third. 

13.  Q.Et.  to  Q.B.  third.        13.  E.Et.  to  E.B.  third. 

14.  E.B.  to  its  third.  14.  Q.B.P.  one  square. 

15.  Q.Et.  to  E.  second,  recovers  the  Pawn,  with  a  better 

position. 


CUNNINGHAM  GAMBIT, 


OR, 


THE  THREE  PAWNS'  GAMBIT  OF  CAPTAIN  BERTIN. 


FIRST  GAME. 

1.  K,P.  two  squares,  1.  K,P,  two  squares* 

2.  K.B.P.  two  squares,  2,  K,P,  takes  P. 

3.  K.Kt.  to  KB.  third.         3.  K.B.  to  K  second. 

4.  K.B.  to  Q.B.  fourth.         4.  K.B.  checks. 

5.  The  best  move  is  to  play  K.  to  B.  square  ;  see  the  Third 

Grame.     But  suppose 
K.Kt.P.  one  square.  5.  P.  takes  K.Kt. P. 

6.  K.  castles.  6.  P.  takes  K.R.P.+ 

7.  K.  to  K.R.  square. 

FIRST   DEFENCE. 

7.  K.B.  to  K.  second. 

8.  K.B.  takes  K.B.P.+ 

In  the  first  place, 

8.  K.  takes  B. 

9.  K.Kt.  to  K.  fifth.++  9.  If  he  play  K.  to  K.  square, 

he  loses  the  Queen  ;  therefore, 

K.  to  K.  third. 
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10.  Q.  to  KKt.  fourth.^        10.  K.  takes  Kt. 

11.  Q.  to  KB.  fifth.+  11.  K.  to  Q.  third  or  fifth. 

12.  Q.  checkmates. 

In  the  second  place, 

8.  E.  to  K.B.  square. 

9.  K.Kt  to  K.  fifth.  9.  KKt.  to  K.B.  third.       - 

10.  K.B.  to  Q.Kt.  third.        10.  Q.  to  K  square. 

11.  K.Kt.  to  KB.  seventh.     11.  KR.  to  KKt  square. 

12.  KP.  one  square.  12.  Q.P.  two  squares. 

13.  P.  takes  K.Kt,  13.  P.  takes  P. 

14.  KB.  takes  Q. P.,  and  you  have  evidently  the  best  of  the 

game. 

SECOND   DEFENCE. 

7.  KB.  to  KB.  third. 

8.  You  might,  against 'an  inferior  player,  move  K.Kt.  to  K. 

fifth,  and  if  he  took  K.  Kt,  play  Q.  to  K.  R.  fifth,  &c. ; 
but  it  is  better  to  pUiy 
KP.  one  square.  8.  Q.P.  two  squares. 

9.  P.  takes  KB.  9.  KKt  takes  P. 

10.  KB.  to  Q.Kt  third.        10.  Q.B.  to  K  third. 

11.  Q.P.  two  squares.  11.  KKt.  to  K  fifth. 

12.  Q.B.  to  KB.  fourth.        12.  KB. P.  two  squares. 

13.  Q.Kt.  to  Q.  second,  and  will  afterwards  win  P.  at  KR. 

second,  with  a  game  at  least  equal  to  his  adversary's. 

THIRD   DEFENCE. 

7.  Q.  to  K.  second. 

8.  Q.Kt.  to  Q.B.  third.  8.  Q.B.P.  one  square. 

9.  Q.P.  two  squares.  9.  Q.P.  one  square. 

10.  KKt  takes  KB.  10.  Q.  takes  KKt 

11.  KB.  takes  KB.P.+         11.  K  to  Q.  square. 

12.  Q.  to  KB.  third.  12.  KKt  to  KB.  third. 

13.  KP.  one  square,  and  you  have  a  good  attack. 
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SECOND  GAME. 

1.  K.P.  two  squares.  1.  JKT.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.Kt.  to  K.B.  third.  3.  K.B.  to  K.  second. 

4.  K.B.  to  Q.B.  fourth.  4.  K.B.  checks. 

5.  K.  Kt.  P.  one  square.  5.  P.  takes  P. 

6.  K.  castles.  6.  P.  takes  P.  + 

7.  K.  to  K.  iJ.  square.  7.  Q.  P.  two  squares. 

8.  If  you  take  P.  with  P.,  he  will  play  E.B.  to  K  second; 

therefore, 
K.B.  takes  P.  8.  KKt.  to  K.B.  third. 

In  the  first  plAce^ 

9.  K.B.  takes  K.B.P.+  9.  K.  takes  KB. 

10.  K.Et.  takes  K.B.  10.  KR.  to  K.B.  square. 

11.  You  cannot  gain  a  piece  by  advancing  K.P.  one  sqaare, 

because  he  would  check  with  Q.  at  Q.  fourth,  compdHog 
you  to  interpose  K.Et. ;  he  would  then  remove  KKt) 
&c. ;  therefore, 
Q.P.  two  squares.  11.  K  to  Kt.  square. 

12.  Q.B.  to  KKt.  fifth.         12.  KKt.  takes  KP. 

13.  Q.B.  takes  Q.  13.  KR.  takes  R.-^ 

14.  Q.  takes  R.  14.  Kt.  to  KKt.  sixth.+ 

15.  K  takes  P.  15.  Kt.  takes  Q.,  checks,  and 

has  the  best  of  the  game. 

In  the  second  placCy 

9.  If  you  take  KB.,  he  will  take  KB.  with  KKt  Butif 
K.B.  to  Q.Kt.  third.  9.  KKt  takes  KP. 

10.  Q.  to  K  second.  10.  Q.  to  K  second. 

11.  KB.  takes  K.B.P.+  11.  K  to  KB.  square 

12.  Q.  takes  P.  12.  Kt  to  KKt  sixth.+ 

13.  K  to  KKt.  second.  13.  Kt  takes  KR. 

14.  Q.  takes  KB.  14.  Q.  takes  Q. 
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15*.  Kt  takes  Q.  15.  E.  takes  B. 

16.  K  takes  Et 

Black  has  clearly  the  best  of  the  game.     This  defence 
8  taken  from  Stamma's  work. 


THIRD  GAME. 

1.  JKT.P.  two  squares.  1.  K,P,  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  B.  to  K.  second. 

4.  K.B.  to  Q.B.  fourth.  4.  K.B.  checks. 

5.  E.  to  E.B.  square  ;  this  is  the  best  move  jou  can  plaj, 

as  it  prevents  his  defending  the  Gambit  Pawn,  as  in 
the  ordinary  Gambits. 

5.  E.Et  to  E.B.  third;  if, 
instead  of  this  move,  he  play  E.Et.P.  two  squares,  you 
would  take  E.B.  If  he  pbiy  E.B.  to  KEt.  fourth, 
you  play  Q.  P.  two  squares,  and  afterwards  take  K.  B., 
and  then  play  Q.  to  E.  B.  third,  winning  the  Gambit 
Pawn. 

6.  Q.P.  two  squares.  6.  E.Et.  to  its  fifth. 

7.  Q.  to  E.  second.  7.  E.Et.  to  E.B.  seventh. 

8.  E.Et.  takes  E.B.  8.  E.Et.  takes  R. 

9.  E.Et  to  E.B.  third.  9.  KEt.  to  its  sixth.+ 

10.  E.R.P.  takes  Et.  10.  P.  takes  P. 

11.  Q.B.  to  E.B.  fourth,  and  will  afterwards  take  P.  at 

E.  Et  third,  and  have  the  best  of  the  game. 


THE   MUZIO   GAMBIT. 


The  first  notice  of  this  Grambit  occurs  in  Salvio's  cele- 
brated Treatise,  published  at  Naples  in  1604;  he  states 
that  it  was  sent  to  him  by  Signor  Muzio,  and  that  it 
occurred  casually  between  Don  Geronimo  Cascio  and 
another  player. 

In  Sarratt's  posthumous  work,  published  in  1821,  will 
be  found,  at  considerable  length,  the  Attack  and  Defence 
of  this  peculiar  game,  both  of  which  were  written  by 
myself  expressly  for  that  work.  Within  these  few  yean 
a  new  and  better  method  of  Attack  has  been  discovered, 
to  which  at  present  there  is  no  adequate  Defence.  I  shall, 
in  the  first  place,  give  an  outline  of  the  ordinary  Attack 
and  Defence,  and  afterwards,  more  fully,  the  improved 
method  of  Attack. 


FIRST  GAME. 

Wiiitt.  13lacft. 

1.  K.P,  two  squares.  1.  K,P,  two  squares* 

2.  K,  D,  P,  two  squares.  2.  K,  P.  taltes  P, 

3.  K.Kt.  to  K.D.  third.  3.  K.Kt.P.  two  squares. 

4.  K.  D.  to  Q.  D.  fourth.  4.  K.  Kt.  P.  one  square. 
6.  K,  castles.  5.  P.  takes  KKt 
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This  sacrifice  of  the  K.  Kt.  constitutes  the  Muzio  Gam- 
bit. The  Attack  would  probably  be  irresistible  if,  in 
castling,  the  King  were  played  to  K.R.  square,  according 
to  the  practice  in  Italy.  The  White  has  now  two  modes 
of  play,  viz.  Q.  P.  two  squares,  or  Q.  takes  P. ;  the  latter 
is  the  usual  and  most  attacking  move,  but  in  this  game 
I  shall  suppose  you  to  play 

6.  Q.  P.  two  squares.  6.  K  he  were  now  to  play  Q. 

to  K.  B.  third,  you  should  advance  K.  P.  one  square, 
and  afterwards  take  the  Pawn  with  the  Queen.  The 
best  move  is  Q.  P.  two  squares  ;  see  the  .Second  Grame. 
But  suppose 

FIRST   UEFENCE. 

P.  takes  KKtP. 

7.  K.B.  takes  K.B.P.+ 

In  the  first  place, 

7.  K.  takes  KB. 

8.  KR.  takes  P.+  8.  K.Kt.  to  KB.  third. 

9.  K.P.  one  square.  9.  KB.  to  KKt.  second. 

10.  Q.  to  KR.  fifth.-^ 

No.  I. 

10.  K  to  KKt.  square. 

11.  P.  takes  KKt.  11.  KB.  takes  P. 

12.  KR.  to  KKt.  fourth.+      12.  K  he  play  KB.  to  K.Kt. 

second,  you  may  take  it  with  K.R.,  and  afterwards 
check  with  Q.  B.  at  K  R.  sixth,  winning  the  Queen  ; 
therefore, 

K  to  KB.  square. 

13.  Q.B.  checks.  13.  K  to  K  second. 

14.  KR.  to  K.  fourth,  checks,  and  will  win. 

No.  IL 

10.  K  to  KB.  square. 
11.  P.  takes  KKt.  11.  KB.  takes  P. 


360 


SrUZIO   GAMBIT. 


12.  K.B.  takes  K.B.+  12.  Q.  takes  KB. 

13.  Q.B.  checksy  and  wins  the  Queen  at  the  least. 


11.  P.  takes  K.Kt.+ 

12.  KB.  takes  B. 

losing  the  Queen. 

13.  Q.  to  K  fifth.+ 

14.  4b.  to  KKt.  fifth. 

15.  K.B.  checkmates. 


No.  IIL 

10.  K.  to  K.  second. 

11.  KB.  takes  P. 

12.  Cannot  take  K  B.  witiMnit 
If  he  play 

Q.  to  K  square. 

13.  K  to  Qp  square. 

14.  Q.  takes  Q. 


11.  P.  takes  KKt. 

12.  KB.  to  K  fourth.+ 

13.  KB.  takes  B.+ 

14.  Q.B.  checks. 

15.  Q.B.  to  KB.  8ixth.+ 

16.  B.  to  K  eighth.^ 


No.  IV. 

10.  K  to  K  third. 

11.  KB.  takes  P. 

12.  KB.  interposes. 

13.  K  to  KB.  third. 

14.  K  to  KKt  second. I 

15.  K  to  KKt.  square. 

16.  Q.  takes  B. 


17.  Q.  takes  Q.,  checkmating. 


8.  KB.  takes  P. 

9.  KB.  to  KB.  second. 

10.  Q.  takes  B. 

11.  Q.  to  KKt.  fifth. 

12.  KP.  one  square. 

13.  Q.  takes  K.Kt+ 


In  the  second  place, 

7.  K.  to  K  second. 

8.  KB.  to  KB.  third. 

9.  KB.  takes  B. 

10.  KKt.  to  B.  third. 

11.  K  takes  KB. 

12.  Q.  to  KKt.  square. 

13.  K  to  K  square. 


14.  Q.Kt.  to  Q.B.  third,  and  you  have  a  very  strong  attack, 
as  you  threaten  to  play  Q.Kt.  to  Q.  fifUi,  to  Q.E^ 
fifUi,  or  to  K  fourth. 


SECOND   DEFENCE. 


1.  JT.  P.  tn>o  squares. 

2.  K.  B*  P.  tn?o  squares* 


1.  JKT.P.  two  squares. 

2.  K.  P.  takes  JR. 
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3.  K.  Kt.  to  K.  B.  third. 

4.  K.B.  to  Q,B.  fourth. 

5.  K.  cagfles, 

6.  Q.  P.  two  squares, 

7.  K  P.  one  square. 

8.  Q.  takes  P. 

9.  Q.Et.  to  Q.B.  third. 

10.  Q.Kt.  to  K.  fourth. 

11.  Q.Kt.  to  K.B.  8ixth.+ 

12.  KB.  to  Q.  third. 

13.  Q.  to  K.R.  fifth,  and 

game. 


3.  A".  Kt.  P.  two  squares. 

4.  K.  Kt.  P.  one  square. 

5.  P.  takes  K.Kt. 

6.  Q.  to  E.B.  third. 

7.  Q.  to  KB.  fourth. 

8.  KB.  to  KR.  third. 

9.  KKt.  to  K  second. 

10.  K  castles. 

11.  K  to  KR.  square. 

12.  Q.  to  K.  third. 

you  have  much  the  best  of  the 


SECOND  GAME. 


mtitf. 

1.  jr.  P.  two  squares. 

2.  K.  B.  P.  two  squares. 

3.  K.Kt.  to  K.B.  third. 

4.  K.B.  to  Q.B.  fourth. 
6.  K.  castles. 

6.  Q.  P.  two  squares. 


ISIacfu 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 

4.  K.  Kt.  P.  one  square. 

5.  P.  takes  K.Kt. 

6.  Q.P.  two  squares. 


In  the  first  place^ 


7.  KB.  takes  P. 

8.  KR.  to  KB.  second. 

9.  KB.  to  Q.Kt.  third. 

10.  Q.Kt  to  Q.B.  third. 

11.  KP.  one  square. 


7.  Q.B.  to  KKt  fifth. 

8.  Q.B. P.  one  square. 

9.  KB.  to  KR.  third. 

10.  KKt.  to  K  second. 

11.  KKt.  to  its  third  square, 
and  has  much  the  best  of  the  game. 

In  the  second  places 

7.  KP.  takes  P.  7.  Q.B.  to  KKt.  fifth. 

8.  KR.  to  KB.  second.        8.  If  he  were  to  play  KKt. 

to  KB.  third,  you  should  play  Q.  to  Q.  third.     But  if 

K.B.  to  Q.  third. 
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9.  Q.Kt.  to  Q.  second.  9. 

10.  Q.Kt  takes  P.  10. 

11.  Q.  to  K.  square.  11. 

12.  Et.  to  Q.  second.  12. 

13.  Et.  takes  E.Et.  13. 

14.  Q.B.  takes  P.  14. 

15.  Q.  to  Q.  second.  15. 

16.  Q.R.  to  KB.  square.  16. 

The  game  is  in  favour 


E.Kt  to  KB.  third. 
KEt  to  K  fifth. 
E.B.P.  two  squares. 
Q.  to  E.  second. 
KB.P.  takes  Et 
Q.Kt.  to  Q.  second. 
KR.P.  one  square. 
K  castles  with  Q.R. 

of  the  Bhu^k. 


THIRD  GAME. 


mftttr. 

1.  K.P,  two  squares. 

2.  K,  B,  P,  two  squares. 

3.  K.Kt  to  K.B.  third. 

4.  K.  B.  to  Q.  B.  fourth. 

5.  K.  castles. 

6.  Q.  takes  P. 

this  move  was  formerly 
however  so  good  as  Q.  to 

7.  Q.P.  two  squares. 


ISIorit. 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.Kt.P  two  squares. 

4.  K.  Kt.  P.  one  square. 

5.  P.  takes  K.Kt. 

6.  Q.  to  K  second  sqaare; 
considered  the  best ;  it  is  not 
K  B.  third. 


8.  Q.B.  takes  P. 


FIRST   DEFENCE. 

7.  KB.  to  KR.  third. 
In  the  first  place, 


9.  Q.B.  takes  B. 

10.  Q.  to  KR.  fifth. 

11.  KR.  to  KB.  sixth. 

12.  KR.  takes  KB.P. 

13.  KR.  to  KB.  eighth. ++ 

14.  Q.  checkmates. 


8.  Q.P.  one  square. 

9.  KKt.  takes  B. 

10.  Q.  to  E.B.  square. 

11.  E.Et  to  its  square. 

12.  Q.  to  KR  third. 
13«  E.  removes. 
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In  the  iecond  placcy 

8.  K.B.  takes  B. 

9.  Q.  takes  B.  9.  Q.Kt.  to  Q.B.  third.  (A.) 

10.  KB.  takes  KB-P.*^  10.  K.  to  Q.  square. 

11.  KB.  to  KR.  fifth.  11.  Q.Kt.  takes  Q.P. 

12.  Q.  to  KB.  eighth.-*-  12.  Q.  takes  Q. 

13.  KR  takes  Q.'*'  13.  K  to  K  second. 

14.  KR.  to  K  eighth.+  14.  K  to  Q.  third. 

15.  Q.Kt.  to  Q.R.  third.  15.  Q.B.P.  one  square. 

16.  Q.R.  to  Q.  square.  16.  K  to  Q.B.  fourth. 

17.  Q>B.P.  one  square,  and  afterwards  plays  KB.  to  its 

seventh,  having  the  best  of  the  game. 

(A.) 

9.  KB. P.  one  square. 

10.  Q.Kt.  to  Q.B.  third.  10.  Q.B.P.  one  square. 

11.  Q.R.  to  K  square.  11.  Q.Kt.P.  two  squares. 

12.  KP.  one  square.  12.  K  to  Q.  square. 

13.  KP.  takes  P.  13.  K  he  play  Q.  to   Q.Kt. 

fifth,  you  may  check  with  Q.R.,  and  afterwards  ad- 
vance P.  to  K.  B.  seventh,  winning  easily.     But  if 

Q.  takes  P. 

14.  Q.  to  K  fourth.  14.  Q.  to  KEt.  fourth. 

15.  Q.  to  K  eighth.-*-  15.  K  to  Q.B.  second. 

16.  KR.  to  KB.  eighth.       16.  P.  takes  KB. 

17.  Q.  takes  Q.B.+  17.  K  to  Q.Kt.  third. 

18.  Kt  to  Q.  R.  fourth,  checks,  and  wins  easily. 

SECOND    DEFENCE. 

7.  Q.Kt.  to  Q.B.  third. 

8.  It  would  not  be  good  play  to  move  Q.  B.  P.  one  square, 

because  he  would  play  Q.  Et  to  K.  fourth,  in  order  to 
exchange  it  for  your  K.  B.,  which  you  cannot  prevent 
by  taking  Q.Kt.,  on  account  of  the  Q.  checking  at 
Q.  B.  fourth,  &c.     The  best  move  is, 
Q.  takes  Gambit  P.  8.  Q.Kt.  takes  Q.P. 

9.  KB.  takes  KB.P.+  9.  K  to  Q.  square. 

A  A 
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10.  Q-Kt.  to  Q.B.  third.        10.  K.Kt.  to  K.R  third. 

11.  Q.B.  to  K.  third.  11.  Q.Kt  to  K.  third. 

12.  KB.  takes  Q.Kt.  12.  Q.  takes  KB.  ^ 

13.  Q.Et  to  Q.  fifth.  13.  Q.P.  one  square! 

14.  Q.  to  KR.  fourth.^  14.  K  to  Q.  second. 

15.  KR.  to  KB.  sixth,  wins  a  piece,  and  has  oonsequentlj 

the  best  of  the  game. 


FOURTH  GAME. 

liWjttr.  VladL 

1.  K.  P.  two  squares.  1.  K,  P ,  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.Kt.  to  K.B.  third.  8.  K.Kt. P.  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  K.  castles.  5.  P.  takes  K.Kt. 

6.  Q.  takes  P. 

FIRST   DEFENCE. 

6.  Q.P.  one  square. 

7.  Q.  takes  Gambit  P.  7.  Q.  to  K.  second. 

8.  KB.  takes  KB.P.+ 

In  the  first  place, 

8.  K  to  Q.  square. 

9.  Q.Kt.  to  Q.B.  third.  9.  Q.B.P.  one  square. 

10.  Q.P.  two  squares,  and  you  have  a  very  good  gao^ 
your  pieces  being  in  good  play,  and  your  centre  pawns 
strong. 

In  tlie  second  place, 

8.  K.  to  Q.  second. 
9.  K.  B.  to  K.  sixth.+  9.  He  cannot  take  K  B.  with 

K.  without  being  immediately  checkmated.    Bat  if 

Q.  takes  KB. 
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10.  Q.  takes  K.B.  10.  Q.  to  K.  square. 

11.  KR  to  KB.  seventh.-^  11.  K.  to  Q.  square. 

12.  Q.  to  ELKt.  seventh,  and  you  have  the  best  of  the  game. 

You  might  also,  on  the  seventh  move,  have  pkyed  Q.  P. 
two  squares^  and  afterwards  have  taken  Gambit  Pawn 
with  Q.B. 

SBCOND   DEFENCE. 

6.  Q.Et.  to  Q.B.  third. 

7.  Q.  takes  Gambit  P.  7.  Q.  to  K  second. 

8.  E.B.  takes  KB.?.**-  8.  E.  to  Q.  square. 

9.  Q.Et.  to  Q.B.  third.  9.  Q.P.  one  square. 

10.  Q.Et.  to  Q.  fifth.  10.  The  best  move  b  to  play 

Q.  to  E.  fourth,  but  even  then  your  game  would  be 
better  than  his.     But  suppose 

Q.  to  Q.  second. 

11.  KB.  takes  KEt  11.  KB.  takes  B. 

12.  Q.  takes  KB.+  12.  KR.  takes  Q. 

13.  KR.  takes  B.+  13.  Q.  to  K  square. 

14.  KR.  takes  Q.^  14.  K  takes  R. 

15.  Et.  takes  Q.B.P.,  checks,  and  wms  Q.B. 


FIFTH  GAME. 

9SB%iU.  Blociu 

1.  JT.P.  two  squares,  1.  K.P.  two  squares. 

2.  K.B.P.  two  squares.  2.  K.P.  takes  P. 

3.  jr.£(.  to  K.B.  third.  3.  K.Kt.P.  two  squares. 

4.  K.B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  K.  castles.  5.  P.  takes  K.  Kt 

6.  Q,  takes  P.  6.  Q.  to  KB.  third.     This 

is  the  best  move  that  can  be  played,  as  it  defends  the 
Gambit  Pawn,  and  prevents  you  from  playing  Q.P. 
two  squares.  There  are  several  modes  of  continuing 
the  attack  :  for  example, 

A  A  2 
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No.  I. 

7.  Q.B.P.  one  square.  7.  The  proper    move  is  to 

play  Q.  Kt.  to  Q*  B.  third,  to  prevent  the  advance  of 
Q.P.  two  squares ;  but  suppose 

KB.  to  E.B.  third. 

^.  Q.P.  two  squares.  8.  Q-Kt.  to  Q.B.  third. 

9.  K.P.  one  square.  9.  Q.  to  ILB.  fourth. 

10.  Q.Kt.  to  Q.  second.  10.  KKt.  to  E.  second. 

11.  Q.Kt.  to  E.  fourth.  11.  K.  castles. 

12.  Q.Kt.  to  E.B.  8ixth.+      12.  K  to  K.Et.  second. 

13.  E.B.  to  Q.  third.  13.  Q.  to  K  third. 

14.  Q.  to  E.R.  fifth.  14.  E.Et.  to  ite  third. 

15.  K.B.  takes  P.  15.  E.Et.  takes  KR. 

16.  Q>B.  takes  Et.,  and  wins  easily. 

No.  II. 

% 

7.  Q.P.  one  square.  7.  He  ought  to  pkjKB.  to 

E.  R.  third.     See  the  Seventh  Game.     But  suppose 

Q.Et  to  Q.B.  third. 

8.  Q.B.  takes  P.  8.  Q.  takes  Q.EtP. 

9.  K.B.  takes  K.B.P.+  9.  E.  to  Q.  square. 

10.  Q.B.  to  E.Et.  fifth.+       10.  E.B.  to  E.  second. 

11.  ELB.  takes  E.Et.  11.  Q.P.  one  square. 

12.  Checkmates  in  three  moves. 

No.  III. 

7.  E.P.  one  square.  7.  Q.  takes  P. 

8.  Q.P.  one  square.  8.  He    ought    now   to  pl«y 

E.B.    to   E.R.  third,   to  defend  the  Gambit  Fawn. 
See  the  Seventh  Giune.     But  suppose  be  plajs 

FIBST   DEFENCE. 

8.  Q.P.  one  square. 

9.  Q.B.  takes  P.  9.  Q.  to  E.  second. 

10.  Q.B.  to  E.Et.  fifth.         10.  Q.  takes  Q.B. 

11.  Q.  takes  E.B.P.+  11.  E.  to  Q.  square. 

12.  Q.  takes  E.B.+  12.  E.  to  Q.  second. 


J 
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13.  K.B.  to  E.  sixth.-^  13.  If   he   plaj  K  to  Q.B. 

third,  you  should  take  Q.  B.  with  Q.,  having  an  excel- 
lent game.     But  if 

K  takes  E.B. 

14.  Q.  to  E.B.  seventh.-^       14.  K.  to  E.  fourth. 

15.  Q.Et.  to  Q.B.  third,  and  will  win  easily. 

8BCOMD  DEFENCE. 

8.  E.B.  checks. 

9.  K  to  KB.  square.  9.  K.B.  to  E.  sixth. 

10.  Q.B.  takes  B.  10.  Q.  takes  B. 

11.  Q.  to  E.R.  fifth.  11.  Q.  to  K  second. 

12.  Q.Et.  to  B.  third.  12.  E.Et  to  B.  third. 

13.  Q.  to  E.B,  sixth.  13.  Q.P.  one  square. 

14.  Q.  takes  Gambit  P.  14.  E.Et  to  its  fifth. 

15.  Q.Et.  to  Q.  fifth.  15.  Q.  to  Q.  second. 

16.  Q.B.  checks.  16.  E.  to  Q.  square. 

17.  Q.R.  to  E.  seventh.  17.  Q.  to  Q.R.  fifth. 

18.  B.  takes  Q.B*P.,  and  wins  easily. 

THIRD   DEFENCE. 

8.  Q.P*  one  square. 
9.  Q.B.  takes  P.  9.  Q.  to  E.B.  third. 

10.  Q.Et.  to  Q.B.  third.        10.  Q.B.P.  one  square. 

11.  Q.Et.  to  E.  fourth.  11.  Q.  to  E.B.  fourth. 

12.  Q.  to  E.  second,  and  has  the  best  of  the  game. 


9.  Q.B.  takes  P. 


FOURTH   DEFENCE. 

8.  Q.Et.  to  Q.B.  third. 


In  tlie  first  place^ 

9.  Q*  to  E.  second. 

10.  Q.B.  takes  Q.B.P.  10.  E.Et.  to  E.B.  third. 

11.  Q.Et.  to  Q.B.  third.        11.  Q.Et  to  Q.  fifth. 

12.  Q.  to  E.R.  fif^h.  12.  Q.Et.  to  E.  third. 
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)3.  Q.B.  to  K.  fifth.  13.  K.B.  to  K.KU  sqiiare. 

14.  Q.Kt.  to  Q.  fifth,  and  ought  to  win. 

In  the  second  pletce, 

9.  Q.  take9  Q.Kt.P. 

10.  E.B.  takes  P.-**  10.  K.  to  Q.  square. 

11.  KB.  takes  Et.  11.  If  he  take  R.  or  B.  he 

will  be  checkmated  in  a  few  moves  ;  therefore, 

K.B.  to  E.  second. 

12.  Q.B.  to  E.Kt.  fifth.         12.  If  he  play  Q.  P.  one  or  two 

squares,  jou  will  checkmate  him  in  three  moves  ;  if  he 
play  any  other  move  you  will  easily  win. 

In  the  third  places 

9.  Q.  to  K.B.  third. 

10.  Q.Et.  to  B.  third.  10.  E.Et  to  E.  second. 

11.  Q.R.  to  E.  square.  11.  Q-  checks. 

12.  Q.B.  interposes.  12.  Q.  to  KEt.  second. 

13.  E.B.  takes  P.*^  13.  E.  to  Q.  square. 

14.  E.B.  to  E.R.  fifth.  14.  Q.P.  one  square. 

16.  Q.B.  to  E.Et.  fifth.         15.  If  he  take  Q.B.  he  wiB 
be  checkmated  in  four  moves  $  therefore, 

Q.Et  to  E.  fourth. 

16.  Q.R.  takes  Et.  16.  Q.  or  P.  takes  B. 

17.  Q*B.  to  E.B.  sixth,  wins  E.R.,  and  consequently  hai 

the  best  of  the  game. 


SIXTH  GAME. 

Il»iiete.  »Uriu 

1.  JT.P.  two  squares,  1.  K,P.  two  tqw^fts, 

2.  K.  B.  P.  two  squares.  2.  JT.  P.  takes  P. 

3.  K.  Kt.  to  K.  B,  third.  3.  X.Kt.  P.  two  squam. 
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4.  K,  B.  to  Q.  B.  fourth.  4.  K.  Kt,  P.  one  square. 

5.  K.  castles.  5.  P.  takes  K.  Kt. 

6.  Q.  takes  P.  ^  Q.  to  K.  B.  third. 

7.  K.  P.  one  square. 

FIRST   DEFENCE, 

7.  Q.  to  Q.Kt.  third»+ 

8.  K  to  K.R.  square.  8.  K.B.  to  K.R.  third. 

9.  Q.Kt.  to  Q.B.  third.         9.  If   he  plaj   Q.B.P.   one 

square,  you  should  i^aj  Q.Kt.  to  K.  fourth,  in  order  to 
dieck  at  Q.  sixth.     But  if 

Q.  to  Q.B.  fourth. 

10.  Q.P.  one  square.  10.  Q.  takes  K.P. 

11.  Q.Kt.  to  Q.  fifth.  11.  K.Kt  to  K.  second. 

12.  Q.B.  takes  P.  12.  KB.  takes  B. 

13.  Q.R.  to  K.  square.  13.  Q.  to  K.Kt.  fourth. 

14.  Q.R.  takes  Et.-*-  14.  K  to  Q.  square. 

15.  R.  takes  E.B.P.,  and  will  win  K.B.,  and  have  the  best 

of  the  game. 

SECOND   DEFENCE. 

7.  Q.  to  KB.  fourth. 

8.  Q.P.  two  squares.  8.  KB.  to  KR.  third. 

9.  Q.Et.  to  Q.B.  third.         9.  K.Kt.  to  K  second. 

10.  Q.Kt.  to  K  fourth.  10.  If  he  play  KB.   to  Kt. 

second,  you  take  Gtunbit  P.  with  Q.  B.     K 

K.  castles. 

11.  Kt.  to  KB.  sixth.+  11.  K  to  KR.  square. 

12.  KB.  to  Q.  third.  12.  Q.  to  K  third. 

13.  Q.  to  KR.  fifth.  13.  Kt.  to  KKt.  square. 

14.  Q.B.  takes  P.  14.  K  to  Kt.  second. 

15.  Q.B.  takes  B.,  winning  easily. 
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SEVENTH  GAME. 

Oaiite.  VUttt- 

1.  K,P.  two  squares.  1.  K,P,  tfoo  squares. 

2.  K.  B,  P.  two  squares*  2.  K,  P.  takes  P, 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  tmo  squares. 

4.  K.B.  to.  Q.B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  K.  castles.  5.  P.  takes  K,  Kt. 

6.  Q.  takes  P.  6.   Q.  to  K.B.  third;  this, 

as  I  have  before  observed,  is  the  only  correct  move ;  it 
defends  the  Gambit  Pawn,  which  cannot  be  taken 
without  the  exchange  of  Queens,  and  it  prevents  the 
advance  of  your  Q.P.  two  squares. 

I  shall,  in  this  and  the  following  game,  give  an  outline 
of  the  proper  Defence  to  the  ordinary  method  of  Attack. 

If  you  were,  for  your  next  move,  to  play  K.  to  KK. 
square,  Q.B.P.  one  square,  or  K.B.  to  Q.Kt  third,  the 
Black  should  play  Q.  Kt  to  Q.  B,  third,  in  order  to  move 
it  to  K.  fourth,  or  Q.  fifth.     But  suppose  you  play 

No.  L 

7.  QP.  one  square.  7.  K.B.  to  K.R.  third. 

FIRST    ATTACK. 

8.  Q.B.  to  Q.  second.  8.  Q.Kt.  to  Q.B.  third. 

9.  Q.B.  to  its  third.  9.  Q.Kt.  to  K.  fourth. 

10.  Q.-  to  K.R.  fifth.  10.  Q.P.  one  square. 

11.  Q.B.  takes  Q.Kt.  11.  Q.P.  takes  Q.B. 

12.  KB.  takes  K.B.P.+  12.  Q.  takes  KB. 

13.  Q.  takes  K.P.+  13.  K.  to  KB.  square. 

14.  Q.  takes  K.R.  14.  KB.  to  K.Kt.  second. 

15.  Q.  takes  KR.P.  15.  KB.  to  Q.  fifth,  checki^ 

and  wins  the  Queen. 
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SECOND    ATTACK. 

8.  Q.Et  to  Q.B.  third.  8.  KKt.  to  K.  second. 

9.  Q.B.  to  Q.  second.  9.  Q.Kt.  to  Q.B.  third. 

10.  Q.Kt  to  its  fifth.  10.  Q.Kt.  to  K.  fourth. 

11.  Q.  to  K.B.  second.  11.  K.  to  Q.  square. 

12.  Q.B.  to  its  third.  12.  Q.P.  one  square,  and  has 

the  best  of  the  game,  as  the  White  has  not  sufficient 
attack  for  the  piece  sacrificed. 

No.  n. 

7.  K.P.  one  square.  7.  Q.  takes  P. 

8.  Q-P.U  one  square.  8.  K.B.  to  K.R.  third. 

FIRST    ATTACK. 

9.  Q.B.  to  Q.  second.  9.  K.Kt.  to  K.  second. 

In  the  first  place  ^ 

10.  Q.B.  to  its  third.  10.  Q.  to  Q.B.  fourth.+ 

11.  K.  to  K.R.  square.  11.  K.R.  to  K.Kt.  square. 

12.  Q.Kt  to  Q.  second.  12.  Q.P.  two  squares. 

13.  Q.  to  K.R.  fifth.  13.  Q.  to  Q.  third. 

14.  KB.  to  Q.Kt.  third.  14.  Q.B.  to  K.Kt.  fifth. 

The  game  is  in  favour  of  the  Black. 

In  the  second  plcLce, 

10.  E.R.  to  K.  square.  10.  Q.  to  Q.B.  fourth.^ 

11.  K.  to  E.R.  square.  11.  Q.Kt  to  Q.B.  third. 

12.  Q.B.  takes  P.  12.  E.B.  takes  Q.B. 

13.  Q.  takes  KB.  13.  Q. P.  two  squares. 

14.  Q.  to  KKt  fifth.  14.  Q.B.  to  K  third,  and  has 

eyidently  the  best  of  the  game. 

SECOND    ATTACK. 

9.  Q.Kt.  to  Q.B.  third.  9.  KKt.  to  K  second. 

10.  Q*B.  to  Q.  second.  10.  Q.B.P.  one  square. 

11.  Q.B.  to  K  square.  11.  Q.  to  Q.B.  fourth.+ 
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12.  K.  to  K.R.  square.  12.  Q.P.  two  squares. 

13.  Q.  to  K.R.  fifth.  13.  Q.   to   Q.  third,  and  has 

certainly  the  best  of  the  game. 


EIGHTH  GAME. 


1.  K,P.  two  squares. 

2.  K,B,P.  two  squares. 

3.  K,  Kt.  to  K.  B.  third. 

4.  K.B.  to  Q.B.  fourth. 

5.  K.  castles. 

6.  Q.  takes  P. 

7.  Q.  P.  one  square, 

8.  Q.B.  to  Q.  second. 

9.  Q.  B.  to  its  third. 

10.  Q.B.  takes  KKt. 

11.  Q.Kt.  to  Q.B.  third. 

12.  Q.Et.  to  its  fifth. 

13.  E.  to  K.R.  square. 


Vlarfu 

1.  K.P.  two- squares, 

2.  K.P.  takes  P. 

3.  K.Kt.P.  two  squares, 

4.  K,  Kt.  P.  one  square. 
6.  P.takesK.Kt. 

6.  Q.  to  K.  B.  third. 

7.  K.B.  to  K.B.  third. 

8.  Q.  Kt.  to  Q.  B.  third. 

9.  Q.Kt.  to  K.  fourth. 

10.  Q.  takes  Q.B. 

11.  K.Kt.  to  E.  second. 


12.  Q.  to  Q.B.  fourth.+ 

13.  It  would  not  be  good  pity 
to  move  Q.  B.  P.  one  square,  because  you  would  plij 
Q.P.  one  square,  and  he  could  not  take  your  K.B. 
without  losing  his  Queen.     The  best  move  is 

Q.R.P.  one  square. 

14.  Q.P.  one  square. 

15.  Q.  to  K.Kt.  fourth. 

16.  Q.P.  takes  P. 

17.  Q.  to  E.Kt.  second. 

18.  K.R.  to  K.B.  square. 

19.  Q.B.  to  Q.  second. 

20.  E.  castles. 

21.  Q.B.  to  E.  third. 

22.  Et  to  Q.  fourth. 

23.  Q.B.  takes  Et. 


14.  Q.Et.  to  Q.B.  third. 

15.  Q.R.  to  E.  square. 

16.  E1.P.  one  square. 

17.  Q.Et.  to  K  fourth. 

18.  Q.  to  E.R.  fifth. 

19.  Q.P.  one  square. 

20.  Q.P.  takes  P. 

21.  Et.  to  E.B.  sixth. 

22.  E.B.  to  Q.  third. 

23.  Et.  takes  Et. 
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24.  K.R.  to  K.B.  second.      24.  K.R.  to  KKt.  square. 

25.  Q.  to  E.  second.  25.  K.  B.  to  K.  Kt.  fourth,  and 

has  the  best  of  the  game. 


NINTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares, 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.Kt.  to  K.  B.  third.         3.  K.  Kt.P,  two  squares. 

4.  JT.  B.  to  Q.  B.  fourth.       4.  K.  Kt.  P.  one  square. 

5.  Q.  P«  two  squares  $   playing  this  Pawn  two  squares,  in- 

stead of  castling,  constitutes  the  new  Attack  alluded  to 
page  348. 

In  the  year  1817  I  communicated  this  move  to  that  most 
excellent  Cheaa  player,  J.  H.  Sarratt ;  we  resolved  to  ana- 
lyse the  attack  on  his  restoration  to  health ;  but  his  prema- 
ture death  prevented  it»  and  I  thought  no  more  of  the  move 
until  I  saw  it  first  noticed  in  J.  F.  W.  Koch's  "  Elementar- 
buch  der  Schachspielkunst,"  published  at  Magdeburg  in 
1828.  Mr.  Koch  states  that  it  was  communicated  to  him  by 
the  late  Lieut-Colonel  Donop,  who  told  him  that,  while 
he  was  conmiander  of  Brussels,  during  the  late  war  with 
France,  he  often  played  at  the  Chess  Club  there  with  an 
Englishman,  who  was  accustomed  to  play  this  unusual 
move,  and  always  won  by  it 

Koch  has  given  many  Variations  on  this  game,  some  of 
which  are  well  jdayed;  the  ninth  and  tenth  games  are 
taken  from  his  work. 

In  1829  there  was  published  at  Bombay  a  thin  quarto 
volume  of  63  pages,  entitled  **  An  Analysis  of  the  Muzio 
Gambit,"  &c.  &c.     See  the  full  title,  page  178. 
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This  analysis  of  the  Muzio  Gambit  contains  the  sune 
attack  as  Kodi's  work^  but  much  more  skilfully  and  accu- 
rately played.  The  whole  of  it  will  be  found  in  the 
Eleventh  and  succeeding  Ghimes. 

Should  further  investigation  prove  that  this  attack  is 
quite  sound,  it  will  follow  that  the  King's  Knight's  Pawn 
must  not  be  advanced  on  the  fourth  move,  and  conse- 
quently the  Defence  of  the  King'^s  Gambit  will  be  re- 
stricted to  playing  in  lieu  of  that  move  K.  B.  to  K.Et 
second,  as  in  the  Fourteenth  and  succeeding  Games.    See 

page  297. 

5.  P.  takes K.Kt. 

6.  Q.  takes  P.  6.  KB.  to  E.R.  third. 


7.  K.  castles. 


FIRST   DEFENCE. 


7.  Q.P.  one  square. 

8.  Q.B.  takes  P.  8.  K.B.  takes  B. 

9.  KB.  takes  KB. P.+ 

In  the  first  place, 

9.  E.  takes  K.  B. 
10.  Q.  takes  K.B.+  10.  K    to    K.Et.    third;  it 

would  be  better  to  play  E.Kt.  to  E.B.  third. 

1.  Q.  to  KB.  8eventh.+  11.  K  to  E.R.  third. 

2.  Q.Et.  to  Q.B.  third.  12.  Q.  to  K  second  (A.) 

3.  Q.  to  KB.  fourth.+  13.  K  to  KEt  third. 

4.  Q.Et.  to  Q.  fifth.  14.  Q.  to  KKt.  fourth. 

5.  Q.  to  KB.  seventh.+  15.  K  to  KR.  third. 

6.  Q.  to  KB.  eighth.+  16.  K  to  E.R.  fourth. 

7.  Et  to  KB.  fourth.+  17.  K  to  KR.  fifth. 

8.  KEt.P.  checks.  18.  K  to  KEt.  fiftk 

9.  Q.  takes  Q.  B.  and  wins. 

(A.) 

12.  Q.B.P.  one  square. 
13.  E.P.  one  square.  13.  Q.P.  one  square. 
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14.  K.R.  to  E.B.  third.  14    Q.  to  K  second. 

15.  Q.  to  KB.  fourth.^  15.  E.  to  E.R.  fourth. 

16.  KR.P.  one  Bqnare.  16.  Q.  to  K.Et  fourth. 

17.  Q.  to  KB.  8eventh.+  17.  Q.  to  E.Et.  third. 

18.  E.Et.P.  two  squares.^  18.  K  to  KR.  fifth. 

19.  Q.  to  KB.  fourth.  19.  E.Et.  to  E.  second. 

20.  Q.  to  E.Et.  third.^  20.  K  to  E.Et.  fourth. 

21.  KR.P.  checks.  21.  K  to  E.R.  third. 

22.  R,  to  E.B.  sixth,  and  will  win. 

In  the  second  placet 

9.  E.  to  Q.  second. 

10.  Q.  to  E.R.  third.+  10.  E.  to  Q.B.  third. 

11.  KB.  to  Q.  fifth.+  11.  E.  to  Q.Et.  third. 

12.  Q.  to  Q.Et.  third.+  12.  E.  to  Q.R.  fourth. 

13.  Q.  to  Q.R.  third.+  13.  E.  to  E.Et  third. 

14.  Checkmates  in  three  moves. 

In  tfie  third  placcy 

9.  E.  to  K  second. 

10.  Q.  takes  KB.  10.  E.  to  Q.  second. 

11.  Q.  to  KB.  fifth.+  11.  K  to  Q.B.  third. 

12.  Q.  to  Q.  fifth.+  12.  E.  to  Q.Et.  third. 

18.  Q.  to  Q.Et  third.+  13.  If  he   play  E.   to   Q.B. 

third,  you  check  with  E.  B.  at  Q.  fifth,  and  afterwards 
with  Q.  at  E.  R.  third,  winning  speedily ;   therefore 

K  to  Q.R.  fourth. 

14.  Et.  to  Q.R.  third.  14.  Q.  to  Q.  second. 

15.  Checkmates  in  four  moves. 

SECOND   DEFENCE. 

7.  Q.  to  E.B.  third. 

8.  E.P.  one  square.  8.  Q.  tb  E.B.  fourth. 

9.  Q.Et.  to  Q.B.  third.  9.  KEt.  to  K  second. 

10.  You  may  play  Q.  Et.  to  E.  fourth,  see  the  First  Gtune, 
page  351,  where  the  position  is  the  same,  though  the 
moves  occur  in  a  different  order  :  or  you  may  play  as 
Eoch  directs,  viz. 
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KB.  to  Q.  third. 

11.  Q.K  takes  P. 

12.  Q.  takes  KB. 

13.  Q.B.  to  K  square. 


10.  Q.  to  K  third. 

11.  KB.  takes  B. 

12.  Q.Kt.  to  Q.B.  third. 


In  thejirtt  place^ 

13.  KEt.  to  Q.  fourth. 

14.  Et.  takes  Et.  14.  Q.  takes  Et 

15.  Q.B.P.  two  squares.         15.  Q.  to  K  third. 

16.  Q.P.  one  square,  and  has  the  best  of  the  game. 

In  the  second  place. 


14.  P.  takes  P.  en  poMsant. 

15.  Q.  takes  KB.P.-** 

16.  Q.P.  one  square. 

17.  Q.  to  E.Et  seventh. 

18.  KB.  takes  Et. 

19.  E.R.  to  KB.  sixth. 

20.  E.  to  K.R.  square. 

21.  Q.R.  takes  B. 

22.  Q.  to  KEt.  eighth.^ 

23.  Et.  to  E.  fourth. 

24.  R.  to  E.  B.  seventh.-*- 

25.  Q.  to  KEt  fourth.-*- 

26.  Et.  to  Q.  sixth.+ 

27.  R.  takes  Et.+ 

28.  Q.  takes  Q.,  and  ought 


13.  Q.P.  two  squares. 

14.  Q.  takes  P. 

15.  K  to  Q.  square. 

16.  Q.Et  to  K  fourth. 

17.  Q.Et.  to  KEt.  third. 

18.  Et.  takes  KB. 

19.  Q.  to  Q.B.  fourth.+ 

20.  E.R.  to  K  square. 

21.  K  takes  R. 

22.  E.  to  Q.  second. 

23.  Q.  to  Q.  fifth. 

24.  Et.  to  E.  second. 

25.  E.  to  E.  square. 

26.  P.  takes  Et. 

27.  K  takes  R. 
to  win. 


TENTH  GAME. 


m)itf. 

1.  JSr.P.  two  squares^ 

2.  K*  B.  P.  two  squares. 

3.  K.Kt.  to  K.B.  third. 


Vlarit. 

1.  K.P.  two  squares. 

2.  K.P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 
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4.  JT.  B.  to  Q.  B.  fourth.        4.  K.  Kt.  P.  one  square. 

5.  Q.  P.  two  squares.  5.  P.  takes  K.  Kt. 

6.  Q.  takes  P.  6.  If  he  check  with  Q.  jou 

interpoee  K.KtP.,  which    he  cannot   take   without 

losing.     But  suppose 

Q.  to  E.B.  third. 

7.  K.P.  one  square.  7.  Q.  to  E.B.  fourth. 

8.  Q.Kt.  to  Q.B.  third;  instead  of  this  move,   Ghulam 

Kaflsim  makes  the  White  castle,   which  is  upon  the 
whole  a  somewhat  better  move. 

FIRST   DEFEMCS. 

8.  E.B.  to  KB.  third. 

9.  I  think  the  best  move  is  to  castle  ;    Koch,    however, 

directs  White  to  play 

Q.Et.  to  Q.  fifth.  9.  K.  to  Q.  square. 

10.  E.B.  to  Q.  third.  10.  Q.  to  K.  third. 

11.  Q.Kt  takes  Gambit  P.  11.  E.B.  takes  Et 

12.  Q.B  takes  B.  12.  Q.P.  two  squares. 

13.  Q.B.  checks. 

In  the  first  place, 

13.  E.Et.  to  K  second. 

14.  K  castles  with  E.R.  14.  Q.Et.  to  Q.B.  third. 

15.  Q.  to  K.B.  fifth.  15.  Q.Et.  takes  Q.P. 

16.  Q.B.P.  one  square.  16.  Q.  to  Q.Et.  third. 

17.  Q.B.  takes  Et.+  17.  E.  takes  Q.B. 

18.  E.R.  takes  P.-^  18.  E.  to  Q.  square. 

19.  Q.  to  E.Et.  fifth.^  19.  E.  to  E.  square. 

20.  Q.  checkmates. 

In  the  second  place, 

13.  E.B.P.  one  square. 

14.  Q.B.  takes  P.+  14.  E.Et  takes  B. 

15.  Q.  takes  Et+  15.  Q.  takes  Q. 

16.  E.P.  takes  Q.  and  will  win,  or  at  least  draw,  says  Eoch. 

As  White  has  only  two  pawns  for  the  piece,  it  seems  to 
me  difficult  for  him  to  draw. 
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SECOND   DEFENCE. 


8.  Q.B.P.  one  square. 

9.  K.B.  to  Q.  third.  9,  Q.  to  K.  third. 

10.  K.  castles.  10.  Q.P.  two  squares. 

11.  JLT.  takes  F.  en  passant    11.  E.B.  takes  P. 

12.  Q.B.  takes  P.  12.  E.Et.  to  E.  second. 

13.  Q-R.  to  E.  square.  13.  Q.  to  Q.  second. 

14.  Q.Et.  to  E.  fourth,  and  will  win. 


VARIATION, 

BEGINNING    AT  THE    SBVCNTII    MOVE   OP  THE   BLACK. 

1.  K.  P.   two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  Q.  P.  two  squares.  5.  P.  takes  K.  Kt. 

6.  Q-  takes  P.  6.   Q.  to  K.  B.  third. 

7.  K.  P.  one  square.  7.  Q.  to  Q.  Et  third. 

8.  Q.B.P.  one  square.  8.  E.B.  to  E.R.  third. 

9.  Q.B.  takes  P.  9.  If  he  take  Q.Et.P.  yoo 

should  take  E.B.  P.  with  ElB.,  and  you  will  have  ft 

fine  game.     But  if 

E.B.  takes  B. 

10.  Q.  takes  E.B.  10.  Q.  to  E.Et.  third. 

11.  E.  castles.  11.  KEt.  to  E.R.  third. 

12.  E.R.  to  E.B.  third.  12.  E.R.  to  E.Et  square. 

13.  E.R.  to  E.Et.  third.  13.  Q.  to  E.R.  fourth. 

14.  E.R.  takes  R.+  14.  E.Et.  takes  R. 

15.  Q.Et.  to  Q.  second.  15.  Q.Et.  to  Q.B.  third. 

16.  Q.R.  to  E.B.  square. 

FIRST   DEFENCE. 

16.  E.Et.  to  E.R.  third. 

17.  Q.Et.  to  E.  fourth. 
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In  the  Jirst  place, 

17.  K.  to  K.B.  square. 

18.  R.  to  K.B.  third.  18.  Q.Kt.  to  Q.  squai-e. 

19.  Kt,  to  K.B.  sixth.  19.  Q.  to  K.Kt.  third. 

20.  R.  to  KKt.  third.  20.  Q.  to  Q.Kt.  eighth.+ 

21.  K.B.  to  its  square,  and  wins  easily. 

In  the  second  place, 


18.  R.  to  KB.  third. 

19.  R.  to  K.Kt.  third. 

20.  Kt.  to  K.B.  sixth.+ 

21.  Q.  takes  Kt. 


17.  Q.  to  K.Kt.  third. 

18.  Q.Kt.  to  Q.  square. 

19.  Q.  to  Q.B.  third. 

20.  K.  to  K.  second. 

21.  Q.  takes  K.B. 


22.  R.  to  K.Kt.  eighth,  and  wins. 


SECOND   DEFENCE. 


17.  Kt.  to  K  fourth. 

18.  KB.  to  Q.  third. 

19.  Q.  to  KB.  third. 

20.  Q.P.  one  square. 

21.  Kt.  to  KB.  sixth.+ 

22.  Kt.  takes  Kt. 

23.  Q.  to  KB.  sixth.+ 

24.  Q.P.  one  square,  and 


16.  Q.Kt.  to  Q.  square. 

17.  Q.  to  KKt.  third. 

18.  Q.Kt.  to  K  third. 

19.  Q.  to  KKt.  second. 

20.  Q.Kt.  to  KB.  square. 

21.  K  to  Q.  square. 

22.  Q.  takes  Kt. 

23.  K.  to  K  square, 
will  win. 


ELEVENTH  GAME. 


1.  K,P,  two  squares, 

2.  K.  B.  P,  two  squares. 
3-  K.  Kt.  to  K.  B.  third. 
4.  K.B.  to  Q.B. fourth. 
6.  Q.P.  two  squares. 


Vlaciu 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K  Kt.  P.  two  squares. 

4.  K.  Kt.  P.  one  square. 

5.  K.  Kt.  P.  takes  Kt. 


B   B 
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6.  Q.  takes  P.  6.  He  may  now  play  Q.P. 

two  squares,  see  the  Thirteenth  Grame  ;  or  Q.  to  KB. 
third,  see  the  Seventeenth  Grame;  or  Q*  to  K.R.  fifth, 
see  the  Variation  ;  or  he  may  play 

Q.P.  one  square. 

7.  K.  castles.  7.  If   he  play   Q.B.  to  K. 

third,  see  the  Twelfth  Game.     But  if 

Q.  to  KB.  third. 

8.  You  may  play  Q.  Kt.  to  Q.  R.  third,  see  the  Sixteenth 

G-ame ;  or 
E.  to  K.  R.  square.  8.  K  he  take  P.  with  Q.  see 

the  Eighteenth  Grame.     But  if 

K.B.  to  E.R.  third. 

9.  Q.Kt.  to  Q.B.  third.  9.  If  he  take  P.  with  Q.  see 

the  Fourteenth  Grame.  If  he  pky  Q.Kt  to  Q.B. 
third,  see  the  Fifteenth  G-ame.     But  if 

E.Et.  to  K.  second. 

10.  E.P.  one  square.  10.  Q.P.  takes  P. 

11.  Q.P.  takes  P.  11.  Q.  takes  P. ;   if  he  pUj 

Q.  to  K.  B.  fourth,  see  the  Nineteenth  Game. 

12.  Q.B.  to  Q.  second.  12.  Q.  to  Q.  fifth. 

13.  Q.  to  E.  second. 

FIRST   DEFENCE. 

13.  P.  to  E.B.  sixth. 

14.  E.B.  takes  E.B.P.+         14.  E.  to  Q.  square. 

15.  E.R.  takes  P.  15.  K  he  take  4b.,  you  will 

win  the  Queen  by  playing  E.  R.  to  Q.  third  ;  therefore, 

Q.B.  to  E.Et  fifth. 

16.  Q.B.  takes  B.  16.  Q.B.  takes  R. 

17.  Q.  takes  B.  17.  Q.Et.  to  Q.  second. 

18.  Q.R.  to  Q.  square.  18.  Q.  to  Q.Et.  third. 

19.  Q.  to  E.R.  third.  19.  Q.  to  Q.B.  third. 

20.  E.B.  to  E.  sixth,  and  will  win. 

SECOND   DEFENCE. 

13.  Q.B.  to  E.  third. 
14.  KB.  takes  B.  14.  P.  takes  E.B. 
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15.  Q.  to  E  R.  fifth  +  15.  Kt.  interposes. 

16.  Q.  takes  B.  16.  Q.  takes  B. 

17.  Q.R.  to  Q.  square. 

In  the  first  place^ 

17.  Q.  to  K.  sixth. 

18.  E.B.  to  K.  square.  18.  Q.  to  Q.Kt.  third. 

19.  Kt.  to  Q.  fifth.  19.  Q.  to  Q.B.  third. 

20.  Q.  to  K.Et.  seventh,  and  wins  the  Queen. 

In  tfie  second  place, 

17.  Q.  takes  Q.B.P, 

18.  E.R.  to  K.  square.  18.  K  he  play  K.P.  one  ^., 

you  should  play  Q.  to  K.  Kt  seventh.     But  if 

Q.  to  K.B.  fourth, 

19.  Q.  to  K.Kt  seventh.        19.  If  he  play  K.R.  to  K.B. 

square,  you  should  take  Q.  B.  P.  with  Q. ;  and  if  he 
then  play  K.Kt.  to  K.  second,  you  play  Kt.  to  K. 
fourth,  winning  the  Queen.     But  if 

Q.  to  K.B.  second. 

20.  Q.R.  to  Q.  eighth.-^^         20.  K.  to  K.  second, 

21.  Kt.  to  Q.  fifth.+  21.  K.  takes  R. 

22.  Q.  takes  Q.  22.  K.P.  takes  Kt. 

23.  Q.  takes  K.P.+  23.  Q.Kt.  interposes. 

24.  R.  to  Q.  square.  24.  K.Kt.  to  K.B.  square. 

25.  Q.  to  KKt.  fifth.+  25.  K.  to  K.  square. 
2a  Q.  to  K.Kt.  seventh.        26.  K.Kt.  to  its  third. 

27.  R.  takes  Q.Kt.  27.  K.R.  to  KB.  square. 

28.  Q.  takes  KR.P.  28.  Q.R.  to  Q.B.  square. 

29.  R.  to  K.Kt.  seventh,  winning  the  Knight. 


VARIATION, 

BEGINNING   AT   THE    SIXTH    MOVE   OP  THE   BLACK. 

6.  Q.  to  K.R.  fifth.+ 

7.  K.KtP.  one  square.  7.  Q.  to  K.R.  sixth. 

8.  Q.  B.  takes  P.  8.  If  he  play  K.  Kt.  to  K.  B. 

B  B  2 
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third,  he  will  lose  a  piece.  K  he  play  Q*  P.  one  sqoire, 
or  Q.Kt.  to  Q.B.  third,  you  should  take  KKP., 
cheeking.  If  he  play  K.  Kt.  to  K.  R.  third,  you  should 
take  it  with  Q.  B.  ;  if  he  take  it  with  K.  B.  he  loses 
K.R. ;  if  he  take  with  Q.,  you  take  K.B.P.  with  K.B., 
checking,  and  then  castle,  &c.     But  suppose  he  plays 

K.B.P.  one  square. 
9.  Q.  to  Q.Kt.  third. 

FIRST   DEFENCE. 

9.  K.Kt.  to  K.R.  third. 

10.  Q.Kt.  to  Q.B.  third.  10.  Q.B.P.  one  square. 

11.  K.  castles  with  Q.R.  .11.  Q.P.  one  square. 

12.  K.R.  to  K.  square.  12.  Q.  to  Q.  second. 

13.  K.P.  one  square.  13.  K.B.P.  takes  P. 

14.  Q.P.  takes  P.  14.  Q.P.  one  square. 

15.  P.  to  K.  sixth.  15.  K  he  play  Q.  to  K.  second, 

you  should  take  P.  with  K.  B.,  and  on  his  taking  E.B. 
you  retake  with  Kt,  winning  the  Queen.     But  if 

Q.  to  K.Kt.  second. 

16.  P.  to  K.  seventh.  16.  K.B.  takes  P. 

17.  K.B.  takes  P.  17.  K.  to  B.  square. 

18.  KB.  to  K.  sixth.  18.  Q.B.  takes  B. 

19.  Q.  takes  Q.B.,  and  wins  easily. 

SECOND    DEFENCE. 

9.  Q.  to  K.Kt.  seventh. 

10.  KR.  to  KB.  square.       10.  Q.  takes  K.P.+ 

11.  K.  to  KB.  second.  11.  Q.  takes  Q.P.+ 

12.  K.  to  Kt.  second.  12.  Q.  to  K.  fifth.+ 

13.  KR.  interposes.  13.  Q.  to  KKt.  third. 

14.  Kt.  to  Q.B.  third. 

In  the  first  place, 

14.  If  he  play  Q.Kt  to  Q-B- 
third,  you  play  Q.  Kt.  to  its  fifth,  and  win  ;  therefore, 

K  to  Q.  square. 

15.  Q.R.  to  K  square.  15.  KB.  to  K  second. 
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16.  Et.  to  Q.  fifth.  16.  If  he  play  Q.Kt.  to  Q.R. 

third,  jou  would  take  it  with  K.  B.  U*  he  play  Q.  P. 
one  square,  you  take  Q.  B.  P.  with  Q.  Kt.     But  if 

K.B.  to  Q.  third. 

17.  Q.B.  takes  B.  17.  Q.B.P.  takes  B. 

18.  Q.  to  Q.K.  third.  18.  If  he  take  Q.B.P.,  check- 

uigy  JOU  interpose  K.R. ;  and  if  he  then  take  K.B., 
you  take  P.  at  Q.  sixth,  and  win.     But  if 

K.  B.  P.  one  square. 

19.  K.R.  takes  K.B.P.  19.  If  he  take  R.  with  Q.,  you 

take  P.  with  Q.,  and  on  his  taking  your  P.,  checking, 
you  move  E.  to  K.  Kt.  square,  and  Black  cannot  avoid 
the  checkmate.     But  if 

K.Kt.  to  K.R.  third. 

20.  K.R.  to  K.B.  sixth.         20.  Q.  takes  Q.B.P.+ 

21.  K.  to  K.R.  third.  21.  Q.  takes  K.B. 

22.  Q.  takes  P.  22.  Q.  to  K.Kt  fifth.+ 

23.  K.  to  Kt.  second,  and  checkmates  in  two  moves. 

In  tJie  second  placey 

14.  Q.P.  one  square. 

15.  Q.R.  to  K.  square.'*'  15.  K.B.  interposes. 

16.  Kt.  to  Q.Kt.  fifth.  16.  K.  to  Q.  square.     (A.) 

17.  Kt.  takes  Q.B.P.  17.  K.  takes  Kt. 

18.  K.B.  takes  K.Kt.  18.  K.R.  takes  B.     (B.) 

19.  Q.R.  takes  B.+  19.  Q.B.  interposes. 

20.  Q.  to  K.  sixth.  20.  If  he  play  K.  R.  to  K.  Kt. 

second,  you  take  P.  with  Q.,  checking,  and  then  play 
K.R.  to  Q.B.  third.     But  if 

K.B.P.  one  square. 

21.  Checkmates  in  five  moves. 

(A.) 

16.  Q.Kt.  to  Q.R.  third. 

17.  Kt.  takes  Q.B.P.+  17.  Q.Kt.  takes  Kt. 

18.  Q.B.  takes  Q.P.  18.  K.  to  Q.  square. 

19.  Q.B.  takes  Kt.+  19.  K.  takes  Q.B. 

20.  B.  takes  K.Kt.  20.  K.R.  takes  B. 


374 


MUZIO   GAMBIT. 


21.  Q.R.  takes  B.*^  21.  If   he  interpoae  B^  jroa 

will  take  it  with  R.,  checking  ;  and  on  the  E.  takii^ 
B.,  you  take  Q.Et.P.  with  Q.,  and  win  the  Qoem  for 
a  Rook.     But  if 


22.  Q.  to  Q.Kt  fourth. 
28.  Q.  to  Q.  8ixth.+ 

24.  Q.  to  Q.B.  fifth.+ 

25.  Q.  to  Q.B.  seventh.^ 

26.  K.R.  to  Q.Kt.  third. 

27.  Q.  to  Q.B.  fifth.+ 


K.  to  Q*Et.  sqojffe. 

22.  Q.R.P.  one  aqnaie. 

23.  K.  to  Q.R.  aeoond. 

24.  K.  to  Q.Kt.  square. 

25.  K.  to  Q.R.  second. 

26.  Q.R.  to  Q-Kt  square. 

27.  K.  to  Q.R.  square. 


28.  K.  R.  to  Q.  Kt.  sixth,  and  wins  the  Queen,  or  chedonales 
in  a  few  moves. 


19.  Q.R.  takes  B.+ 

20.  Q.  to  Q.  third. 

21.  Q.  takes  Q.P. 


(B.) 

18.  Q.  takes  E.B. 

19.  Q.B.  interposes. 

20.  E.  to  E.  square. 

21.  Q.  to  E.B.  square. 


22.  K.R.  to  Q.B.  third,  and  Black  cannot  avoid  cheekmate. 


TWELFTH  GAME. 


1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares. 

3.  K.  Kt.  to  K.  B.  third. 

4.  K.B.  to  Q,D.  fourth. 

5.  Q.  P.  two  squares. 

6.  Q.  takes  P. 

7.  K.  castles. 

8.  Q.P.  one  square. 

9.  Q.B.  takes  P. 

10.  K.P.  one  square. 

11.  Q.B.  takes  P. 


Vlark. 

1.  K.  P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 

4.  K.Kt.  P.  one  square. 

5.  K.Kt.P.  takes  KU 

6.  Q.  P.  one  square. 

7.  Q.B.  to  E.  third. 

8.  Q.B.  to  Q.  second. 

9.  Q.  to  E.  second. 

10.  Q.P.  takes  P. 

11.  K.B.P.  one  square;  to 
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is  a  better  move  than  taking  Q*  B.,  or  checking  with 
Q.  at  Q.B.  fourth,  and  then  taking  K.B. 

12.  Q.B.  to  Q.  fourth.  12.  K  to  Q.  square. 

13.  Q.Kt.  to  Q.B.  third.       13.  Q.  to  E.Et.  second. 

14.  Q.Kt.  to  K.  fourth.  14.  E.B.  to  E.  second. 

15.  Q.  to  Q.B.  third.  15.  Q.B.P.  two  squares ;  this 

move  is  played  to  prevent  jou  from  taking  E.B.P. 
with  KEt. 

16.  Et  takes  Q.B.P.  16.  E.B.  takes  Et. 

17.  Q.B.  takes  B.  17.  In  the  Variation  he  plays 

E.Et.  to  E.  second.     But  suppose 

E.R.  P.  two  squares. 

18.  Q.  to  Q.K.  fifth  +  18.  If  he  play  Q.Et.P.   one 

square,  you  take  P.  with  Q.  B.,  checking ;  if  he  take 
Q.  B.,  you  will  take  B.  with  Q.,  and  afterwards  win  a 
piece.     But  if 

E.  to  Q.B.  square. 

19.  Q.R.  to  E.  square. 

FIRST   DEFENCE. 

19.  K  he    play  B.   to  E.R. 
sixth,  you  would  checkmate  in  two  moves.     But  if 

Q.Et.P.  one  square. 

20.  Q.B.  takes  P.  20.  Q.R.P.  takes  B. 

21.  Q.  takes  Q.R.  21.  KEt.  to  E.  second. 

22.  E.B.  to  Q.R.  8ixth.+       22.  E.  to  Q.B.  second. 

23.  Q.  to  Q.Et.  seventh.^     23.  E.  to  Q.  third. 

24.  Q.  takes  Q*EtP.,  checks,  and  wins. 

SECOND   DEFENCE. 

19.  E.Et.  to  E.R.  third. 

20.  Q.R.  to  E.  seventh.         20.  Q.  to  E.Et.  square. 

21.  Q.B.  to  Q.  sixth. 

In  the  first  place^ 

21.  Q.  to  Q.  square. 

22.  Q.  to  Q.B.  fifth.+  22.  Q.Et.  interposes. 

23.  Q.P*  takes  Et  23.  Q.  to  Q.Et  third;  if  he 
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had  taken  the  P.  he  would  have  been  checkmated  in 
one  or  two  moves. 
24.  P.  takes  P.,  gives  double  check,  and  will  chedanste  in 
two  moves. 

In  the  second  placej 

21.  Q.Kt.P.  one  square* 

22.  Q.  to  Q.B.  third.  22.  K.  to  Q.Kt.  second. 

23.  K.B.  to  Q.Kt.  fifth.         23.  Q.  to  C^B.  square. 

24.  Q.R.  takes  B.+  24.  Q.Kt.  takes  R. 

26.  K.B.  to  Q.B.  sixth,  checks,  and  wins  the  Queen. 


VARIATION, 

BKOINNINQ    AT   THE   8EVKNTEENTH    MOVE   OF   THE    BLACK. 

17.  K.Kt.  to  K.  second 

18.  Q.  to  Q.R.  fifth.+  18.  If  he   play  Q.Kt.F.  one 

square,  you  should  take  it  with  Q.  B.     But  if 

K.  to  Q.B.  square. 

19.  Q.P.  one  square.  19.  Q.Kt.P.  one  square. 

20.  K.B.  to  Q.R.  8ixth.+       20.  Q.Kt.  takes  B. 

21.  Q.  takes  Kt.+  21.  K.  to  Q.Kt.  square. 

22.  Q.P.  takes  Kt. 

FIRST    DEFENCE. 

22.  Q.Kt. P.  takes  B. 

23.  Q.  to  Q.  sixth.+  23.  K.  to  Q.B.  square. 

24.  K.R.  to  K.B.  third.         24.  Q.  to  KKt.  fourtL 
26.  K.R.  to  Q.B.  third,  and  will  win. 

SECOND    DEFENCE. 

22.  K.  to  Q.B.  second 

23.  B.  to  Q.  sixth.+ 

In  tlie  first  place, 

23.  K.  to  Q.B.  third. 

24.  Q.  to  Q.B.  fourth.  +         24.  K.  takes  B. 
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25.  E.R.  to  K.  square.  25.  B.  to  K.Kt.  fifth. 

26.  Checkmates  in  three  moves. 

In  the  second  place, 

23.  K.  takes  B. 

24.  Q.R.  to  Q.  8quare+         24.  K.  to  Q.B.  second. 

25.  Q.R.  takes  B.+  25.  K.  takes  Q.R. 

26.  Q.  to  Q.Et.  8eventh.+      26.  K.  to  K.  square. 

27.  E.R.  to  K.  square,  and  will  win. 


THIRTEENTH  GAME. 

1.  K,P,  two  squares.  1.  K,P,  two  squares. 

2.  K.  D.  P,  two  squares.  2.  K,  P.  takes  P. 

3.  K.  Kt.  to  K'  S.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.Kt. P.  one  square. 

5.  Q.  P.  two  squares.  5.  P.  takes  K.  Kt. 

6.  Q.  takes  P.  6.  Q.P.  two  squares. 

7.  KB.  takes  P.  7.  If  he   check  with    Q.  at 

K.  R.  fifth,  you  play  K.  Kt.  P.  one  square,  and  will  win. 
But  if 

FIRST   DEFENCE. 

Q.B.P.  one  square. 

8.  E.  B.  takes  E.  B.  P.t     I  have  some  doubts  whether  this 

sacrifice  of  E.B.  be  good  play.  M^or  Jaenisch  states 
that  it  causes  the  loss  of  the  game ;  see  his  mode  of 
play  in  the  First  Variation  ;  instead  of  giving  up  E.B. 
he  recommends  playing  it  to  Q.  B.  third,  as  in  the  Second 
Variation. 

8.  K.  takes  E.B. 

9.  Q.B.  takes  P.     In  the  Third  Variation   this  Pawn  is 

taken  by  the  Queen. 

9.  If  he  take  Q.P.  he  loses 
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the  Queen.  If  he  play  K.  to  K.  square,  you  plaj  B.  to 
K.  fiflh,  and  win.  If  he  play  Q.  to  K.B.  third,  yon 
gain  a  piece,  and  will  win,  from  the  superiority  of  posi- 
tion and  pawns.     But  if 

In  the  first  place^ 

KEt.  to  KB.  third. 
In   the  Fourth  Yariation  Q.B. 


10.  Q.B.P.   one  square. 

takes  Q.Kt. 

11.  B.  to  KEt  fifth. 

12.  E.  castles. 

13.  E.P.  one  square. 

14.  Q.  takes  R.+ 

15.  Q.B.  takes  Q. 

16.  KR.  takes  B.+ 

17.  KB.  toE.B.  seventh."''     17.  E.  moves. 

18.  E.R.  takes  E.R.P.,  and  ought  to  win. 


10.  E.  to  K  square. 

11.  KB.  to  K  second. 

12.  KR.  to  KB.  square. 

13.  KEt.  to  Q.  fourth. 

14.  KB.  takes  Q. 

15.  K  takes  B. 

16.  E.  to  Q.B.  second. 


In  the  second 

10. 

K  castles. 

10. 

11. 

Et.  to  Q.B.  third. 

11. 

12. 

E.  to  E.R.  square. 

12. 

13. 

Q.R.  to  Q.  square. 

13. 

14. 

Q.B.  to  K  third. 

14. 

15. 

B.  to  Q.  fourth. 

15. 

16. 

E.P.  one  square. 

16. 

17. 

P.  takes  KEt. 

17. 

18. 

Q.R.  to  K  square. 

18. 

19. 

Q.R.  to  K  seventh. 

19. 

20. 

P.  to  E.B.  seventh."'" 

20. 

21. 

P.  takes  KR. 

21. 

22. 

Q.  to  Q.  fifth.-'' 

22 

23. 

Q.  takes  P.+   . 

23. 

24. 

Q.  to  Q.  fifth. 

24. 

25. 

Q.  to  Q.  eighth.-'- 

25. 

26. 

Q.R.  to  K  eighth. 

26. 

plttce^ 

K  to  E.Et.  second. 
K  Et.  to  K  B.  third.  (A.) 
Q.  takes  Q.P.+    (B.) 
E.R.  to  KEt.  square. 
Q.  to  Q.B.  fourth. 
Q.  to  K  second. 
Q.Et.  to  Q.  second. 
K  to  R.  square.    (C) 
Q.  to  E.B.  second. 
Q.B.P.  one  square. 
Q.  to  KEt.  third. 
P.  takes  B.     (D.) 
E.  takes  P. 
E.  to  R.  square. 
KB.  to  E.Et.  second. 
Et  to  KB.  third. 
Et.  to  KEt  square. 
KB.  to  KR.  third.  (E.) 
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27.  K.R.  to  KB.  sixth.        27.  Q.  to  K.Kt.  fourth. 

28.  E.R.  takes  B.  28.  Q.  takes  Q. 

29.  Q.R.  takes  Q.  29.  E.  to  K.Et.  second. 

30.  E.R.  to  its  fifth,  and  wins. 

(A.) 

10.  Q.  takes  Q.P.+ 

11.  Q.B.  interposes.  11.  Q.  to  Q.  second. 

12.  Q.  to  E.Et.  third.+  12.  Q.  interposes. 

13.  Checkmates  in  three  moves. 

(B.) 

11.  E.B.  to  E.  second. 

12.  Q.  to  E.Et.  third.+ 

FIRST    METHOD. 

12.  E.  to  B.  second. 

13.  E.P.  one  square.  13.  It  would  be  bad  play  to 

take  Q.  P.  with  Q.,  checking  ;  therefore, 

E.R.  to  E.Et.  square. 

14.  Q.  to  Q.  third.  14.  E.R.  to  E.Et.  third. 

15.  P.  takes  E.Et  16.  E.B.  takes  P. 

16.  Q.B.  to  E.  fifth. 

In  the  first  'place, 

16.  E.  to  E.Et.  square. 

17.  Q.  to  Q.B.  fourth.+  17.  E.  to  Et.  second  (F.) 

18.  E.R.  takes  B.  18.  R.  takes  R. 

19.  Et.  to  K  fourth.  19.  Et.  to  Q.  second. 

20.  Et.  takes  R.  and  wins  ;   for  if  Black  take  Et.  with  Et., 

you  will  plaj  R.  to  E.  B.  square,  and  win  Et.  &c. 

(F.) 

17.  E.  to  B.  square. 

18.  Et  to  E.  fourth.  18.  Et  to  Q.  second. 

19.  Et  takes  E.B.  19.  Et  takes  Et 

20.  B.  takes  Et  and  wins. 
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In  the  second  place^ 


16.  K.  to  Kt.  second. 

17.  E.R.  takes  B.  17.  R.  takes  R. 

18.  Kt.  to  K  fourth.  18.  Kt.  to  Q.  second. 

19.  Kt.  takes  R.  and  wins. 

SECOND    METHOD. 

12.  K.Kt.  to  its  fifth. 

13.  K.R.P.  one  square.  13.  Q.  takes  P.+ 

14.  K.  to  R.  square.  14.  K  R.P.  two  squares. 

15.  Q.R.  to  Q.  square.  15.  Q.  to  Q.B.  fourth. 

16.  Q.Kt.P.  two  squares.        16.  Q.  takes  P. 

17.  B.  to  K.  fifth,  checks,  and  ought  to  win. 

(C.) 

16.  K.Kt.  to  K.  square. 

17.  K.P.  one  square.^  17.  Q.Kt  to  K.B.  third. 

18.  Kt.  to  K.  fourth.  18.  K.  to  R.  square. 

19.  Kt.  takes  Kt.  19.  K.B.  to  K.Kt.  second. 

20.  Kt.  takes  R.  20.  K.  takes  Kt. 

21.  Q.  to  K.B.  8eventh.+        21.  Q.  takes  Q. 

22.  Checkmates  in  three  moves. 

(D.) 

20.  K.R.  interposes. 

21.  B.  takes  R.+  21.  Q.  takes  B. 

22.  Q.R.  to  K.  eighth.  22.  If  he  play  Kt.  to  K  fourth, 

or  to  Q.Kt.  third,  he  would  be  checkmated  in  three 

moves;  therefore 

K.R.P.  one  square. 

23.  Kt.  to  Q.  fifth.  23.  If  he  play  Kt.  to  K.  fourth, 

you  should  take  K.  B.  with  R.,  winning  a  piece.    V 

Kt.  to  Q.Kt.  third. 

24.  Kt.  takes  Kt.  24.  P.  takes  Kt 

25.  Q.  to  K.  B.  fourth,  and  wUl  win  ;  for  whatever  the  Black 

may  move  he  must  lose  a  piece. 
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(E.) 

26.  KB.  takes  Kt. 

27.  P.  takes  B.  27.  B.  to  K.R.  sixth. 

28.  Q.  to  Q.  fourth.+  28.  Q.  to  K.Kt.  second. 

29.  Q.  takes  Q.+  29.  K.  takes  Q. 

30.  R.  takes  R.,  and  wins. 

SECOND  DEFENCE. 

1.  K.  P.  two  squares.  1.  K,P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.Kt. P.  one  square. 

5.  Q.P.  two  squares.  5.  P.  takes  K.Kt. 

6.  Q.  takes  P.  6.  Q.P.  two  squares. 

7.  KB.  takes  P.  7.  K.Kt.  to  K.B.  third. 

8.  K.  castles. 

In  the  first  place, 

8.  Q.B.P.  one  square. 

9.  K.B.  takes  K.B.P."^  9.  K.  takes  B. 

10.  Q.B.P.  one  square.  10.  K.  to  K.  square. 

11.  Q.B.  takes  P.  11.  K.B.  to  K.  second. 

12.  B.  to  K.Kt.  fifth.  12.  K.R.  to  K.B.  square,  and 

the  position  is  the  same  as  in  the  First  Defence. 

In  the  second  place, 

8.  K.Kt.  takes  B. 
9.  K.P.  takes  Kt.  9.  Q.  to  KB.  third ;  instead 

of  this  move  Black  might  plaj  K.B.  to  Q.  third, 
defending  the  Gambit  Pawn.  Ghulam  Kassim  does 
not  give  this  move,  which  is,  however,  deserving  of 
examination. 

10.  Q.  to  K  fourth.+  10.  K  to  Q.  square. 

11.  Q.B.  takes  P.  11.  Q.  to  K  second. 

12.  Q.  to  KB.  third.  12.  KB.  to  K.Kt.  square. 

13.  Q.Kt  to  Q.  second.         13.  Q.B.  to  KKt.  fifth. 

14.  Q.  to  KB.  second.  14.  Q.Kt.  to  Q.  second. 
16.  Q.B.  to  K  square.  15.  Q.  to  KB.  third. 
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16.  Kt.  to  K.  fourth.  16. 

17.  Q.B.P.  two  squares.  17. 

18.  B.  takes  KB.  18. 

19.  Q.B.P.  one  square.  19. 

20.  Q.P.  takes  P.  20. 

21.  Kt.  to  Q.  sixth.  21. 

22.  Q.  takes  R.  22. 

23.  Q.  to  KEt.  third.  23. 

24.  Kt.  takes  Q.Kt.P.+  24. 

25.  kt.  to  Q.  sixth.+  25. 

26.  Kt.  takes 'K.B.P.+  26. 

or  to  K.  second,  jou  would 
and  win  ;  therefore 

27.  Q.B.P.  one  square.  27. 

28.  Q.P.  one  square.  28. 

29.  Q.  takes  B.+  29. 

jou  would  take  Q.  with  R., 

30.  R.  takes  Kt.,  and  wins. 


Q.  to  K.Kt.  third. 

K.B.  to  Q.  third. 

Q.B.P.  takes  B. 

P.  takes  P. 

K.R.  to  K  square. 

KR.  takes  R. 

K.  to  Q.  B.  second  (6.) 

K.  to  Q.  square. 

K.  to  Q.B.  square. 

K.  to  Q.  square. 

If  he  play  K.  toK  square, 

check  with  Q.  at  K  third, 

K.  to  Q.B.  square. 
Kt.  to  KB.  third. 
Q.  takes  Kt. 
If  he  take  Q.  with  Kt, 
and  win  ;  therefore 
K.  to  Q.  square. 


(G.) 

22. 

23.  Kt  takes  KB.P+  23. 

24.  Q.  to  K  8eventh.+  24. 

25.  R.  to  Q.B.  square.^  25. 

26.  Q.  to  Q.Kt.  fourth.+        26. 

27.  Kt  to  Q.  sixth.  27. 

28.  Q.  takes  Q.KtP.+  28. 

29.  Q.  Kt  P.  two  squares-^      29. 

30.  Q.  takes  Kt.**",  and  wins  the 


Kt  takes  Q.B.P. 
K.  to  Q.B.  second. 
Kt.  interposes. 
K  to  Q.Kt  third. 
K  to  Q.R.  third. 
B.  to  K.  sevepth. 
K  to  Q.R.  fourth. 
K  to  Q.R.  afth. 
Queen  at  the  least. 


FIRST  VARIATION, 

BaoIVNINO   AT   THE   TENTH    MOVE  OF   THE   BLACK. 

mtite.  ISIact. 

1.  K.P,  two  squares.  1.  K.P,  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 
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3.  K.Ku  to  K.B.  third.  8.  K.Kt.P.  two  squares. 

4.  K.  B.  to  Q.  B.  fourth.  4.  K.  Kt.  P.  one  square. 

5.  Q.  P.  two  squares.  5.  P.  takes  K.  Kt. 

6.  Q.  tahes  P.  6.  Q.  P.  two  squares. 

7.  K.  B.  tahes  P.  7.  Q.  B.  P.  one  square. 

8.  K.  B.  tahes  K.  B.  P  +  8.  K.  tahes  K.  B. 

9.  Q.  B.  tahes  P.  9.  K.  Kt.  to  K.  B.  third. 

10.  Q.B.P.  one  square.         10.  Q.B.  to  K.Kt  fifth. 

11.  If  yon  play  Q.  to  KKt.  third,  he  will  move  K.B.  to 

K.  Kt.  square  ;   therefore 

Q.  to  K.  third.  11.  KB.  to  KKt  second. 

12.  K  castles.  12.  KR.  to  K  square. 

13.  Q.B.  to  KKt  fifth.         18.  K  to  KKt  square,  and 

Black  has  the  best  of  the  game.  If,  on  the  tenth  move, 
yon  had  played  KP.  one  square,  Black  would  have 
taken  Q.  P.  with  Q.,  and  on  your  taking  K  Kt.  have 
checked  with  K  B.,  and  afterwards  with  K  B.,  having 
a  good  game. 

SECOND  VARIATION, 

IIEGIKIIIMQ   AT  THE    EIGHTH    MOVE   OF  THE  WHITE. 

«B(ttf.  ISlaclu 

1.  K.P.  tnH>  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  tahes  P, 

3.  K.  Kt.  to  K.  B,  third.  8.  K.  Kt.  P.  two  squares. 

4.  KB.  to  Q.B.  fourth.  4.  K.Kt. P.  one  square. 

5.  Q.  P.  two  squares.  5.  P.  tahes  K.  Kt. 

6.  Q.  tahes  P.  6.  Q.  P.  two  squares. 

7.  K.B.  tahes  P.  7.  Q.B.P.  one  square. 

8.  KB.  to  Q.Kt  third.  8.  Q.  takes  Q.P. 

9.  Q.B.  takes  P.  9.  If  he  take  Q.KtP.,  you 

move  Q.  to  KR.  fifth,  kc     But  if 

KKt  to  KB.  third. 

10.  Q.Kt  to  Q.  second.  10.  Q.B.  to  KKt  fifth. 

11.  Q.  to  KKt  third.  11.  If  he  play  Q.Kt  to  Q. 

8e<x)nd,  you  move  Q.B.P.  one  square,  and  afterwards 
KP.  one  square.     But  if 
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K.Kt  takes  KP. 

12.  Q.Kt.  takes  Kt.  12.  Q.  takes  Kt.+ 

13.  Q.  to  K.  second,  and  jou  have  a  good  game. 


THIRD  VARIATION, 

BEOINNINQ   AT   THE  NINTH    MOVR    OP   THB  WHITB. 

C«|ite.  VUrlu 

1.  K,P,  two  squares.  1.  K,P.  tfvo  squares. 

2.  K,B.P.  two  squares,  2.  K.P.  takes  P. 

3.  K.Kt.  to  KB.  third.  3.  K.Kt. P.  two  squares. 

4.  KB.  to  Q.B.  fourth.  4.  K.Kt. P.  one  square. 

5.  Q.  P.  two  squares.  5.  P.  takes  K.  Kt. 

6.  Q.  takes  P.  6.  Q.  P.  two  squares. 

7.  K.  B.  takes  P.  7.  Q.  B.  P.  one  square. 

8.  K. B.  takes  K. B.  P.+  8.  K.  takes  KB. 

9.  Q.  takes  P.+ 

FIRST   DEFENCE. 

9.  Q.  to  KB.  third. 

10.  Q.  to  Q.B.  8eventh.+        10.  If  he  interpose  any  piece 

but  the  Queen,  you  play  K.  R.  to  K.  B.  square.    If  he 
play  Q.  to  K.  second,  you  castle,  and  afterwards  take 

Q.B.  ;   therefore 

K.  to  K.Kt.  third. 

11.  K.R.  to  K.B.  square.         11.  Q.  to  K.Kt.  second. 

12.  Q.  takes  Q.B.  12.  K.Kt.  to  K.B.  third. 

13.  Q.  to  K.B.  fifth.+  13.  K.  to  K.B.  second. 

14.  K.P.  one  square,  and  will  win. 

SECOND    DEFENCE. 

9.  K.Kt.  to  K.B.  third. 
10.  K.P.  one  square.  10.  K.B.  to  K.Kt.  second 

11    K.  castles.  11.  K.R.  to  K.B.  square. 

12.  If  you  take  K.Kt.  with  K.P.,  he  will  play  K.  to  Kt 

square,  and  have  the  best  of  the  game.     Suppose  yoo 

play 
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Q.  to  K.R.  fourth. 

13.  Q.B.  to  K.Kt  fifth. 

14.  Q.Kt.  to  Q.B.  third. 

will  wiD. 


12.  K.  to  K.Kt.  square. 

13.  Q.Kt.  to  Q.  second. 

14.  K.R. P.   one  square^  and 


FOURTH  VARIATION, 

BEOINNINO    AT   THE  TENTH    MOVE   OF  THE   WHITE. 


SBttte. 

1.  K.P,  two  squares. 

2.  K.  B.  P.  two  squares, 

3.  K.  Kt.  to  K.  B,  third. 

4.  K.B.  to  Q.B.  fourth. 

5.  Q.P.  two  squares, 

6.  Q.  takes  P. 

7.  K.B.  takes  P. 

8.  K.B.  takes  K.B. P. + 

9.  Q,B.  takes  P, 

10.  Q.B.  takes  Q.Kt. 

11.  Q.6.P.  one  square. 

12.  Q.  to  KB.  fourth. 

13.  EL  P.  one  square. 

14.  Q.P.  takes  B. 

15.  K.  to  K.B.  second. 

16.  K.  to  K.Kt.  third. 

afterwards  checks  with 


Vlacft. 

1.  K.P.  two  squares. 

2.  K,  P,  takes  P, 

3.  K,  Kt,  P,  two  squares, 

4.  K.  Kt.  P,  one  square, 

5.  P,  takes  Kt. 

6.  Q,  P.  two  squares, 

7.  Q,  B.  P,  one  square, 

8.  A':  takes  B, 

9.  K,  Kt,  to  K,  B.  third. 

10.  Q.R.  takes  B. 

11.  Q.B.  to  K.Kt.  fifth. 

12.  K.B.  to  Q.  third. 

13.  KB.  takes  KP. 

14.  Q.  to  Q.  eighth  + 

15.  Q.  to  K  seventh."*" 

16.  Q.B.  to  KB.  fourth,  and 
K  R.y  winning  easily. 


FOURTEENTH  GAME. 


1.  K.P.  two  squares, 

2.  K.B. P.  two  squares. 

3.  K.Kt  to  KB.  third. 

4.  K.B.  to  Q.B.  fourth. 


VUuft. 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.  Kt.  P.  two  squares, 

4.  K.  Kt.  P.  one  square. 


c  c 
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5.  Q.P.  two  squares.  5.  P.  takes  Kt. 

6.  Q.  takes  P.  6.   Q.P.  one  square. 

7.  K.  cables.  7.  Q.  to  K,  B.  third. 

8.  K.  to  K.  R.  square.  8.  K.  B.  to  K.  R.  third. 

9.  Q.  Kt.  to  Q.  B.  third.  9.  Q.  takes  P. 

10.  KB.  takes  K.B.P+  10.  K.  takes  KB. 

11.  Q.  to  KR.  fifth.+ 

FIRST    DEFENCE. 

11.  K  to  KKt.  second. 

12.  Q.B.  takes  P.  12.  If  he  play   Q.B.  to  K. 

third,  you  will  checkmate  in  two  moves.     K  he  pl»y 

Q.  to  K.  B.  third,  you  will  win  the  Queen  at  the  least ; 

therefore 

KB.  takes  B. 

13.  KR.  takes  B.  13.  KKt.  to  KB.  third. 

14.  Q.  to  KKt.  fifth.+  14.  K  to  KB.  second. 

15.  Q.R.  to  KB.  square.  15.  Q.Kt.  to  Q.  second. 

16.  Kt.  to  Q.  fifth.  16.  Q.  to  K  fourth. 

17.  KR.  takes  Kt.+  17.  Kt.  takes  R. 

18.  R.  takes  Kt.-^  18.  K  to  K  square. 

19.  Q.  to  KKt.  seventh,  and  will  win. 

SECOND    DEFENCE. 

11.  If  he  play  K  to  K.  third, 
he  loses  Q.  B.  If  he  play  K.  to  K.  B.  square,  or  to 
K  B.  third,  you  should  take  P.  with  Q.  B.     But  if 

K.  to  K.  second. 

12.  Kt.  to  Q.  fifth.+  12.  If  he  play  K  to  Q.  second, 

you  should  check  with  Q.  at  K  R.  third,  and  on  his 
playing  K.  to  Q.  square,  you  check  again  with  Q.  ^ 
K.  R.  fourth,  as  it  is  important  that  the  Queen  should 
be  on  this  line  to  prevent  the  K  Kt.  from  being  played. 
But  suppose  he  plays 

K  to  Q.  square. 

13.  Q.  to  KR.  fourth.+  13.  K  to  Q.  second. 

14.  Q.B.  takes  P. 
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In  the  first  place, 

14.  KB.  takes  B. 

15.  K.R.  takes  B.  15.  Q.  to  K.Kt.  second. 

16.  Q.R.  to  K.B.  square.       16.  K.Kt.  to  K.R.  third. 

17.  KR.  to  KB.  seventh.^     17.  KKt.  takes  R. 

18.  Q.  to  K  seventh.^  18.  K  to  Q.B.  third. 

19.  Q.  takes  Q.B.P.+  19.  K  to  Q.Kt.  fourth. 

20.  Checkmates  in  four  moves. 

In  the  seco?id  place, 

14.  KB.  to  KKt.  second. 

15.  Q.B.  to  K  third.  15.  Q.  to  K  fourth. 

16.  KR.  to  KB.  seventh."*"     16.  K  to  K  square. 

17.  Q.R.  to  KB.  square.         17.  If  he  play  Q.Kt  to  Q.R. 

third,  you  play  Q.B.  to  Q.  fourth,  and  win.     But  if 

K.Kt.  to  KB.  third. 

18.  K.R.  takes  Kt.  18.  He  would  lose  the  Queen 

if  he  were  to  take  R.  with  K.  B.  ;   therefore 

K  R.  to  K.  B.  square. 

19.  K.R.  takes  R.+  19.  KB.  takes  R. 

20.  Kt.  to  K  B.  sixth.+  20.  K.  to  Q.  square. 

21.  Kt.  to  K.Kt.  fourth,  checks,  and  wins  the  Queen. 

In  the  third  place, 

14.  Q.  to  K.Kt.  second. 

15.  KP.  one  square.  15.  K.B.  takes  B. 

16.  KR.  takes  B.  16.  Q.P.  takes  P.  (A.)  (B.) 

17.  KR.  to  KKt.  fourth.       17.  Q.  to  K.B.  second.  (C.) 

18.  Q.R.  to  Q.  square.  18.  If  he  play  Q.Kt.  to  Q.B. 

third,  you  will  play  Q.  to  K  Kt.  third,  and  win.  If  he 
play  K  to  K.  third,  you  play  Q.  to  K.  R.  third  ;  and  if 
he  then  play  Q.  to  K  B.  fourth,  you  would  play  Kt.  to 
K  third,  and  win.     But  if 

Q.Kt.  to  Q.R.  third.  (D.) 

19.  KR.  to  Q.B.  fourth.  19.  If  he  play  K  to  K  square, 

you  would  win  hy  taking  Q.  B.  P.  with  Kt.  If  he  play 
K  to  K.  third,  you  check  with  Kt.  at  K  B.  fourth  ; 

c  c  2 
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and  if  he  were  to  take  Kt.  .with  P.  or  Q.  you  would 

easily  win.     But  if 

Q.B.P.  one  square. 

20.  Et.  to  Q.Kt.  fourth.^        20.  K  he  play   K   to  Q.B. 

second,  you  would  checkmate  in  four  moves.    If 

K.  to  E.  third. 

21.  Et.  takes  Et.  21.  If  the  P.   take  Et.  joo 

checkmate  in  two  moves ;    therefore 

Q.  to  El  second. 

22.  Et.  to  Q.B.  fifth.+  22.  E.  to  B.  second. 

23.  Q.  to  E.R.  fifth.+  23.  E.  to  Et  second. 

24.  E.R.  to  Q.B.  third.         24.  Et.  to  E.B.  third. 

25.  E.  R.  to  E.  Et.  third.+       25.  E.  to  B.  square,  (E) 

26.  Q.  R.  to  E.  B.  square,  and  wins  ;  for  if  Q.  takes  Et  you 

will  checkmate  in  six  moves.     If  the  Q.  move  to  KB. 

second,  you  take  E.P.  with  Q.,  winning  easilj.    If 

E.  R.  be  played  to  E.  Et.  square,  you  play  Et  to  E. 

fourth. 

(A.) 

16.  Q.  takes  P. 

17.  Q.  to  E.  Et.  fourth.+  17.  If  he  move  E.  he  will  low 

in  a  few  moves  ;   therefore 

Q.  to  E.  third. 

18.  E.R.  to  E.B.  seventh."^     18.  E.  to  Q.  square. 

19.  Q.  to  E.Et  fifth.+  19.  E.  to  K  square. 

20.  Q.  to  E.  Et.  seventh.  20.  Q.  takes  R. 

21.  R.  to  E.  square."^  21.  Q.6.  interposes. 

22.  R.  takes  6.+  22.  Q.  takes  R. 

23.  Et  takes  Q.B.P.+  23.  E.  to  Q.  square. 

24.  Et  takes  Q.*^  24.  E.  to  E.  square. 

25.  Et  to  Q.B.  seventh.*^        25,  E.  to  Q.  square. 

26.  Et.  takes  Q.  R.,  and  afterwards  wins  E.  R.,  8cc 

(B.) 

16.  K  he  play  Q.B.P.  one 
square,  you  should  check  with  E.  P.,  and  on  his  moving 
E.  to  his  square,  you  play  E.R.  to  KB.  seventh, 
winning  easily.     But  if 
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K.  Kt.  to  K.  second. 

17.  K.P.  one  square.^  17.  If  he  play  K.  to  K.  or  Q. 

square,  you  play  K.  B.  to  K.  B.  seventh,  and  win.  If 
he  play  K.  to  Q.  B.  third,  you  take  Kt.  with  Kt.  check- 
ing, and  will  win  in  a  few  moves  ;  therefore 

K  takes  P. 

18.  Kt.  takes  Kt  18.  K.  to  Q.  second.  (F.) 

19.  Q.R.  to  K  square.    '       19.  If  he  play  Q.Kt  to  4^* 

third,  you  play  Kt.  to  K.  B.  fifth,  and  win  the  Queen, 
or  checkmate  in  a  few  moves  ;  therefore  . 

Q.Kt.  to  Q.B.  third. 

20.  Q.  to  K.R.  third.+  20.  K.  to  Q.  square. 

21.  Kt.  takes  Kt.+  21.  Q.Kt. P.  takes  Kt. 

22.  Q.  to  KR.  fourth.^  22.  K.  to  Q.  second. 

23.  K.  R.  to  K.  fourth,  and  wins  the  Queen  at  the  least. 

(C.) 

17.  Q.  to  K.B.  square. 

18.  Q.R.  to  Q.  square.  18.  Q.Kt.  to  Q.R.  third. 

19.  Q.  to  K.Kt  third.  19.  Q.B.P.  one  square. 

20.  K.  R.  to  K.  Kt.  seventh.+   20.  K.  to  K.  third. 

21.  Q.  to  K.R.  third.+  21.  K.  to  Q.  third. 

22.  Q.  to  Q.R.  third.+  22.  Q.B.P.  one  square. 

23.  Checkmates  in  three  moves. 

(D.) 

18.  K.  to  K.  square. 

19.  K.R.  takes  Kt.+  19.  K.R.  takes  R. 

20.  Kt.  to  K.B.  sizth.+  20.  K.  to  K.  second. 

21.  Kt.  takes  R.+  21.  K.  to  K.B.  square. 

22.  R.  to  Q.  eighth.^  22.  K.  to  Kt.  second. 

23.  Checkmates  in  three  moves. 

(E.) 

25.  Q.B.  interposes. 

26.  K.R.  takes  B.+  26.  Kt.  takes  R. 

27.  Q.  takes  Kt.-**  27.  K.  to  K.B.  square. 

28.  Q.  to  K.  B.  fifth.+  28.  If  he  play  K.  to  K.  square, 

or  to  K.Kt.  second,  you  play  R.  to  Q.  seventh,  and 
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win.     K  he  play  K.   to   K.Kt.  square,  70U  play  B. 
to  Q.  third,  and  win  ;   therefore 

Q.  interposes. 

29.  Q.  takes  K.  P.  29.  K  to  K.  Et.  sqoare. 

30.  Kt.  to  Q.  seventh.  30.  Q.  to  K.Kt.  third. 

31.  R.  to  Q.  sixth,  and  will  win. 

(F.) 

18.  If  he  play  Q.B.  to  Q. 
second,  you  would  checkmate  in  two  moves.  If  he 
play  K.  R.,  or  take  Q.  Kt.  P.  with  Q.,  you  would  check 
with  Q.  R.  at  K.  square,  and  win  the  Queen.     But  if 

Q.  Kt.  to  Q.  B.  thud.  (G.) 

19.  Kt.  takes  Kt.  19.  P.  takes  Kt 

20.  Q.  R.  to  K.  square,  checks,  and  wins  the  Queen  at  the 

least. 

(G.) 

18.  Q.B.P.  one  square.  (H.) 

19.  Q.R.  to  K.  square."*"         19.  K.  to  Q.  second. 

20.  Kt.  to  K.B.  fifth,  and  wins  easily. 

(H.) 

18.  Kt.  to  Q.R.  third. 

19.  Kt.  to  K.B.  fifth.  19.  If  he  play  Q.  to  K-Kt 

square,  you  should  check  with  Q.  at  K.  seventh,  winning 

the  Queen.     K  he  take  Q.  Kt.  P.  with  Q.,  you  check 

with  Kt.  at  Q.  fourth,  and  will  win  in  a  few  moves ; 

therefore 

Q.  to  K.Kt.  third. 

20.  Q.  to  K.  seventh.-*"  20.  K.  to  Q.  fourth. 

21.  Q.  to  K.  fourth  +  21.  K.  to  Q.B.  fourth. 

22.  Q.  to  Q.  fourth.-*-  22.  K.  to  Q.Kt.  fourth. 

23.  Q.R.P.  two  squares.-*-        23.  K.  to  Q.B.  third. 

24.  Kt  to  K.  seventh,  checks,  and  wins. 
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FIFTEENTH  GAME. 


1.  K.P.  two  sqvares. 

2.  K.  B.  P.  two  squares, 

3.  K.  Kt.  to  K.  B.  third. 

4.  K.  B.  to  Q.  B.  fourth. 

5.  Q.  P.  two  squares 

6.  Q.  takes  P. 

7.  K.  castles. 

8.  K.  to  R,  square. 

9.  Q.Kt.  to  Q.B.  third. 

10.  Kt.  to  Q.  fifth. 

11.  Q.B.  takes  P. 


1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 

4.  K.  Kt.  P.  one  square. 

5.  P.  takes  K.  Kt. 

6.  Q.  P.  one  square. 

7.  Q.  to  K.  B.  third. 

8.  KB.  to  KB.  third. 

9.  Q.  Kt.  to  Q.  B.  third. 
10.  Q.  takes  Q.P. 


FIRST   DEFENCE. 

11.  Q.  takes  K.B. 


12.  Q.B.  takes  Q.P. 


13.  Kt  takes  Q.B.P.+ 
14:  Q.B.  to  Q.  square. 

15.  Q.KtP.  one  square. 

16.  Q.  to  KB.  fifth. 

17.  Kt.  takes  Q.B. 

18.  Q.  takes  K.B. P. 


In  the  first  place, 

12.  Q.B.  to  K.  third. 

13.  K.  to  Q.  second. 

14.  K.  to  Q.B.  square. 

15.  Q.Kt.  to  Q.  fifth.  (A.) 

16.  Q.  to  Q.B.  sixth. 

17.  Q.Kt.  takes  Kt. 

18.  K  he  play  Q.Kt.  to  Q.B. 
second,  you  would  check  with  Q.  at  K.B.  fifth,  and  win 
in  a  few  moves.     But  if 

Q.  to  K.  Kt.  second. 

19.  Q.  takes  Kt.*^  19.  Q.  interposes. 

20.  Q.  to  Q.B.  fourth.^  20.  Q.  to  Q.B.  third. 

21.  Q.  to  Q.  fourth,  and  will  easily  win. 

(A.) 

15.  Q.  takes  Q.B.P. 
16.  K.B.  to  K.B.  second.      16.  Q.Kt.  to  Q.  fifth. 
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17.  Q.R.  takes  Kt.  17.  Q.  to  Q.B.  eighth.+ 

18.  Q.R.  interposes.  18.  Q.  to  Q.B.  third. 

19.  Kt.  takes  R.  and  wins. 

In  the  second  place, 

12.  Q.B.P.  takes  B. 

13.  Q.  takes  K.B.P.+  13.  K.  to  Q.  square. 

14.  Q.  to  Q.B.  seyenth.*^        14.  K.  to  £1.  square. 

15.  Q.  takes  P.  at  Q.  sixth.      16.  Q.B.  to  Q.  second. 

16.  Q.  Kt.  P.  one  square^  and  will  win  the  Queen,  or  dieck- 

mate  in  four  moves  :  and  though  if  Black  take  K.  R.  he 
will  have  a  Rook,  Knight,  and  two  Bishops  for  the 
Queen,  yet  he  will  lose  the  game  from  White's  superi- 
oritj  of  position  and  Pawns. 

SECOND   DEFENCE. 

11.  K.B.  takes  B. 

12.  Q.  takes  B.  12.  K  he  take  KB.  with  Q. 

he  will  lose  the  Queen,  or  be  checkmated  in  a  few 
moves  ;   therefore 

Q.Kt.  to  K.  fourth. 

13.  Kt.  takes  Q.B.P.+  13.  K.  to  Q.  square. 

14.  K.R.  to  Q.  square.  14.  Q.  takes  K.B. 

15.  Q.  takes  Kt  15.  If  he  check   with  Q.  at 

K.  B.  eighth,  you  will  exchange  Queens,  and  then  take 
K.B. P.  with  K.R.  afterwards,  winning  Q.R.  &«> 
therefore 

Q.  takes  Kt. 

16.  Q.  takes  R.  and  will  win  Kt.  &c. 


SIXTEENTH  GAME. 
^m%iU,  ISIadt. 

1.  K.P.  two  sqtmres.  1.  K,P.  two  squares. 

2.  K.  B,  P.  two  squares,  2.  K,  P.  takes  P. 

3.  K.  Kt.  to  K,  B.  third.         3.  K.  Kt.  P.  two  squares. 
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4.  K,B.  to  Q,B.  fourth.  4.  K.KtP.  one  square. 

5.  Q.  P.  trvo  squares.  5.  K.  Kt.  P.  takes  Kt. 

6.  Q.  takes  P.  6.  Q.  P.  one  square. 

7.  K.  castles.  7.  Q.  to  K.  B.  third. 

8.  Kt.  to  Q.R.  third.  8.  Q.  takes  Q.P.+ 

9.  K  to  R.  square.  9.  K.B.  to  K.R.  third. 

10.  Q.B.  takes  P. 

FIRST    DEFENCE. 

10.  Q.  to  K.Kt.  second. 

11.  Kt.  to  Q.Kt.  fifth.  11.  Q.Kt.  to  Q.R.  third. 

12.  Q.B.  takes  Q.P.  12.  Q.B.P.  takes  P. 

13.  Kt  takes  P.+  13.  If   he    play   K   to   K.B. 

square,  he  will  be  checkmated  in  two  moves.  If  he 
play  K.  to  K.  second,  you  should  play  Q.  to  Q.R. 
third.  If  he  play  K.  to  Q.  second,  you  play  Q.  to  Q. 
square,  and  win  easily.     Therefore, 

K.  to  Q.  square. 

14.  Q.  to  Q.  square.  14.  Q.B.  to  Q.  second. 

15.  Kt  takes  Q.KtP.+  15.  K.  to  Q.B.  square. 

16.  K.B.  takes  Kt.  16.  K.B. P.  one  square. 

17.  Q.  to  Q.  fifth,  and  wins,  for  if  Black  move  K.  he  will 

lose  the  Queen,  but  if  he  move  Q.  R.  you  will  check- 
mate him  in  four  moves. 

SECOND   DEFENCE. 

10.  Q.  to  K.B.  third. 

11.  Q.  to  K.  third. 

In  the  first  place, 

11.  Q.  to  K.Kt  third. 

12.  K.P.  one  square.  12.  K.B.  takes  B. 

13.  K.R.  takes  B.  13.  Q.B.  to  K.  third. 

14.  K.P.  takes  Q.P.  14.  K.Kt  to  KR.  third. 

15.  Q.R.  to  K.B.  square.  15.  He  would  lose  a  piece  if 

he  castled ;  therefore, 

Q.Kt  to  Q.  second. 
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16.  KB.  takes  B.  16.  K  he  take  B.  with  Q., 

jou  will  pkj  K.  R.  to  K.  fourth.     But  if 

P.  takes  B. 

17.  K.R.  to  K.B.  sixth.         17.  Kt.  takes  B. 

18.  Q.  takes  P.,  checks,  and  wins. 

In  the  second  place, 

11.  Q.B.  to  K.  third. 

12.  Q.B.  takes  B.  12.  Q.  takes  B. 

13.  Q.  to  Q.B.  third.  13.  Q.B.  takes  B. 

14.  Kt.  takes  B.  14.  K.B.P.  one  square. 

15.  K.P.  one  square.  15.  K.B.P.  takes  P.    (A.) 

16.  Kt.  takes  K.P.  16.  Q.  to  KKt  second.    (B.) 

17.  Q.  to  Q.Kt  third.  17.  If  he  take  Kt.  with  Q.P., 

you  take  Q.  Kt.  P.  with  Q.,  winmng  Q.  R.     If  he  pliy 

Q.  Kt.  P.  one  square,  jou  plaj  Q.  to  Q.  fifth  ;  and  if 

he  then  move  Q.B.P.  one  square,  you  take  it  with  Kt 

But  if 

Q.B. P.  one  square. 

18.  Kt.  to  K.B.  seventh.        18.  Q.Kt.P.  one  square. 

19.  Q.  to  K.  8ixth.+  19.  K.Kt.  interposes. 

20.  Q.R.  to  K.  square,  and  will  easily  win. 

(A.) 

15.  If  he  play  Q.Kt   to  Q. 

second,   you   would   take  Q.P.   with  K.P.,  and  win. 

But  if 

Q.Kt.  to  Q.R.  third. 

16.  Q.R.  to  Q.  square.  16.  K.  castles  with  Q.R. 

17.  Kt.  takes  Q.P.+  17.  K.  to  Q.Kt.  square. 

18.  Kt.  to  K.B.  seventh.  18.  Q.R.  takes  R. 

19.  R.  takes  R.,  and  wins  the  Queen. 

(B.) 

16.  Q.P.  takes  Kt. 

17.  Q.  takes  K.P.+  17.  K.Kt.  interposes. 

18.  Q.  takes  K.R.+  18.  K.  to  Q.  second. 
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19.  Q.R.  to  Q.  square  +  J  9.  K.  to  K.  third. 

20.  Q.R.  to  K.  square.-*-         20.  K.  to  Q.  second. 

21.  K.R.  to  K.B.  seventh,  and  wins. 


SEVENTEENTH  GAME. 

&LWt.  I31acit. 

1.  K.JP,  two  squares.  1.  K,P,  two  squares. 

2.  K.  B,  P.  (wo  squares.  2.  K.  P.  takes  P. 

3.  K.  Kt.  to  K.  B.  third.  3.  K.  Kt.  P,  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.Ki.P.  one  square. 

5.  Q.  P.  two  squares.  5.  K.  Kt.  P.  takes  Kt. 

6.  Q.  takes  P.  6.  Q.  to  KB.  third. 

7.  K.P.  one  square.  7.  Q.  to  K.B.  fourth. 

8.  K.  castles.  8.  K.B.  to  K.R.  third. 

9.  Kt.  to  Q.  B.  third.  9.  If  he  play  Q.  Kt.  to  Q.B. 

third,  see  the  First  Variation. 

K.  Kt.  to  K.  second. 

10.  Kt.  to  K.  fourth.  10.  If  he  play  K.B.  to  K.Kt. 

second,  see  the  Second  Variation. 

Q.Kt.  to  Q.B.  third. 

11.  Q.  B.  P.  one  square.  11.  If  he  play  K.  Kt.  to  K.  Kt. 

third,  see  the  Third  Variation. 

Q.Kt.P.  one  square. 

12.  K.Kt. P.  two  squares. 

FIRST   DEFENCE. 

12.  p.  takes  P.  en  passant. 

13.  Q.B.  takes  B.  13.  P.  takes  P.+ 

14.  K.  takes  P.  14.  Q.  takes  Q. 

15.  K.R.  takes  Q.  lo.  K.  to  Q.  square. 

16.  K.B.  takes  P.,  and  will  afterwards  win  K.R.  for  a  minor 

piece. 
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SECOND   DEFENCE. 


12.  Q.  to  K.Kt  thiid. 

13.  Q.B.  takes  P.  13.  KB.  takes  B. 

14.  Q.  takes  B.  14.  K  castles. 

15.  E.R.  tt>  KB.  third.         15.  K  to  R.  square. 

16.  Kt.  to  KB.  sixth. 

In  the  first  place^ 

16.  Q.Kt  to  Q.  square. 

17.  KR.  to  KR.  third.         17.  Q.Kt.  to  K  third. 

18.  Q.  to  Q.  second.  18.  Q.Kt.  to  KEt  fourth. 

19.  Q.  takes  Kt.,  and  wins. 

In  the  second  places 

16.  KKt.  to  KKt  square. 

17.  KB.  to  Q.  third.  17.  U  he  play   Q.   to  KR. 

third,  you  would  play  K.  Et.  P.  one  square,  and  on  his 
then  playing  Q.  to  E.  Et.  second,  you  would  win  the 
Queen  by  moving  E.  Et.  to  E.  R.  fifth.     Therefore, 

Q.  to  KEt.  second. 

18.  KR.  to  KR.  third.         18.  If  he  take  Et  with  KKt, 

you  take  Et.  with  E.  P.,  and  if  he  then  play  Q.  to 
E.Et.  square,  you  take  E.R.  P.  with  B.,  and  win  ;  but 
if  instead  of  playing  Q.  to  E.  Et.  square  he  were  to 
take  P.  with  Q.,  checking,  you  would  take  his  Queen, 
and  on  his  playing  E.  R.  to  K  Et.  square,  give  check- 
mate with  E.R.     Therefore, 

E.R. P.  one  square. 

19.  Et.  to  KR.  fifth.  19.  Q.  to  KEt.  fourth. 

20.  Q.  takes  Q.  20.  P.  takes  Q. 

21.  Et  to  KB.  sixth.+  21.  KEt  interposes. 

22.  Checkmates  in  two  moves. 

FIRST  VARIATION, 

BEOINMIMG   AT   THE    NINTH   MOVE  OP   THR   BLACK. 

9.  Q.Et  to  Q.B.  third. 
10.  Et  to  K  second.  10.  KEt  to  E.  second. 
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11.  K.B.  to  Q.  third.  11.  Q.  to  K  third. 

12.  Q.B.P.  one  square.  12.  KEt  to  KEt  third. 

13.  Q.  to  KR.  fifth.  13.  E.B.  to  E.Et.  second. 

14.  Q.B.  takes  P.  14.  E.  castles. 

15.  Et.  to  E.Et.  third. 

FIRST    DEFENCE. 

15.  Q.P.  two  squares. 

16.  Et  to  E.B.  fourth.  16.  Q.Et.  to  E.  second. 

17.  Et.  takes  E.B.  17.  E.  takes  Et. 

18.  Q.  to  E.R.  sixth.-^  18.  K  to  R.  square. 

19.  Q.B.  to  E.Et.  fifth.         19.  Q.Et.  to  E.Et.  square. 

20.  Q.B.  to  KB.  sixth.+       20.  Q.Et.  takes  B. 

21.  E.R.  takes  Et.  21.  Q.  to  E.  second. 

22.  E.B.  takes  Et.  and  wins. 

SECOND   DEFENCE. 

15.  Q.Et  to  E.  second. 

16.  Et  to  E.  fourth. 

In  the  first  place^ 

16.  E.R.P.  one  square. 

17.  Q.B.  takes  E.R.P.  17.  E.B.  takes  B.  (A.) 

18.  Q.  takes  B.  18.  E.B.P.  one  square. 

19.  Et  takes  P.-^  19.  E.R.  takes  Et 

20.  E.R.  takes  R.  and  wins. 

(A.) 

17.  E.B.P.  one  square. 

18.  Q.B.  takes  B.  18.  E.  takes  B. 

19.  P.  takes  P.+  19.  E.R.  takes  P. 

20.  KR.  takes  R.  20.  Q.  to  E.Et  square. 

21.  Et  to  KKt  fifth,  and  wins. 

In  the  second  place^ 

16.  E.B. P.  one  square. 
17.  KP.  takes  P.  17.  KB.  takes  P.   (B.) 
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18.  Q.B.  to  K.  fifth.  18.  If  be  take  B.  you  would 

play  Et.  to  K.  Et.  fifth,  and  win  easily  ;  therefore 

Q.Et.  to  Q.  fourth. 

19.  Q.B.  takes  B.  19.  Q.Et.  takes  B.  (C.) 

20.  Et.  takes  Et.+  20.  E.R.  takes  Et 

21.  E.R.  takes  R.  21.  Q.  takes  R. 

22.  B.  to  Q.B.  fourth.+  22.  E.  to  Et.  second. 

23.  R.  to  E.  B.  square.  23.  Q.  to  E.  second. 

24.  R.  to  E.B.  8eventh.+  24.  Q.  takes  R. 
26.  B.  takes  Q.  26.  E.  takes  B. 
26.  Q.  takes  P.,  checks,  and  ought  to  win. 

(B.) 

17.  E.Et.  takes  B. 

18.  KR.  takes  Et.  18.  KB.  takes  P. 

19.  Et.  takes  B.+  19.  E.R.  takes  Et 

20.  Q.  takes  E.R.P.+  20.  E.  to  B.  square. 

21.  E.R.  takes  R.+  21.  Q.  takes  R. 

22.  Q.R.  to  E.B.  square,  winning  the  Queen. 

(C.) 

19.  Q.Et  to  E.B.  fifth. 

20.  Q.  to  E.R.  sixth.  20.  If  he  take  B.  with  K.B. 

you  should  take  R.  with  Et.,  checking,  and  afterwar^-^ 
take  the  Et.  with  B.     But  if 

E.R.  to  E.B.  second. 

21.  E.R.  takes  Et  21.  Et  takes  R. 

22.  Q.  takes  Et.  22.  Q.P.  two  squares. 

23.  Q.  to  E.Et  fifth.+  23.  E.  to  B.  square. 

24.  Q.  to  E.  R.  sixth.+  24.  If  he  play  E.  to  E.  square, 

you  move  R.  to  E.  square,  and  win  ;  therefore 

E.  to  Et  square. 

25.  Et  to  E.Et  fifth.  25.  Q.  to  E.  sixth.+ 

26.  E.  to  R.  square.  26,  Q.  takes  B. 

27.  Et  takes  E.R.  27.  E.  takes  Et 

28.  Q.  to  E.Et.  seventh,  checks,  and  wins  the  Queen. 
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SECOND  VARIATION^ 

BKOINNIKO   AT  THE  TENTH   MOVE    OF   THE   BLACK. 

10.  K.B.  to  K.Kt  second. 

11.  K.B.  to  Q.  third.  11.  Q.  to  K.  third. 

12.  Q.B.  takes  P.  12.  KKt.  to  its  third. 

13.  Kt  to  KKt.  fifth.  13.  Q.  to  K.  second. 

14.  Q.B.  to  K.  third.  14.  K.  castles. 

15.  Q.  to  K.R.  fifth.  15.  K.R.P.  one  square. 

16.  Kt.  takes  KB. P. 

In  the  first  place, 

16.  KKt.  to  KB.  fifth. 

17.  KR.  takes  Kt.  17.  K.R.  takes  Kt. 

18.  K.R.  takes  R.  18.  Q.  takes  R. 

19.  Q.B.  to  K.R.  seventh,  checks,  and  wins  the  Queen. 

In  the  second  place^ 

16.  K.R.  takes  Kt. 

17.  Q.  takes  Kt.  17.  If  he  play  K   to  KB. 

square,  he  loses  Q.  ;  therefore 

Q.  to  K.  third. 

18.  Q.  to  K.R.  seventh.^        18.  K  to  KB.  square. 

19.  KB.  to  KKt.  sixth.        19.  K.R.  takes  R.+ 

20.  R.  takes  R.+  20.  K  to  K.  second. 

21.  Checkmates  in  three  moves. 

THIRD   VARIATION, 

BEGIMMING  AT  THE  ELEVENTH  MOVE  OF  THE  BLACK. 

11.  KKt.  to  its  third. 

12.  KKt  P.  two  squares.  12.  K.Kt.  to  K.R.  fifth. 

13.  KKt. P.  takes  Q.  13.  KKt.  takes  Q.+. 

14.  KR.  takes  Kt.  14.  Q.P.  one  square. 

15.  Kt.  to  KB.  sixth,"*"  15.  K  to  Q.  square. 

16.  Q.B.  takes  P.  16.  KB.  takes  B. 

17.  KB.  takes  B.  17.  Q.P.  takes  P. 
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18.  Q.P.  takes  P.  18.  Kt.  takes  P. 

19.  Q.R.  to  Q.  square."^  19.  K.  to  K.  second. 

20.  Kt.  to  Q.  fifth.+  20.  K.  to  B.  square. 

21.  Kt.  takes  Q.B.P. 

In  the  first  place, 

21.  Q.R.  to  Q.Kt.  square. 

22.  Q.R.  to  Q.  eighth.^  22.  K.  to  Kt.  second. 

23.  K.B.P.  checks.  23.  K.  moves. 

24.  Q.R.  takes  R.  and  wins. 

In  the  second  place, 

21.  K.R.  to  K.Kt.  8quare.+ 

22.  K.  to  R.  square.  22.  Q.R.  to  Q.Kt.  square. 

23.  K.R.  to  K.  fourth.  23.  Kt.  takes  B. 

24.  Q.R.  to  Q.  eighth.+  24.  K.  to  Kt.  second. 

25.  K.  R.  to  K.  Kt.  fourth.+     25.  K.  to  K.  B.  third.  (A.) 

26.  K.R.  takes  R.  26.  Kt  to  Q.Kt  third. 

27.  Kt.  to  K.  eighth+  27.  K.  moves. 

28.  Kt.  to  Q.  sixth,  and  will  win  a  piece. 

(A.) 

25.  K.  to  K.R.  third. 

26.  K.R.  takes  R.  26.  Kt.  to  Q.Kt  third. 

27.  Q.R.  to  Q.  third.  27.  B.  takes  K.B.P. 

28.  Q.R.  to  Q.  sixth.+  28.  K.  moves. 

29.  K.R.  takes  R.  and  wins. 


EIGHTEENTH   GAME. 

1.  K,P.  two  squares.  1.  K,P.  two  squares. 

2.  K.B.  P.  two  squares.  2.  K.  P.  taJies  P. 

3.  K.  Kt,  to  K.  B.  third.  3.  K.  Kt.  P.  two  squares. 

4.  K.B.  to  Q.B.  fourth.  4.  K.Kt. P.  one  square. 
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5.  Q.  P,  tmo  squares,  5.  P,  taltes  K,  Kt, 

6.  Q.  takes  P,  6.  Q,  P,  one  square. 

7.  K.  castles.  7.  Q.  to  K.  B.  third 

8.  K.  to  K.  R.  square.  8.  Q.  takes  Q.  P. 

9.  Q.  to  Q.Kt,  third.  9.  Q.  to  K.Kt.  second. 

10.  Q.B.  takes  P. 

FIBST   DEFENCE. 

10.  Q.Kt.  to  Q.B.  third. 

11.  Kt  to  Q.B.  third.  11.  Q.Kt  to  Q.  fifth. 

12.  KB.  takes  K.B.P.+  12.  Q.  takes  KB. 

13.  Q.  takes  Q.+  13.  K  takes  Q. 

14.  B.  to  K  fifth.+  14.  KKt.  to  KB.  tliird. 

15.  B.  takes  KKt.  15.  K.R.  to  KKt.  s(juare. 

16.  B.  takes  Kt.,  checks,  and  wins. 

SECOND   DEFENCE. 

10.  KKt.  to  KB.  third. 

11.  Q.Kt  to  Q.B.  third.         11.  KR.  to  K.Kt  square.      • 

12.  K.Kt  P.  one  square.  12.  If  he   play   KB.   to   K 

second,  see  the  First  Variation.  If  he  play  Q.  Kt  to 
Q.B.  third,  you  should  play  Q.Kt.  to  its  fifth,  and  if 
he  then  were  to  play  Q.  Kt.  to  Q.  R.  fourth,  you  ought 
to  move  Q.  to  Q.  R.  fourth,  &c.     But  if 

Q.  B.  P.  one  square. 

13.  If.  P.  one  square.  13.  Q.P.  takes  P. 

14.  Q.B.  takesP.  14.  If  he   play  Q.Kt    to   Q. 

second,  see  the  Second  Variation.     But  if 

KB.  to  K  second. 

15.  Kt.  to  K  fourth.  15.  Q.Kt  to  Q.  second. 

16.  Kt.  to  Q.  8ixth.+  16.  If  he  play  K.  to  B.  square, 

see  the  Third  Variation.     But  if 

K  B.  takes  Kt. 

17.  Q.B.  takes  B.  17.  K  to  Q.  square. 

18.  KB.  takes  KB. P.  18.  K.R.  to  its  square. 

19.  Q.  to  K  sixth.  19.  KKt.  to  Q.  fourth. 

20.  Q^R.  to  K  square.  20.  Q.Kt  to  KB.  third. 

21.  Q.B.  to  K  seventh."*-       21.  K  to  Q.B.  second. 

DI> 
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22.  Q.  to  Q.  8ixtlL+  22.  K.  to  Q.Kt  third. 

23.  K.R.  takes  Q.Kt.  23.  Kt  takes  R. 

24.  Q.  to  Q.  fourth.^  24.  If  he   plaj  K.  to  Q.B. 

second,  jou  will  win  the  Queen  bj  checking  with  Q.B. 
at  Q.  sixth.  If  he  play  K.  to  Q.  Kt  fourth,  you  will 
checkmate  in  four  moves.  If  he  interpose  P.  you  will 
checkmate  in  three  moves  ;  therefore 

In  the  first  places 

K.  to  Q.R.  fourth. 

25.  Q.  B.  to  Q.  Kt.  fourth.-^      25.  If  he  pky  K  to  K.  R  fifth, 

you  will  checkmate  him  in  three  moves.  If  he  pUj 
EL  to  Q.  Kt.  fourth,  you  win  in  two  moves.     But  if 

K.  to  Q.R.  third. 

26.  Q.  to  Q.  B.  fourth.+  26.  K.  to  Q.  Kt.  third. 

27.  Q.  to  Q.B.  fifth.+  27.  K.  to  Q.B.  second. 

28.  Q.  to  K.  fifth,  checks,  and  will  checkmate  the  next  more. 

In  the  second  place, 

24.  K  to  Q.R.  third. 

25.  Q.  to  Q.  B.  fourth.+  25.  If  he  interpose  P.  you  will 

checkmate  in  four  moves.  If  he  play  K.  to  Q.  Kt  third, 
you  check  with  Q.  B.  at  its  fifth,  and  afterwards  check- 
mate in  two  or  three  moves.     But  it' 

K  to  Q.  R.  fourth. 

26.  Q.  B.  to  Q.  Kt  fourth.+      26.  K.  to  Q.  Kt.  third. 

27.  Q.B.  to  its  fifth.+  27.  K  he   play  K.   to  Q.B. 

fourth,  you  checkmate  in  two  moves  ;    therefore 

K.  to  Q.B.  second. 

28.  Q.  to  K.  B.  fourth.+  28.  K.  to  Q.  square. 

29.  Q.B.  to  K  seventh.+       29.  K.  to  Q.  second. 

30.  Q.  checkmates. 

FIRST  VARIATION, 

BEQINNINa   AT  THE   TWELFTH   MOVE   OF  THB  BX.ACK. 

1.  K,P.  two  sqtmres.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  tahes  P. 
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3.  K.KU  to  K.B.  third. 

4.  K.  B.  to  Q.  B.  fourth. 
6.  Q.  P,  two  squares. 

6.  Q.  takes  P. 

7.  JT.  castles. 

8.  JT.  to  K.  B.  square, 

9.  Q.  to  Q.Kt.  third. 

10.  Q.B.  takes  P. 

11.  (l.Kt.  to  Q.B.  third. 

12.  K.Kt.P.  one  square. 

13.  EL  P.  one  square. 

14.  Q.B.  takes  P. 


3.  K.  Kt.  P.  two  squares. 

4.  K.  Ku  P.  one  square. 

5.  P.  takes  K.  Kt. 

6.  Q.P.  one  square. 

7.  Q.  to  K.B.  third. 

8.  Q.  takes  Q.  P. 

9.  Q.  to  K.Kt.  second. 

10.  K.Kt.  to  K.B.  third. 

11.  K.  R.  to  K.Kt.  square. 

12.  K.B.  to  K.  second. 

13.  Q.P.  takes  P. 


FIRST   DEFENCE. 


14.  Q.Kt.  to  Q.B.  third. 

15.  Q.B.  takes  Kt.  15.  K.B.  takes  B. 

16.  Kt.  to  K.  fourth.  16.  Q.Kt.  to  Q.  fifth. 

17.  Q.  to  K.  third,  and  wins. 


15.  Q.B.  takes  Kt 


SECOND   DEFENCE. 

14.  Q.Kt.  to  Q.  second. 
In  the  first  placCy 


16.  Q.R.  to  K.  square. 

17.  B.  takes  B. 

18.  Q.  takes  KP. 

19.  Kt  to  Q.Kt  fifth. 

20.  Q.R.  to  Q.  square."^ 

21.  Kt.  takes  B. 

22.  Q.  R.  takes  P.+ 


15. 
16. 
17. 
18. 
19. 
20. 
21. 
22. 


Kt  takes  B. 

Q.B.  to  K  third.  (A.) 

P.  takes  B. 

K.R.  to  K.  B.  square. 

K.  to  Q.  square. 

B.  interposes. 

P.  takes  Kt 

K.  to  Q.B.  second. 


23.  K.R.  takes  Kt.  and  wins. 


17.  Kt  to  Q.  fifth. 

18.  B.  takes  Kt 


(A.) 

16.  K.  to  B.  square. 

17.  Kt.  takes  Kt  (B.) 

18.  K.B.P.  one  square. 
DD  2 


404 


MUZIO   GAMBIT. 


19.  B.  takes  K.R.  19.  Q-  takes  B. 

20.  Q.  takes  Q.  and  afterwards  wins  K.B. 


(B.) 


18.  Kt.  takes  E.B. 

19.  K.B.  takes  B. 

20.  Q.  takes  P  + 

21.  Q.B.  to  Q.  square."^ 


17.  Q.B.  to  K  third. 

18.  K.  takes  Kt. 

19.  P.  takes  B. 

20.  K.  to  Q.  square. 

21.  Kt.  interposes. 


22.  K.R.  to  K.B.  seventh,  and  will  win. 

In  the  gecofid  place. 


16.  Kt.  to  Q.  fifth. 

17.  Kt.  takes  B. 

18.  Q.R.  to  Q.  square."*" 

19.  Q.  takes  Q.KtP. 

20.  Q.  to  Q.B.  sixth. 

21.  K.R.  to  K.  square.^ 


16.  K.B.  takes  B. 

16.  K.  to  Q.  square. 

17.  Kt.  takes  Kt, 

18.  B.  interposes. 

19.  Q.R.  to  Q.B.  square. 

20.  K.  to  K.  square. 

21.  K.  to  Q.  square. 


22.  B.  to  Q.Kt.  fifth,  and  wins. 


SECOND   VARIATION, 

BEGINNING    AT  THE   FOURTEENTH   MOVE    OF    THE    BLACK. 


1.  K.P,  two  squares. 

2.  K,B.  P.  two  squares, 

3.  K,  Kt.  to  K.  B.  third. 

4.  K.B.  to  Q.B.  fourth. 

5.  Q.P.  two  squares. 

6.  Q.  takes  P. 

7.  K.  castles. 

8.  K.  to  K.  It.  square. 

9.  Q.  to  Q.  Kt.  third. 

10.  Q.B.  takes  P. 

11.  Q.Kt.  to  Q.B.  third. 

12.  K.  Kt.  P.  one  square. 

13.  K.P.  one  square. 


mack. 

1.  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  K.  Kt.  P.  two  squares. 

4.  K.  Kt.  P.  one  square, 

5.  P.  takes  KKt. 

6.  Q.  P.  one  square. 

7.  Q.  to  K.B.  third, 

8.  Q.  takes  Q.  P. 

9.  Q.  to  K.  Kt  second, 

10.  K.  Kt.  to  K.  B.  third. 

11.  K.R.  to  KKt.  square. 

12.  Q.  B.  P.  one  square. 

13.  Q.P.  takes  P. 
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14.  Q.B.  takes  P.  14.  Q.Kt  to  Q.  second. 

15.  Kt  to  K.  fourth.  15.  Q.Kt.  takes  B. 

16.  Kt.  takes  KKt.+  16.  If  he  play  E.  to  Q.  square, 

you  check  with  Q'R.*  and  if  he  interpose  Q.B.  you 
take  Q.Kt.P.  with  Q.,  and  win  ;  but  if  he  interpose 
Kt.  you  take  it  with  Kt.  and  win  ;  therefore 

K.  to  K.  second. 

17.  B.  takes  K.B.P. 

FIRST   DEFENCE. 

17.  K.R.  to  K.R.  square. 

18.  Q.  to  K.  third.  18.  Q.  takes  B. 

19.  Q.  takes  Kt.+  19.  If  he  interpose  Q.B.  you 

will  checkmate  in  two  moves  ;   therefore 

Q.  interposes. 

20.  Q.  to  Q.B.  seventh.+       20.  Q.B.  interposes. 

21.  Q.R.  to  K.  square,  and  wins. 

SECOND    DEFENCE. 

17.  Kt.  takes  B. 

18.  Kt  take<3  K.Jt.+  18.  Q.  takes  Kt 

19.  Q.R.  to  K.  square.+  19.  K.  to  Q.  third. 

20.  K.R.  takes  Kt  20.  Q.  to  KR.  square. 

21.  Q.  to  Q.Kt  fourth.^         21.  Q.B,P.  one  square. 

22.  Q.  to  K.B.  fourth.+         22.  K.  to  Q.B.  third. 

2Z.  KR.  to  K.B.  sixth.+       23.  If  he   play  K.  to  Q.Kt 
fourth,  you  would  play  Q.  Kt.  P.  one  square.     But  if 

K.  to  Q.  second. 

24.  Q.  to  K.B.  fifth.+  24.  K.  to  Q.B.  second. 

25.  Q.  to  K.  fifth.+  25.  K  he  play  K.  to  Q.  second, 

you  will  give  checkmate  in  three  moves  ;  therefore 

K.  to  Q.  square. 

26.  Q.R.  to  Q.  square.*^  26.  Q.B.  interposes. 

27.  Q.  to  K.  sixth.  27.  Q.  to  K.Kt.  second. 

28.  Checkmates  in  two  moves. 
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THIllB   VARIATION, 


BEGINNING   AT   THF   SIXTEENTH   MOVE   OK  THE   BLACK. 


1 .  K.P.  two  squares, 

2.  K.B.P*  two  squares, 

3.  K.  Kt,  to  K.  B,  third. 

4.  K.B.  to  Q,B.  fourth, 

5.  Q.  P.  two  squares, 

6.  Q.  takes  P, 

7.  K,  castles. 

8.  K,  to  K.  R,  square. 

9.  Q.  to  Q.Kt.  third. 

10.  Q.  B,  takes  P, 

11.  Q.Kt.  to  Q.B.  third. 

12.  K.  Kt.  P.  one  square. 
18.  K.P.  one  square, 

14.  Q.B,  takes  P. 

15.  Kt,  to  K.  fourth, 

16.  Kt,  to  Q.  siasth,^ 

17.  Q.B.  to  KB.  fourth. 


1.  K.P.  two  squares. 

2.  K.P.  takes  P. 

3.  K.Kt.P.  two  squares. 

4.  K.  Kt.  P.  one  square. 
6.  P.  takes  K.Kt. 

6.  Q.  P.  one  square, 

7.  Q,  to  K.B.  third. 

8.  Q,  takes  Q.P. 

9.  Q.  to  K.  Kt.  second. 

10.  K.Kt.  to  K.B.  third, 

11.  K.  R.  to  K.  Kt.  sqmre. 

12.  Q.  B.  P.  one  square. 
18.  Q.P,  takes  P. 

14.  K.B.  to  K.  second. 

15.  Q.Kt.  to  Q,  second. 


16.  K.  to  B.  square. 

17.  If  he  play  Q.Kt.  to  Q.R 
fourth,  jou  play  Q.  to  K,  third.  If  he  plaj  EL  Kt  to  Q. 
fourth,  or  to  K.  R.  fourth,  jou  would  play  Q.B.  to  KB. 
sixth,  and  win  the  Queen.  If  he  play  K.Kt  to  its 
fifth,  you  take  K  B.  P.  with  Kt  &c.  If  he  take  Kt. 
with  K.  B.  you  win  K.  B.  and  K  Kt.    Finally,  if  he  play 

Q.Kt.P.  two  squares. 

18.  KR.  to  KR.  square. 

19.  KB.  to  Q.  square: 

20.  KKt.  takes  R. 

21.  Q.  takes  Q.B. 

22.  I£  he  interpose  either  Et 
or  K.  B.,  or  play  K.  to  Kt.  second,  you  would  ched- 
mate  with  Q.  ;   therefore 

K.  to  K  second. 
23.  Checkmates  in  four  moves. 


18.  KB.  takes  KB. P. 

19.  Q.R.  to  K  square. 

20.  Q.R.  to  K.  eighth.+ 

21.  Q.B.  to  KR.  sixth. 

22.  B.  to  KR.  fifth.+ 
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NINETEENTH  GAME. 


1.  K,P,  two  iquares. 

2.  K,  B.  P.  two  squares. 

3.  K.Kl  to  KB.  third. 

4.  K.  B.  to  Q.  B.  fourth. 

5.  Q.P.  two  squares. 

6.  Q.  taJtes  P. 

7.  K.  castles. 

8.  K.  to  It.  square. 

9.  Q.  Kt.  to  Q.  B.  tJUrd. 

10.  K.  P.  one  square, 

11.  Q.P.  takes  P. 

12.  Q.Kt.  to  K  fourth. 
Id.  Q.B.  to  Q.  second. 

14.  Q.B.  toQ.B.  third. 

15.  Q.B.  takes  Kt. 

16.  Q.  to  K.R.  fifth. 


VUriu 

1.  K.P.  two  squares. 

2.  K.P.  takes  P. 

3.  K.  Kt.  P.  two  squares, 

4.  K.  Kt.  P.  one  square. 

5.  K,  Kt.  P.  takes  Kt. 

6.  Q.P.  one  square. 

7.  Q.  to  KB.  third. 

8.  K  B.  to  K.  R.  third. 

9.  K,  Kt.  to  K.  second. 

10.  Q.  P.  takes  P. 

11.  Q.  to  KB.  fourth. 

12.  Q.  takes  P. 

13.  Q.Kt  to  Q.B.  third. 

14.  Q.Kt.  to  Q.  fifth. 


15.  Q.  takes  Q.B. 

16.  If  he  play  Q.  to  K.Kt. 
second,  see  the  First  Variation.  If  he  take  Kt.  with  Q. 
you  take  K.  B.  P.  with  Q.  If  he  take  B.  with  Q.  you 
check  with  Kt.  at  K.B.  sixth.  If  he  play  K.B.  to 
KKt.  second,  you  will  win  the  Queen.     But  if 

K.  R.  to  K.  B.-  square. 

17.  KR.  to  K.  square.  17.  If  he  play  Q»   to  Q.Kt. 

third,  see  the  Second  Variation.     If  he  take  K.  B.  with 
Q.  you  check  with  Kt.  at  K.  B.  sixth.     But  suppose 

Q.  to  K.Kt.  second. 

18.  B.  to  Q.Kt.  fifth.+ 

In  the  first  place, 

18.  Q.B.P.  one  square. 

19.  Kt  to  Q.  sixth.+  19.  K.  to  Q.  square. 

20.  Q.R.  to  Q.  square.  20.  Q.B.  to  Q.  second. 

21.  Kt.  takes  Q.Kt.P.+  21.  K.  to  Q.B.  second. 

22.  K.R.  takes  Kt.  and  wins. 
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In  the  second  place^ 

18.  Q.B.  interposes. 

19.  K.B.  takes  B.+  19.  K.  takes  B. 

20.  Kt.  to  Q.B.  fifth.+  20.  K.  to  K.  square. 

21.  K.R.  takes  Kt.+  21.  K.  takes  R. 

22.  Checkmates  in  seven  moves  at  most. 


FIRST  VARIATION, 

BKOINNING    AT   THE   SIXTEENTH   MOVE   OF   THE   BLACK. 

16.  Q.  to  K.Kt.  second, 

17.  KB.  takes  P.+  17.  Q.  takes  B. 

18.  Kt.  to  K.B.  sixth.+  18.  K.  to  B.  square. 

19.  Q.  takes  K.B.+  19.  Q.  interposes. 

20.  Q.  takes  Gambit  P.  20.  If  he  play  Q.B.  to  K.B. 

fourth,  you  would  win  a  piece  by  playing  Kt  to  Q* 

fifth.     If 

Kt.  to  K.B.  fourth. 

21.  Kt.  to  K.R.  fifth. 

FIRST    DEFENCE. 

21.  Q.  to  K.B.  second. 

22.  Kt.  to  K.  Kt.  third.  22.  K.  R.  to  K.  Kt  square. 

23.  Kt.  takes  Kt.  and  ought  to  win. 

SECOND   DEFENCE. 

21.  Q.  to  KKt.  third. 

22.  Kt.  to  K.  Kt  third.  22.  K.  R.  to  K.  Kt  square. 

23.  K.R.  to  K.B.  second,  winning  a  piece,  &c. 

THIRD   DEFENCE. 

21.  Q.  takes  Q.KtP. 
22.  Kt  to  K.Kt.  third. 


MUZIO   GAMBIT.  409 

In  the  fir$t  placey 

22.  Q.  takes  Q.B.P. 

23.  Kt.  takes  Kt.  23.  B.  takes  Kt. 

24.  Q.  to  K.  fifth,  and  wins. 

In  the  second  place, 

22.  Q.  to  K.B.  third. 

23.  Q.  takes  Q.B.P.  23.  K.  to  KKt  square. 

24.  Q.B.  to  K  square.  24.  Q.B.  to  K.  third.  (A.) 

25.  Q.R.  takes  B.  25.  Q.  takes  R. 

26.  Kt.  takes  Kt.  and  will  win. 

(A.) 

24.  Q.  to  K.B.  second. 

25.  Q.  to  Q.  eighth.+  25.  K.  to  Kt.  second. 

26.  Q.  to  K.Kt  fifth.+  26.  Q.  interposes. 

27.  Kt.  to  K.R.  fifth,  checks,  and  wins  easily. 


SECOND   VARIATION, 

BEOINNIMO   AT  THE  SEVENTEENTH    MOVE  OP   THE    BLACK. 

17.  Q.  to  Q.Kt.  third. 

18.  B.  to  Q.Kt.  fifth.+ 

FIRST   DEFENCE. 

18.  Q.B.  interposes. 

19.  B.  takes  Q.B.-^  19.  K.  takes  B. 

20.  Kt  to  Q.B.  fifth.+  20.  K.  to  K.  square. 

21.  KB.  takes  Kt.+  21.  K.  takes  R. 

22.  Q.  to  K.  fifth.+  22.  K.  to  Q.  square. 

23.  R.  to  Q.  square.^  23.  K.  to  Q.B.  square. 

24.  Q.  to  K.B.  fifth.+  24.  K.  to  Q.Kt.  square. 

25.  Checkmates  in  four  moves. 
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SECOND   DEFENCE. 

18.  Q.B.P.  one  square. 

19.  Kt.  to  K.B.  sixth.+  19.  K.  to  Q.  square. 

20.  Q.R.  to  Q.  square.^ 

In  the  first  placey 

20.  Q.B.  inf^rpoMa. 

21.  Q.B.  takes  Q.B.-^  21.  K  to  Q,B.  square. 

22.  K.  R.  takes  Kt.  22.  1£  he  take  R  with  P.  yoa 

would  play  Q.  to  K.  fifth,   and  checkmate  in  a  few 
moves ;  therefore, 

Q.  takes  K.B. 

23.  Q.  takes  Q.  23.  P.  takes  Q. 

24.  Q.  R.  to  Q.  B.  Beventh.+     24.  K  to  Q.  Kt  square. 

25.  Q.R.  takes  Q.Kt.P.-^       26.  K.  to  Q.B.  square. 

26.  K.R.  to  Q.B.  seyenth.+    26.  K.  to  Q.  square. 

27.  K.R.  to  Q.  seTenth.+       27.  K  to  Q.B.  square. 

28.  Checkmates  in  two  moves. 

In  the  second  placet 

20.  Kt.  to  Q.  fourth. 

21.  Q.R.  takes  Kt.+  21.  P.  takes  R. 

22.  Q.  takes  P.+  22.  K.  to  Q.B.  second. 

23.  Q.  to  K.  fifth.+  23.  Q.  interposes. 

24.  Kt.  to  Q.  fifth,  checks,  and  wins. 


KING'S  BISHOP'S  GAMBIT. 


FIRST  GAME. 

9SB%i\9.  Vlacit. 

1.  K.P.  two  squares,  1.  K.P.  two  squares. 

2.  K.B.P.  two  squares.  2.  K.P.  takes  P. 

3.  K.B.   to  Q.B.  fourth,    this   move  was  formerly  con- 

sidered much  inferior  to  playing  K.Kt  to  B.  third, 
because  it  allowed  Black  to  check  with  Q.,  compelling 
the  White  to  move  the  King.  This  game  has  been 
much  analyzed  and  played  of  late  years,  and  it  is  now 
generally  thought  quite  as  safe  to  play  the  Bishop  as 
the  Ejiight.     The  usual  moves  against  this  attack  are — 

K.  Et.  P.  two  squares. 

K.B.F.  two  squares  :  s^  the  Second  Grame. 

Q.  to  K.  B.  fifth,  checking  :  see  the  Third  Game. 

If  instead  of  one  of  these  Black  were  to  play  K.  Kt.  to 
K.  B.  third,  you  should  move  Q.  to  K.  second  ;  or  if  he 
play  Q.  B.  P.  one  square,  you  ought  to  move  K.  Kt.  to 
K.  B.  third.     Suppose,  however,  that  he  plays 

3.  K.Kt.P.  tw'o  squares. 
4.  K.RP.  two  squares.  4.  If  he  play  K.R.P.   two 

squares,  yon  may  take  P.  with  P.,  and  afterwards  move 
K.Kt.   to  K.B.  third.     If  he  play  K.B.   to  K.Kt. 
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second,  you  may  play  Q.  P.  two  squares,  and  afterwards 
take  K.  Kt.  P.,  as  in  the  Second  Defence.  If  he  plij 
K.B.  to  K.  second,  you  take  K.Kt.P.,  and  then  moTe 
Q.  P.  two  squares,  &c.     But  suppose 

FIRST   DEFENCE. 

K.B.P.  one  square. 

5.  Q.  checks.  6.  K.  to  K.  second. 

6.  Q.  to  K.  B.  seventh .+  6.  K.  to  Q.  third. 

7.  K.P.  checks.  7.  P.  takes  K.P. 

8.  Q.  to  Q.  fifth.+  8.  K  to  K.  second. 

9.  Q.  takes  P.,  checkmating. 

SECOND   DEFENCE. 

4.  K.R.P.  one  square. 

5.  Q.P.  two  squares.  5.  K.B.  to  K.Kt.  seoond. 

6.  P.  takes  P.  6.  P.  takes  P. 

7.  K.R.  takes  R.  7.  K.B.  takes  R. 

8.  Q.  to  K.R.  fifth.  8.  Q.  to  KB.  third. 

9.  K.P.  one  square.  9.  Q.  to  K.Kt.  second. 

10.  K.Kt.  to  K.R.  third.        10.  Q.Kt.  to  Q.B.  third. 

11.  Q.  B.  P.  one  square,  and  you  have  the  best  of  the  game, 

as  you   will   afterwards   win   the    Gambit   Pawn,  or 
K.  Kt.  P. 

These  moves  show  that  the  second  player  cannot  defend 
the  Gambit  Pawn  in  the  ordinary  way,  in  consequence  of 
your  advancing  K,  R.  P.  two  squares. 


SECOND  GAME. 

raitite.  Vladu 

1.  JST.P.  two  squaref.  1.  K.P.  two  squares, 

2.  K.  B.  P,  two  squares.  2.  K.  P.  takes  P. 

3.  K.  B.  to  Q.  B.  fourth.       3.  K.  B.P.  two  squares. 
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first  attack. 

4.  K.P.  takes  P.  ;  this  is  a  bad  move;  you  ought  to  play 

Q.  Kt.  to  Q.  B.  third. 

4.  Q.  checks. 

5.  K.  to  K.B.  square.  6.  P.  to  K.B.  Bixth. 

6.  KB.  takes  K.Kt.  6.  P.  takes  P.+ 

7.  K.  takes  P.  7.  Q.  to  K.Kt.  fourth.+ 

8.  K.  to  K.B.  square.  8.  Q.  takes  P.,    checks,  and 

will  afterwards  take  K.  B.,  having  the  best  of  the  game. 

SECOND    ATTACK. 

4.  Q.  to  K.  second.  4.  If  he  were  to  take  P.  with 

P.,  you  would  win  by  checking  with  Q.  at  K.K.  fifth. 

But  if 

Q.  checks. 

5.  K.  to  Q.  pquare.  5.  P.  takes  K.P. 

6.  Q.  takes  P.+  6.  K.B.  to  K.  second. 

7.  Q.P.  two  squares.  7.  He   ought  to  play  K.Kt. 

to  K.  B.  third,  and  there  would  be  but  little  difference 
in  the  game.     But  suppose 

K.Kt. P.  two  squares. 

8.  Q.  to  K.  fifth.  8.  K.Kt.  to  K.B.  third. 

9.  K.Kt.  to  KB.  third.  9.  Q.  removes. 

10.  Q.  takes  K.  Kt.  P.,  and  has  the  best  of  the  game. 

THIRD   ATTACK. 

4    Q.Kt.  to  Q.B.  third. 

No.  I. 

4.  K.Kt.  to  KB.  third. 

5.  KP.  one  square. 

FIRST   DEFENCE. 

0.  KKt.  to  K  fifth. 

6.  KKt  to  KB.  third.         6.  If   he    take    Q.Kt,  you 

retake  with  Q.  Kt.  P.     But  if 

K.Kt. P.  two  squares. 

7.  KR.P.  two  squares.  7.  K.Kt. P.  one  square. 
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8.  Q.Et.  takes  Kt  8.  P.  takes  Q.Et 

9.  KKt  to  its  fifth.  9.  Q.P.  two  squares. 

10.  P.  takes  Q.P.  en  passant.  10.  Q.  takes  P. 

11.  Kt  to  E.B.  seyenth.        II.  Q.  to  Q.B.  fourth. 

12.  Q.  to  K.  second,  and  you  have  evidently  a  fine  game. 

SECOND   DEFENCE. 

5.  KEt.  to  its  fiftL 

6.  E.Et.  to  K.B.  third.         6.  Q.P.  one  square. 

7.  Q.P.  two  squares. 

In  the  first  place^ 

7.  Q.P.  takes  P. 

8.  Q.P.  takes  P.  8.  Q.  takes  Q. 

9.  Q.Et.  takes  Q.  9.  Q.Et.  to  Q.B.  third. 
10.  Q.B.  takes  P. 

There  is  little  difference  in  the  game. 

In  the  second  placcy 

7.  E.Et.  to  E.  sixth. 

8.  Q.B.  takes  Et.  8.  P.  takes  Q.B. 

9.  Q.Kt.  to  Q.  fifth.  9.  Q.P.  takes  P. 

10.  Q.P.  takes  P.  10.  Q.Kt.  to  Q.B.  third. 

11.  Q.Et.  takes  P.  at  E.  third,  and  you  have  a  good  gnme. 

No.  II. 

4.  Q.  checks. 

5.  E.  to  E.B.  square.  5.  E.Et.  to  E.B.  third. 

6.  E.Et.  to  E.B.  third.  6.  Q.  to  E.R.  fourth. 

7.  E.P.  one  square. 

In  the  first  place^ 

7.  E.Et.  to  E.  fiflh. 

8.  Q.  Et  to  Q.  fifth.  8.  If  he  play  E.  to  Q.  square, 

you  should  take  Gambit  P.  with  Q.  Et.,  having  a  good 

game.     But  if 

E.Et.  to  its  sixth.'*' 

9.  E.  to  E.Et  square.  9.  E.Et  takes  R. 
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10.  Et  takes  Q-B.?.-^  10.  K.  to  Q.  square. 

11.  Q.Kt.  takes  Q.R.  11.  KKt.  to  its  sixth. 

12.  P.  takes  KKt  12.  P.  takes  P. 

13.  Q.P.  two  squares.  18.  K.B.  to  K.  second. 

14.  Q.B.  to  K.B.  fourth.  14.  If  he  play  K.B.  to  KR. 

fifth,  you  should  play  K.  Kt.  to  its  fifth.     But  if 

Q.  to  KKt.  fifth. 
16.  Kt  to  KKt  fifth.  15.  Q.  takes  Q-B. 

16.  Kt  to  KB.  seventh.'^      16.  K  to  K  square. 

17.  Q.  to  Q.  third.  17.  KB.  to  Q.  square. 

18.  K.Kt  to  Q.  8ixth.+  18.  K  to  K.B.  square. 

19.  Q.B.  to  KB.  square,  and  will  checkmate  in  a  few  moves. 

In  the  second  place, 

7.  K.Kt  to  its  fifth. 

8.  Q.P.  two  squares.  8.  KKt  to  K  sixth.+ 

9.  Q.B.  takes  Kt  9.  P.  takes  Q.B. 

10.  Q.Kt  to  Q.  fifth.  10.  K  to  Q.  square. 

11.  Q.Kt  takes  KP.,  and  has  a  fine  game. 

FIEST  VARIATION, 

BEGINNING   AT   THE   FIFTH    MOVE   OF  THE   BLACK. 

1.  K.P.  two  squares.  1.  K,P.  two  squares, 

2.  K,B.P.  two  squares.  2.  K,P.  takes  P. 

3.  K.B.  to  Q.B.  fourth.  3.  K.B, P.  two  squares. 

4.  Q.  Kt.  to  Q.  B.  third.  4,  Q  checks. 

5.  K,  to  K.B,  square,  5,  P.  takes  KP. ;  this  move 

is  suggested  by  Mr.  Jaenisch,  in  his  2d  vol.  p.  211,  in 
lieu  of  K.  Kt  to  K  B.  third  abready  given ;  he  thinks  it 
gives  Black  the  best  of  the  game  :  he  continues  it  thus : 

6.  Q.Kt  takes  P.  6.  Q.B.P.  one  square. 

7.  Q*  to  K  second.  7.  K.  to  Q.  square. 

8.  K.  B.  takes  K.  Kt. ;  instead  of  this  move,  it  would  per- 

hi^  be  better  to  play  K  Kt  to  KB.  third  ;  see  the 

Third  Variation. 

8.  KR.  takes  B. 

9.  KKt  to  KB.  third.         9.  Q.  to  K  second. 
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10.  Q.P.  two  squares.  10.  Q.P.  two  squares. 

11.  Q.Kt.  to  K.Kt.  fifth.        11.  K.R.P.  one  square. 
.12.  Q.  takes  Q.+  12.  If  he  were  to  take  Q.  with 

K.,  you  would  play  K.  Kt.  to  K.  R.  seventh.     But  if 

K.B.  takes  Q. 

13.  Q.Kt.  to  K.B.  seventh."^  13.  K.  to  his  square. 

14.  Q.Kt.  to  K.  fifth.  14.  KKt.P.  two  squarcB,  and 

has  the  best  of  the  game,  having  a  Pawn  more. 

Such  18  the  Defence  given  by  Mr.  Jaenisch  to  the  move  of 
Q.  Kt.  to  Q.  B.  third,  first  published  in  my  Second  Series 
pf  Lessons,  page  249.  His  fifth  move  of  K.  B.  P.  takes  P. 
may,  for  aught  I  know,  be  a  better  move  than  the  one 
given  by  me  of  K.  Kt.  to  K.  B.  third,  but  I  think  that  the 
first  player  may  make  better  moves  than  those  given 
by  Mr.  Jaenisch ;  see  the  following  Variations. 

SECOND  VARIATION, 

BEGINNING  AT  THE  SEVENTH  MOVE  OF  THE  FIRST  VARIATION. 

^S9iWt,  ISlaciL 

1.  K.P,  trvu  siquares.  1.  K,P.  two  squares, 

2.  K,  B.  P.  two  squareif.  2.  K,  P.  takes  P, 

3.  K,B,  to  Q.B,  fourth.  3.  K,B,P,  two  squares. 

4.  Q.  Kt.  to  Q.  B.  third.  4.  Q.  checks. 

5.  K.  to  K.  B.  square.  5.  P.  takes  K,  P, 

6.  Q.  Kt.  takes  P.  6.  Q.  B.  P,  one  square. 

7.  K.Kt.  to  K.B.  third.  7.  Q  to  K.  second. 

8.  K.  to  K.B.  second.  8.  Q. P.  two  squares. 

9.  Q.Kt.  to  K.Kt.  fifth.  9.  Q.  to  Q.B.  fourth.+ 

10.  Q.P.  two  squares.  10    Q.  takes  K.B. 

11.  K.  R.  to  K.  square."*" 

FIRST    DEFENCE. 

11.  K.  to  Q.  square. 

12.  Kt.  to  K.B.  seventh.^        12.  K.  to  Q.B.  second. 

1 3.  Q.  B.  takes  P.,  checks,  and  has  a  forced  won  game. 
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SECOND   DEFENCE. 

11.  K.B.  to  K.  second. 

12.  K.Kt,  to  K.  fifth. 

In  the  first  place, 

12.  Q.  to  Q.Kt.  fourtli. 

13.  Q.  to  K.R.  fifth,  checks,  and  has  a  fine  game. 

In  llie  necond  place^ 

12.  Q.  to  Q.Kt.  fifth. 

13.  It  would  not  be  good  play  to  check  with  Q.  ;  it  is  better 

to  play 
Q.B.P.  one  square.  13.  Q.  to  Q.  thii'd. 

14.  Q.Kt.  to  K.B.  seventh.      14.  Q.  to  K.B.  third. 

15.  Q-Kt.  takes  K.R.  15.  Q.B.  to  K  tliird. 

16.  Q.  to  K.  R.  fifth,  checks,  and  afterwards  plays  out  Q.  Kt, 

having  the  best  of  the  game. 

THIRD   DEFENCE. 

11.  K.Kt.  to  K.  second. 

12.  K.Kt.  to  K.  fift;h.  12.  Q.  to  Q.Kt.  fifth. 

13.  Q.B.P.  one  square.  13.  Q.  to  Q.Kt.  third. 

14.  Q.Kt.  to  K.B.  seventh.      14.  K.R.  to  K.Kt.  square. 

15.  Q.Kt.  to  Q.  sixth.*^  15.  K.  to  Q.  square. 

16-  KKt.  to  KB.  seventh.^   16.  If  he  play  K.  to  Q.  second, 
he  will  be  checkmated  in  three  moves  ;  ther^ore, 

K.  to  Q.B.  second. 

17.  Q.B.  takes  P.  17.  Q.  to  Q.R.  third. 

18.  Checkmates  in  three  moves. 

THIRD   VARIATION, 

BEGINNING   AT   TU£   EIGHTH    MOVE   OP   THE   WUITK. 

miite.  ISUuiu 

1.  K,P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K,  P.  takes  P. 

3.  K.  13.  to  Q. B.  fourth.  3.  K.B.  P.  two  aqtMren. 

E  B 
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4.  Q.  Kt,  to  Q.  B.  third.  4.  Q.  checks. 

5.  K.  to  K.  B.  square.  5.  P.  takes  P. 

6.  Q.  Kt.  takes  P.  6.  Q.  B.  P.  one  square. 

7.  Q.  to  K.  second.  7.  K.  to  Q.  square. 

8.  K.Kt.  to  K.B.  third.  8.  If  he  play   Q.  to  K.R. 

fourth,  you  move  Q.  Et.  to  E.  Kt.  fifth  ;  and  if  he  then 
play  Q-P*  two  squares,  you  play  K.Kt  to  K  fifth. 
But  if 

Q.  to  E.  second. 

9.  Q.Kt.  to  E.Kt.  fifth. 

FIRST   DEFENCE. 

9.  Q.  takes  Q. 

10.  E.B.  takes  Q. 

In  the  first  place^ 

10.  K.  to  E.  square. 

11.  E.Kt.  to  E.  fifth. 

No.  I. 

11.  E.R.P.  one  square. 

12.  Q.Et.  to  E.B.  seventh.      12.  If  he   play   K.R.  to  ite 

second,  you  move  K.  B.  to  Q.  third.     But  if 

Q.P.  one  square. 

13.  Et.  takes  K.R.  13.  Q.P.  takes  Kt. 

14.  E.B.  checks,  and  afterwards  plays  Et.,  having  the  best 

of  the  game. 

No.  II. 

11.  Q.P.  one  square. 

12.  E.Et.  to  E.B.  seventh.     12.  If  he   play   E.R.P.  one 

square,  you  take  E.  R.  with  Et.     But  if 

E.B.  to  E.  second. 

13.  Q.P.  two  squares.  13.  K  he  take  Et.  with  K.B., 

you  should  take  E.  B.,  and  not  E.  R.     If 

E.R.P.  one  square. 

14.  Et  takes  E.R.  14.  P.  takes  Et. 

15.  Et.  to  E.Et.  sixth.  16.  E.B.  to  it»  third. 
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16.  Q.B.P.  one  square.  16.  K.  to  K.B.  scooDd. 

17.  KB.   to   Q.  third,  and  afterwards  plays  K.R.P.  two 

squares,  and  will  have  the  best  of  the  game. 

No.  III. 

11.  E.B.  to  E.  second. 

12.  K.Kt.  to  E.B.  seventh.     12.  E.B.  takes  Et. 

13.  Et.  takes  E.B.  13.  E.R.  P.  one  square. 

14.  You  may  play  Et  to  E.  fourth,  or 

E.B.  checks.  14.  K,  to  E.  second. 

15.  Et.  to  E.B.  seventh.         15.  E.Et.  to  E.B.  third. 

16.  Et.  takes  E.R.  16.  Et  takes  E.B. 

17.  Et  to  E.Et  sixth  +         17.  E.  to  E.B.  third. 

18.  Et.  to  E.R.  fourth.  18.  E.Et. P.  two  squares. 

19.  E.  Et.  to  E.  B.  third,  and  has  rather  the  best  of  the  game. 

In  the  second  place, 

10.  E.Et  to  E.R.  third. 

11.  Q.P.  two  squares.  11.  E.B.  to  Q.  third. 

12.  E.Et  to  E.  fifth.  12.  KB.  takes  Et 

13.  P.  takes  E.B.  13.  E.R.  to  KB.  square. 
14..E.Et  takes  KR.P.          14.  KR.  to  E.B.  fourth. 

15.  KB.  to  Q.  third.  15.  E.R.  takes  KP. 

16.  Q.B.  takes  P.,  and  has  the  best  position. 

SECOND   DEFENCE. 

9.  Q.P.  two  squares. 

10.  Q.  takes  Q.  10.  If  he  take  Q.  with  KB., 

you  will  play  E.  B.  to  Q.  third.     Suppose 

K  takes  Q. 

11.  E.B.  to  Q.  third.  11.  KR.P.  one  square. 

12.  KEt  to  K  fifth.  12.  K  to  KB.  third. 

13.  Q.Et  to  KB.  seventh.     13.  KB.  to  Q.  third. 

14.  Q.Et  takes  KR.  14.  KB.  takes  Et 

15.  Et  to  E.Et  sixth.  15.  E.B.  to  Q.  third. 

16.  E.  to  his  square,  and  you  have  the  best  of  the  game. 

K  K  2 
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THIRD  GAME. 

1.  K.I^.  two  squares,  1.  K.P,  two  squares, 

2.  K.  B.  P,  two  squares.  2.  K,  P,  takes  P, 

3.  K.B.  to  Q.B.  fourth.  3.  Q.  checks. 

4.  K.  to  K.B.  square.  4.  Ifhe  play  Q.  P.  one  square, 

see  the  Fourth  Game.     If  he  play  Q.  to  K.  B.  third,  yoa 
move  Q.  Kt.  to  B.  third,  or  Q.  P.  two  squares.    But  if 

FIRST   DEFENCE. 

KB.  to  Q.B.  fourth. 

5.  Q.P.  two  squares.  5.  K.B.  to  Q.Kt.  third. 

6.  KKt  to  KB.  third. 

In  the  first  placCy 

6.  Q.  to  KKt.  fifth. 

7.  KB.  takes  KB.P.+  7.  K  to  B.  square.^ 

8.  KR.P.  one  square.  8.  Q.  to  KKt.  sixth. 

9.  Q.Kt.  to  Q.B.  third.         9.  K  takes  B. 

10.  Q.Kt.  to  K  second.  10.  Q.  to  KKt.  third. 

11.  KKt.  to  K.  fifth,  checks,  and  wins  the  Queen. 

The  fourth  move  of  the  Black  is  evidently  a  bad  one,  he 
ought  to  have  played  K.  Kt.  P.  two  squares. 

White  would  equally  have  won  the  Queen  if,  on  the 
ninth  move,  he  had  played  Q.  B.  to  Q.  second,  and  then 
Q.B.  to  K.  square. 

In  tlie  second  place^ 

6.  Q.  to  KR.  third. 

7.  K.Kt.  to  K.  fifth.  7.  Q.P.  two  squares. 

8.  KB.  takes  P.  8.  Q.B.P.  one  square. 

9.  You  may  take  KB.P.  with  KKt.,   as  in   the  Third 

Defence,  or  you  may  play 
KB.  takes  KB.P.+  9.  K  to  KB.  square. 

10.  KB.  to  Q.Kt.  third.        10.  Q.B.  to  K.  third. 

11.  KB.  takes  B.  11.  Q.  takes  B. 

12.  Q.B.  takes  P.  and  has  evidently  the  best  of  the  game. 
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In  the  third  place^ 

6.  Q.  to  K.B.  third. 

7.  K.P.  one  square.  7.  If  he  play  Q*    to  Q.B. 

tliird,  you  may  play  Q.  to  K.  second,  and  you  will 
have  a  good  game.     But  if  he  play 

Q.  to  KB.  fourth. 

8.  KB.  to  Q.  third.  8.  Q.  to  KKt  fifth. 

9.  KB.P.  one  square.  9.  Q.  to  KKt.  sixth. 

10.  Q.Kt  to  Q.B.  third.        10.  KB.  takes  Q.P. 

11.  Q.Kt  to  K  fourth.  11.  Q.  to  KKt  third. 

12.  Q.Kt.  to  Q.  sixth,  checks,  and  wins  the  Queen.     Black 

played  ill  in  defending  the  Gambit  Pawn  with  the 
Queen.  If,  on  the  seventh  move,  he  had  played  Q.  to 
K.  R.  third,  you  might  play  K  R.  P.  two  squares,  and 
afterwards  K  Kt.  to  its  fifth,  or  K.  Kt.  P.  one  square, 
liaving  a  very  good  game. 

In  the  fourth  placey 

6.  Q.  to  K.  second. 

7.  Q.B.  takes  P.  7.  Q.  takes  K.P. 

8.  KB.  takes  KB.P.+  8.  K  to  KB.  square. 

9.  Q.B.  to  KKt  third.  9.  KKt.  to  KR.  third. 

10.  Q.Kt  to  Q.B.  third.         10.  Q.  to  K  second. 

11.  KB.  to  Q.Kt.  third,  and  your  position  is  better  than 

the  Black's. 

SECOND   DEFENCE. 

4.  KKt  to  KB.  third. 

5.  KKt.  to  B.  third.  5.  If  he  play  Q.  to   KKt 

fifUi,  you  take  K.  B.  P.,  checking.  If  he  move  Q.  to 
K.  B.  third,  you  play  Kt  to  K  fifth.     But  if 

Q.  to  KR.  fourth. 

6.  KP.  one  square.  6.  KKt  to  its  fifth. 

7.  Q.P.  two  squares.  7.  KKt  P.  two  squares. 

8.  K  R.  P.  two  squares.  8.  If  he  play  K.  B.  to  K  R. 

third,  or  K  R.  P.  one  square,  you  move  K  to  K  Kt. 
square,  secure  of  gaining  a  Pawn  in  a  few  moves. 
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THIRD   DEFENCE. 

4.  K.Kt.P.  two  squares. 

5.  K.Kt.  to  K.B.  third;  you  may  also  play  Q.  to  KB. 

third,  see  the  Ninth  Game  ;  or  Q-Kt.  to  Q.B.  third, 
see  the  Tenth  Game. 

In  the  first  place^ 

6.  Q.  to  KR.  third 

6.  E.Kt.  to  K.  fifth.  6.  Q.P.  two  squares. 

7.  K.B.  takes  P.  7.  Q.B.P.  one  square. 

8.  K.Kt.  takes  K.B.P.  8.  Q.  removes. 

9.  K.B.  to  Q.Kt.  third,  and  will  win. 

In  the  second  place, 

5.  Q.  to  K.Kt.  fifth. 

6.  K.B.  takes  K.B.P."^  6.  K.  to  EL  second. 

7.  K.R.P.  one  square.  7.   Q.  to  K.Kt.  sixth. 

8.  Q.Kt.  to  Q.B.  third,  and  afterwards  playing  Q.Et  to 

K.  second,  will  win  the  Queen.  Black  played  ill  in 
moving,  on  the  fifth  move,  Q.  to  K.  R.  third,  as  well 
as  Q.  to  K.Kt.  fifth.     The  proper  move  is 

In  the  third  placcy 

5.  Q.  to  K.R.  fourth. 

6.  Q.P.  two  squares.  6.  Q.P.  one  square. 

7.  Q.  to  Q.  third.  7.  K.B.  to  K.Kt.  second. 

8.  K.  R.  P.  two  squares.  8.  K.R.  P.  one  square. 

9.  K.  to  K.Kt.  square.  9.  Q.  to  K.Kt.  third. 

There  is  not  much  diflference  in  the  game,  which  is  difficult 
for  both  parties. 


FOURTH  GAME. 

1.  K,P,  two  squares.  1.  K.P,  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 
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3.  K.B.  to  (i.B.  fourth.        3.  Q.  checks.  . 

4.  K.  to  K.  B.  square.  4.  Q.  P.  one  square. 

5.  You  may  now  play  Q.P.  two   squares,   see  the   First 

Variation;  or  Q.  to  K.B.  third,  see  the  Second  Vari- 
ation, or 
K.Kt.  to  KB.  third.  5.  If  he  play  Q.  to  K.B. 
third,  you  play  Q.Kt  to  Q-B.  third,  or  Q.P.  two 
squares.  If  he  play  Q.  to  K.  Kt.  fifth,  you  move  K. 
to  K.B.  second,  and  afterwards  K.R.  to  K.  square, 
or  K.B.  square.     But  if 

Q.B.  to  K.Kt.  fifth. 

6.  Q.P.  two  squares. 

FIRST    DEFENCE. 

6.  Q.B.  takes  Kt. 

7.  Q.  takes  Q.B.  7.  K.Kt. P.  two  squares. 
B.  Q.  to  Q.  Kt.  third,  attacking  two  undefended  Pawns. 

SECOND    DEFENCE. 

6.  Q.  to  K.R.  third. 

7.  K.Kt. P.  one  square. 

In  the  first  place, 

7.  K.Kt. P.  two  squares. 

8.  K.R. P.  two  squares.  8.  K.B. P.  one  square. 

9.  K.P.  one  square.  9.  Q.P.  takes  P. 

10.  Q.P.  takes  P.  10.  Q.B.  takes  Kt.  (A.) 

11.  Q.  takes  Q.B.  11.  Q.B.P.  one  square. 

12.  K.R. P.  takes  P.  12.  Q.  takes  P. 

13.  Q.B.  takes  P.,  and  will  win. 

(A.) 

10.  K.  B.  P.  takes  P. 

11.  Q.  to  Q.  fifth.  11.  Q.B.  takes  KKt. 

12.  Q.  takes  Q.B.  12.  Q.  B.  P.  one  square.  (B.) 

13.  K.R.P.  takes  P.  13.  Q.  takes  P. 

14.  K.Kt.P.  takes  P.  14.  K.P.  takes  P. 

15.  Q.B.  takes  P.  15.  Q.  to  K.B.  third. 
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16.  Q.Kt,  to  Q.B.  third.  16.  KB.  to  K.  second. 

17.  Q.R.  to  K.  square.  17.  Q-Kt.  to  Q.  second. 

18.  Q.Kt.  to  K.  fourth,  and  ought  to  win. 


(B.) 


13.  E.B.  to  Q.  fifth. 

14.  Q.B.P.  two  squares. 

15.  Q.  to  K.R.  fifth.+ 

16.  KB.  takes  KKt 

17.  Q.  to  KB.  seventh. 


12.  Q.  to  Q.B.  third. 

13.  Q.  to  Q.B.  third.+ 

14.  Q.B.P.  one  square. 

15.  K  to  Q.  square. 

16.  KB.  takes  KB.* 

17.  KB.  to  its  square. 


18.  KR.  to  its  second,  having  the  best  of  the  game. 

In  the  second  places 


8.  K.  to  K.  B.  second. 

9.  KR.P.  takes  P. 

10.  KB.  takes  KB.P.+ 

11.  Q.  takes  Q.B. 

12.  KR.  takes  KR.P. 

13.  KB.  takes  KKt. 

14.  K  to  K.  Kt.  square. 

15.  Q.  takes  KB.,  checks. 


7.  Q.  to  KR  8ixth.+ 

8.  P.  takes  P.+ 

9.  Q.B.  takes  Et 

10.  K  to  Q.  square. 

11.  Q.  to  Q.  second. 

12.  KR.  takes  R 

13.  KR.  to  its  seventh."*" 

14.  Q.  to  KR.  sixth, 
and  will  win  easily. 


THIRD   DEFENCE. 


7.  Q.  Kt.  to  Q.  B.  third. 

8.  K.R.P.  two  squares. 

9.  K  to  KB.  second. 

10.  P.  takes  Q.B. 

11.  KR.P.  takes  P. 

12.  Q.B.  takes  P. 

13.  Q.Kt.  to  Q.  fifth. 

14.  Q.Kt  takes  Q.B.P.+ 

15.  Q.Kt.  takes  Q.R. 

16.  Q.  to  Q.  second,  and 


6.  KKt. P.  two  squares. 

7.  Q.  to  K.  R.  fourth. 

8.  K.R.P.  one  square. 

9.  Q.  B.  takes  Kt. 

10.  Q.  to  KKt.  third. 

11.  Q.  takes  P. 

12.  Q.  takes  Q.B. 

13.  Q.  to  KKt.  fourth. 

14.  K  to  Q.  square. 

15.  Q.  to  K  second, 
has  the  best  of  the  game. 
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FIRST  VARIATION, 


BEGINNING    AT   THE    FIFTH    MOVE    OF   THE  WHITE. 


1.  K.P.  two  squares, 

2.  K.  D,  P.  two  squares. 

3.  K.B.  to  Q.B.  fourth, 

4.  K.  to  K.B.  square. 

5.  Q.P.  two  squares. 


l>Iiirlt. 

1.  K.P,  two  squares, 

2.  K.P.  takes  P. 

3.  Q.  cliecks. 

4.  Q.  P.  one  square. 


FIRST   DEFENCE. 


5.  Q.B.  to  K.Kt  fifUL 
6.  Tou   may  play  Q.  to  Q.   third ;  but  it  is,  at  least,  as 
well  to  play 


KKt.  to  KB.  third. 

7.  Q.Kt.  toQ.B.  third. 

8.  K.R.P.  two  squares. 

9.  K.  to  K.B.  second. 

10.  K.R.P.  takes  P. 

11.  P.  takes  Q.B. 

12.  Q.Kt.  to  K.  second. 


6.  K.Kt. P.  two  squares. 

7.  Q.  to  K.R.  fourth. 

8.  K.R.P.  one  square. 

9.  K.B.  to  K.Kt.  second. 

10.  Q.B.  takes  K.Kt. 

11.  Q.  takes  K.Kt. P. 

12.  Q.Kt.  to  Q.B.  third. 


13.  Q*B.P.  one  square,  and  afterwards  takes  Gfunbit  Pawn. 


SECOND   DEFENCE. 

5.  Q.B.  to  K.  third. 

6.  K  B.  takes  B.  6.  P.  takes  K.  B. 

7.  Q.  to  K.B.  third.  7.  If  he  play  KKtP.  two 

squares,  you  play  K.  Kt.P.  one  square,  recovering  the 
Pawn.     If  he  move  Q.  to  K.B.  third,  you  advance 

KP.    If 

P.  to  K.  fourth. 

8.  Q.P.  takes  P.  8.  Q.P.  takes  P. 

9.  Q.  to  Q.Kt.  third.  9.  If  he  play  Q.Kt.P.  one 

square,  you  play  Q.  to  Q.  fifth,  &c.  If  he  play  Q.  Kt 
to  Q.  second,  you  take  Q.KtP.  &c  in  each  case, 
having  a  good  game. 
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SECOND  VARIATION, 

REOINNINO   AT  THE   FIFTH    MOVE   OF   THE  WHITE. 

91»iite.  Blade 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.P.  takes  P. 

3.  K.  B.  to  Q.  B.  fourth.       3.  Q.  checks. 

4.  K.  to  K.  B.  square.  4.  Q.  P.  one  square. 

5.  Q.  to  K.B.  third.     This  is  Cozio's  method  of  attack ;  it 

is  ingenious,  and  probably  the  best  move,  when  the  Q.P. 
is  played,  but  it  may  also  be  adopted  with  advautage  in 
other  Variations,  see  the  Ninth  Grame. 

FIRST   DEFENCE. 

5.  Q.  to  K.B.  third. 

6.  Q.P.  one  square.  6.  K.Kt.P.  two  squares. 

7.  K.R.P.  two  squares.  7.  K.  R.P.  one  square. 

8.  P.  takes  P.  8.  P.  takes  P. 

9.  K.R.  takes  R.  9.  Q.  takes  K.R. 

10.  K.  Kt.  P.  one  square,  recovers  the  Pawn,  with  a  good  game. 

SECOND    DEFENCE. 

5.  K.Kt.P.  two  squares. 

6.  K.Kt.P.  one  square.  6.  If   he   play  Q.   to  K.B. 

third,  you  should  take  P.  with  P.,  and  afterwards  plaj 
Q.P.  one  square.     But  suppose 

Q.  to  K.Kt.  fifth. 

7.  Q.  takes  Q.  7.  Q.B.  takes  Q. 

8.  Q.P.  one  square.  8.  K.B.  to  K.R.  third. 

9.  Q.Kt.  to  Q.B.  third.  9.  K.Kt.  to  K.  second. 
10.  K.Kt.  to  K.  second.         10.  If  he  play  K.Kt  to  its 

third,  you  move  Q.  Kt.  to  Q.  fifth,  &c.     But  if 

Q.B.  takes  Kf^ 
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11.  Q.Et.  takes  Q.B.  11.  K.Kt.  to  its  third. 

12.  K.R.P.  two   squares,   and  ailterwards  advancing  it  one 

Mjuare,  will  recover  the  Pawn,  with  at  least  an  equal 
game. 


FIFTH  GAME. 

ca^itf.  ISlarft. 

1.  K,P.  two  squares,  1.  K.P.  two  squares, 

2.  K,  B,  P.  two  squares,  2,  K.  P.  takes  P, 

3.  K.B,  to  Q,B.  fourth,  3.   Q,  checks, 

4.  K,  to  K,  B,  square,  4.  K,  Kt,  P,  two  squares, 

5.  K.Kt.  to  K.B,  third,  5,   Q,  to  K,R,  fourth. 

6.  K.  R.  P.  two  squares.  6.  The  best  move  is  K.  B.  to 

K.  Kt.  second  ;  but  suppose  he  plays 

FIRST    DEFEN'CE. 

K.  Kt.  p.  one  square. 

7.  K.Kt  to  its  fifth.  7.  K.Kt.  to  K.R.  third. 

In  the  first  place, 

8.  K.P.  one  square.  8.  Q.P.  one  square. 

9.  Q.P.  two  squares.  9.  P.  takes  K.P. 

10.  Q.P.  takes  P.  10.  The   best  move  is  P.   to 

K.  B.  sixth ;  you  would  take  it  with  K.  Kt.  P.,  and  the 
game  would  be  nearly  equal.     But  suppose 

K.B. P.  one  square. 

11.  P.  takes  K.B.P.  11.  K.B.  to  Q.  third. 

12.  Q.B.  takes  P.  12.  K.B.  takes  Q.B. 

13.  Q.  to  K.  second.^  13.  Q.B.  to  K.  third. 

14.  Q.  takes  Q.B.+  14.  K.  to  Q.  square. 

15.  Q-  to  K.  Beventh.+  15.  K.  to  Q.B.  square. 

16.  K.B.  checks.  16.  Q.Kt.  interposes. 

17.  Q.  takes  Q.Kt.,  checks,  and  afterwards  playing  P.  to 

K.B.  seventh,  will  win  easily. 
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In  the  second  plaee^ 

8.  Q.P.  two  squares.  8.  K.B.P.  one  square. 

9.  K.Kt.  to  K.R.  third.         9.  Q.  takes  KR.P. 

10.  K.Kt.  to  KB.  second.     10.  Q.  to  KEt  fourth. (A.) 

11.  K.  Kt  to  Q.  third.  11.  Q.  P.  one  square. 

12.  K.Kt.  takes  P.,  and  though  jou  have  a  Pawn  less,  jet 

jour  position  is  very  attacking. 

(A.) 

10.  Q.  to  KEt  sixth. 

11.  Q.Kt.  to  Q.B.  third.        11.  P.  to  KB.  sixth. 

12.  KKtP.  takes  P.  12.  P.  takes  P. 

13.  Q.B.  takes  K.Kt  13.  KB.  takes  B. 

14.  K.R.  takes  B.  14.  Q.  to  KEt  seventh.^ 

15.  K  to  K  square.  15.  Q.  to  KEt  eighth.^ 

16.  KB.  to  its  square,  having  a  winning  game. 

SECOND   DEFENCE. 

6.  KB.  to  K  Et  second. 

7.  Q.P.  two  squares.  7.  Q.P.  one  square. 

8.  K.  to  Kt.  square.     There  are  two  other  ways  of  playing, 

viz.  K.  B.  to  K.  second,  or  Q.  Kt.  to  Q.  B.  third ;  see 

the  Seventh  Game. 

8.  Q.B.  to  KKt.  fifth. 

9.  K.R.P.  takes  P.  9.  Q.B.  takes  KKt 

10.  KKtP.  takes  B.  10.  Q.  takes  P.+ 

11.  K  to  B.  square. 

The  position  is  slightly  in  favour  of  the  Black,  who  haa 
still  the  advantage  of  a  Pawn. 


SIXTH  GAME. 

1.  K,  P,  two  squares.  1.  K,  P,  two  squares, 

2.  K,  B,  P,  trro  squares.  2.  K,  P.  takes  P. 

3.  AT.  B.  to  Q.  B.  fourth.       3.  Q.  checks. 
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4.  K,  to  K.li,  square, 
o.  K.  Kt  to  K.  IS.  third. 
6.  K.  R,  P.  two  squares. 


4.  K.  Kt.  P.  two  squares. 

5.  Q.  to  K.  11.  fourth. 

6.  K.  B.  to  K.  Kt.  second. 


PIRST    ATTACK. 

7.  Q.Kt.  to  Q.B    third         7.  He  might  take  Q.  Kt  with 
K.  B.,  but  it  is  perhaps  better  to  play 

K.R.P.  one  square. 

8.  Q.P.  one  square. 

9.  Q.P.  takes  K.P. 

10.  K.  to  Q.  square. 

11.  Q.B.  to  Q.  second. 

12.  Q.  to  K.Kt  third. 

13.  P.  takes  P. 

14.  K.B.  takes  R. 

15.  If  he  play  Q.B.P.  one 
square,  you  will  take  the  Gambit  Pawn  with  Q.  Kt,  in 
order  to  check  afterwards  with  Q.  at  K.  R.  fourth.  His 
best  move  is  KB.  to  K.Kt.  second,  which  will  give 
him  the  best  of  the  game. 

SECOND    ATTACK. 


8.  Q.P.  two  squares 

9.  K.P.  one  square. 

10.  Q.Kt  to  Q.  fiftlu 

11.  Q.P.  takes  P. 

12.  K.  to  KKt  square. 

13.  K.R,P.  takes  P. 

14.  E.R.  takes  R. 

15.  Q*  to  K.  square. 


7.  K.  to  K.Kt.  square. 

8.  If  you  play  K.  to  K.  B. 

square ;  but  if 
K.  to  K.R.  second. 

9.  Kt  takes  KB. 

10.  K  to  KR.  third. 

11.  KKt  to  KB.  fifth. 

12.  KR.  takes  Q. 

13.  KB.  takes  P. 

14.  KB.  takes  Q.KtP. 

15.  KB.  takes  B. 

16.  K  to  Kt  fourth. 


7.  KB.  checks. 

square,  he  will  move  Q.P.  one 

8.  KKt  P.  one  square. 

9.  KKt  P.  checks. 

10.  Q.P.  two  squares."*" 

11.  Q.  takes  Q. 

12.  KKt  to  KR.  third. 

13.  KKt  takes  Kt 

14.  KKt  to  K  sixth.+ 

15.  KKt  takes  R. 

16.  Q.Kt  to  Q.B.  third. 


In  the  first  place, 

17.  KB.  to  Q.Kt  seventh.     17.  Q.Kt  to  Q.  fifth. 

18.  If  you  take  Q.R.,  he  will  play  P.  to  KB.  sixth,  and 
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afterwards  advance  one  of  the  Pawns  to  Queen.    If  you 
play  KB.  to  Q.R.  sixth,  he  may  take  Q.B  P.,  &c 
But  if 
K.P.  one  square.  18.  Q.R.  to  Q.Kt.  square. 

19.  K.B.  to  K.  fourth.  19.  Kt.  to  K.B.  8eventh.+ 

20.  E.  takes  P.  20.  Kt.  takes  K.B. 

21.  K.  takes  Kt.  21.  Kt.    takes    Q.B.P.,    and 

wins  easily. 

In  tJie  second  placCy 

17.  K.B.  to  Q.R.  sixth.  17.  Q.Kt.  to  Q.  fifth. 

18.  Q.Kt.  to  Q.R.  third.  18.  P.  to  K.B.  sixth. 

19.  K.B.  to  its  square.  19.  P.  takes  P. 

20.  K.B.  takes  P.  20.  R.  to  K.Kt.   sq.,  checks, 

and  will  win. 

THIRD   ATTACK. 

7.  Q.P.  two  squares.  7.  Q.P.  one  square. 

In  the  first  place^ 

8.  K.R.  to  it5  second.  8.  Q.B.  to  K.Kt  fifth. 

9.  If  you  take  K.Kt.P.  with  K.R.P.,  he  wiU  takeRR. 

But  if 
K.  to  Kt.  square.  9.  P.  takes  K.  R.  P. ;  instead 

of  this  move  Mr.  Jaenisch  prefers  taking  K.  Kt.  with 
Q.  B.  :  see  the  Variation. 

10.  Q.B.  takes  P.  10.  P.  to  K.R.  sixth. 

11.  QB.P.  one  square.  11.  K.Kt.  to  K.B.  third. 

12.  Q.Kt.  to  Q  second.  12.  Q.    to    K.Kt  third,  and 

has  the  best  of  the  game. 

In  the  second  placcj 

8.  K.  to  K.Kt.  square.  8.  Q.B.  to  K.Kt  fifth. 

9.  Q.Kt.  to  Q.B.  third.  9.  Q.B.  takes  Kt. 

10.  K.Kt.P.  takes  B.  10.  Q.Kt  to  B.  third. 

11.  K.B.  to  Q.Kt.  fifth.  11.  K.  castles. 

12.  K.B.  takes  Kt.  12.  P.  takes  KB. 

13.  K.R.P.  takes  P.  13.  Q.  takes  K.R.P.+ 
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14.  E.  to  K.B.  square.  14.  K.B.P.  two  squares. 

15.  Q.Kt.  to  K.  second.  15.  P.  takes  K.P. 

16.  K.B.P.  takes  P.  16.  Q.  to  K.B.  third. 

17.  K  you  take  P.  with  Q.B.  or  Q.Kt,  he  will  play  KB.  to 

K.  R.  sixth,  and  afiterwards  Q.  R.  to  K.  B.  square,  &c. 
K  you  play  any  other  move  he  will  still  have  the  best 
of  the  game. 

FOURTH    ATTACK. 

7.  K.R.  to  its  second.  7.  K.KtP.  one  square. 

8.  K.Kt.  to  its  fifth.  8.  K.Kt.  to  K.R.  third. 

9.  Q.P.  two  squares.  9.  Q.P.  two  squares. 

In  the  first  place, 

10.  KB.  takes  P.  10.  KKt.P.  one  square. 

11.  Q.  takes  Q.  (A.)  11.  P.  takes  KR. 

12.  KB.  takes  KB.P.+  12.  K  to  KB.  square. 

13.  KB.  to  K  sixth.  13.  P.   becomes  a  Q.,  checks, 

and  will  win. 

(A.) 

11.  KB.  takes  KB.P.+         11.  Q.  takes  KB. 

12.  KKt.  takes  Q.  12.  Q.B.  to  KKt.  fifth. 

13.  If  you  take  Q.B.  with  Q.,  he  will  take  Q.,  and  after- 

wards K  R.  or  K.  Kt.  If  you  remove  Q.,  he  will  take 
K  R.,  and  then  advance  the  Pawn  to  Queen,  winning 

easily. 

In  the  second  place, 

10.  KB.  to  K  second.  10.  KB. P.  one  square. 

11.  If  you   play  KKt.   to  R.   third,   he   may  either  take 

K.  R.  P.,  or  play  the  Grambit  Pawn  one  square.     But  if 
Q.B.  takes  P.  11.  K.B.P.  takes  Kt. 

12.  KR.P.  takes  P.  12.  Q.  to  K.B.  second. 

13.  KKt. P.  one  square.         13.  KKt.  to  its  square,    and 

has  considerably  the  best  of  the  game. 

In  the  third  pUice, 

10.  KP.  takes  P.  10.  K.KtP.  one  square. 

11.  Q-  to  K  square."**  11.  K.  to  Q.  square. 


432  kino's  bishop's  oambit. 

12.  E.R.  to  its  square.  12.  E.R.  to  E.  square. 

13.  If  you  play  E.  B.  to  E.  second,  or  Q.  to  Q.  second,  be  wiD 

play  Q.  B.  to  E.  Et  fifth,  or  E.Et  to  its  fifth,  in  order 
to  check  at  E.  R.  seventh,  or  at  E.  sixth,  and  will  have 
in  each  case  the  best  of  the  game. 


VARIATION, 

BF.GINNINO    AT    THL    NINTH    MOVK    OF   THE    BLACK. 

^tSliite.  I$larlt. 

1.  K.P.  two  siquares,  1.  K,P,  two  squares, 

2.  K.  D,  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  D.  to  Q.  B.  fourth.  3.  Q.  checks, 

4.  A',  to  K.  B,  square.  4.  JT.  Kt.  P.  two  squares, 

5.  K.  Kt.  to  K.  B.  third,  5.  Q.  to  K.  R.  fourth. 

6.  K.  R.  P.  two  squares.  6.  K.  B.  to  K.Kt.  second, 

7.  Q.  P.  two  squares.  7.  Q.  P.  one  square. 

8.  K.R.  to  its  second,  8.  Q.B.  to  K.Kt.  fifth. 

9.  K,  to  Kt.  square.  9.  Q.B.  takes  E.Et 

10.  P.  takes  Q.B.  10.  Q.Et.  to  Q.  second. 

In  the  first  plctccy 

11.  Q.B.P.  one  square.  11.  BLB.  to  E.R.  third. 

12.  E.R.P.  takes  P.  12.  Q.  takes  P.+ 

13.  E.R.  to  E.Et  second.     13.  Q.  to  E.B.  third,  and  has 

the  best  of  the  game. 

In  the  second  place, 

11.  Q.Et.  to  Q.B.  third.         11.  Q.Et.  to  its  third. 

12.  E.B.  to  Q.Et  third.        12.  E.Et.  to  E.  second. 

13.  If  you  play  Q.Et.  to  its  fifth,   he  will  move  K.  to  Q. 

second.     But  if 

P.  takes  P.  13.  Q.  takes  P.+ 

14.  E.R.  to  E.Et.  second.  14.  Q.  to  E.B.  third. 

15.  Q.  Et.  to  E.  second.  15.  E.Et.  to  its  third. 
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16.  Q.B.P.  one  square.  16.  K.  castles  with  Q.R. 

17.  Q.Kt.  takes  P.  17.  KKt.  takes  Kt. 

18.  Q.B.  takes  Et  18.  Q.  takes  Q.B. 

19.  K.R.  takes  K.B.  19.  Q.R.    to    KKt.    square, 

and  has  evidently  the  best  of  the  game. 


SEVENTH  GAME. 


imiitf. 

1.  K,P.  two  squares. 

2.  K.  D,  P.  two  squares, 

3.  K.B.  to  Q.B,  fourth. 

4.  K.  to  K.B.  square. 

5.  K.Kt.  to  B.  third. 

6.  K.  R.  P.  two  squares. 

7.  Q.  P.  two  squares. 


1 .  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  Q.  diechs. 

4.  K.  Kt.  P.  two  squares. 

5.  Q.  to  K.R. fourth. 

6.  K,  B.  to  K.  Kt.  second. 

7.  Q.  P.  one  square. 


In  tlie  first  place^ 


8.  K.B.  to  K.  second. 

9.  K.Kt.  to  K.  square. 

10.  Q.Kt.  to  B.  third. 

11.  KB.  to  Q.  third. 

12.  Q.Kt.  to  Q.  fifth. 

13.  K  to  Kt.  squai-e. 

14.  K  to  R.  second. 


8.  KKt. P.  one  square, 

9.  K.Kt.  to  B.  third. 

10.  Q.  to  K.Kt.  third. 

11.  KKt.  to  R.  fourth. 

12.  KKt.  checks. 

13.  KB.  takes  P.+ 

14.  Q.    to   K.R.   fourth,   and 

wins. 


In  the  second  place^ 
8.  Q.  Kt.  to  B.  third.  8.  K  R.  P.  one  square. 


9.  Q.Kt  to  Q.  fifth. 

10.  K.B.  to  K  second. 

11.  KP.  one  square. 

12.  KB.  to  Q.  third. 


9.  K  to  Q.  square. 

10.  Q.  to  KKt  third. 

11.  Q.B.P.  one  square. 

12.  Q.B.  to  KB.  fourth,  and 
has  a  y&tj  good  game.  This  position  is  the  same  as  that 
in  the  Tenth  Game,  Second  Defence,  page  440. 
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EIGHTH  GAME. 

1 .  K.P,  two  squares.  I .  K.P»  two  squares* 

2.  K,  B.  P.  two  squares,  2.  K.  P.  takes  P, 

3.  K,B.  to  Q.B.  fourth.  3.   Q.  checks. 

4.  K.  to  K.  B.  square.  4.  K.  Kt.  P.  two  squares. 

5.  If  you  play  Q.Kt.  to  B.  third,  he  will  move  KB.  to 

K.  Kt.  second.     If 

K.  Kt.  to  K.  B.  third.  5.  Q.  to  K.R.  fourth. 

6.  K.  B.  P.  two  squares.  6.  K.  B.  to  K.  Kt  second. 

7.  K.B.  to  K.  second.  7.  K.  Kt.P.  one  square. 

8.  If  you  play  Kt.  to  K.  R.  second,  he  will  advance  P.  to 

K.  B.  sixth,  and  afterwards  take  K.R. P.,  ha\nng  a  very 
fine  game.     But  if 
K.Kt.  to  K.  square.  8.  K.Kt.  to  B.  third. 

FIRST    ATTACK. 

9.  K.P.  one  square.  9.  K.Kt.  to  K.  fifth. 

10.  K.B.  takes  P.  10.  K.Kt.  to  its  sixth.+ 

11.  K.  to  Kt.  square.  11.  Q.  takes  K.P. 

12.  K.R.  to  its  third.  12.  K.R. P.  two  squares. 

13.  K.B.  to  its  third.  13.  Q.  P.  two  squares,  winning 

K.  R.,  for  if  you  play  it  to  its  second  square,  he  will 
give  checkmate  with  the  Queen. 

SECOND    ATTACK. 

9.  Q.Kt.  to  Q.B.  third.  9.  Q.  to  K.Kt.  third. 

10.  Q.P.  one  square.  10.  K.Kt.  to  K.R.  fourth. 

11.  Q.Kt.  to  Q.  fifth.  11.  K.Kt.  checks. 

12.  K.  to  Kt.  square.  12.  K.B.  checks. 

13.  K.  to  R.  second.  13.  Kt.  takes  B.,  and  wins. 

If  White,  on  the  ninth  move,  had  played  Q.P.  one 
square,  the  proper  move  for  the  Black  would  have  been 
K.  B.  to  R.  third. 
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NINTH   GAME. 

mmtt.  ISlarft. 

1.  K.  p.  two  squares.  1.  K,P.  two  squares, 

2.  K.  B.  P.  two  squares.  2.  K,  P.  takes  P. 
8.  K.  B.  to  Q.B.  fourth.        3.  Q.  checks. 

4.  K.  to  K.  B.  square.  4.  K.  Kt.  P.  two  squares. 

5.  Q.  to  K.B.  third. 

FIRST    DEFENCE. 

5.  Q.P.  one  square. 

6.  K.  Kt.  P.  one  square.  6.  K  he  take  P.  with  P.,  you 

should    retake    with    K.  R.P.,    and    afterwards    take 
K.B.P.  with  Q.     But  suppose. 

In  the  first  pliwe^ 

Q.  to  K.R.  third. 

7.  K.KtP.  takes  P.  7.  K.KtP.  takes  P. 

8.  Q.P.  two  squares.  8.  Q.Kt.  to  Q.B.  third. 

9.  Q.B.P.  one  square,  and  you   will  afterwards   take  P. 

with  Q.  B.,  having  the  best  of  the  game. 

In  the  second  place, 

6.  Q.  to  K.Kt.  fifth. 

7.  Q.  takes  Q.     (A.)  7.  Q.B.  takes  Q. 

8.  P.  takes  P.  8.  P.  takes  P. 

9.  Q.P.  two  squares.  9.  If   he    play   P.   to   K.B. 

sixth,  you  should  play  K.  to  B.  second.     But  if 

K.B.  to  K.R.  third. 

10.  Q.Kt  to  Q.B.  third.        10.  Q.B.P.  one  square. 

11.  KKt.  to  K.  second.         11.  P.  to  K.B.  sixth. 

12.  K.Kt.  to  its  third,  and  afterwards  playing  E.  to  K.B. 

second,  and  E.  R.  P.  one  square,  wiU  win  the  Gambit 
Pawn. 
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(A.) 

7.  Q.P.  two  squares.  7.  Q   takes  Q. 

8.  K.Kt.  takes  Q.  8.  If  he  play  KKtP.  one 

square,  you  should  play  K.  Kt.  to  its  fifth.  If  he  take 
P.  with  P.,  you  should  take  K.Kt. P.  with  KKt 
But  if 

K.B.  to  K.R.  third. 

9.  P.  takes  P.  9.  P.  takes  P. 

10.  Q.Kt.  to  Q.B.  third.        10.  Q.B.  checks. 

11.  K.  to  K.B.  second.  11.  K.Kt.  to  K.  second. 

12.  Q.Kt.  to  K.  second.  12.  K.Kt.  to  its  third. 

13.  K.Kt.  to  K.  square,  and  playing  af^rwards  K.Kt  to  Q. 

third,  recovers  the  Pawn,  with  a  good  position. 

SECOND  DEFENCE. 

5.  K.Kt  to  KB.  third. 

6.  KKtP.  one  square.  6.  Q.  to  KKt.  fiftL 

7.  KP.  one  square.  7.  K  he  take  K.Kt  P.  with 

P.,  you  take  K.  B.  P.  with  K  B.     But  if 

Q.  takes  Q. 

8.  KKt  takes  Q.  8.  KKt  to  K  fifth. 

9.  Q.  P.  one  square,  and  will  recover  the  Pawn,  and  have  a 

better  game  than  the  Black. 

THIRD   DEFENCE. 

5.  Q.Kt  to  Q.B.  third. 

6.  KKtP.  one  square.  6.  Q.  to  KR.  third. 

7.  P.  takes  P. 

In  the  first  pUiCBy 

7.  P.  takes  P. 

8.  Q.  P.  one  square.  8.  K  he  play  Q.  Kt  to  Q- 

fifth,  see  the  First  Variation.     But  if 

Q.Kt  to  K  fourth. 

9.  Q.B.  takes  P.  9.  Q.Kt  takes  Q. 

10.  Q.B.  takes  Q.  10.  K.B.  takes  B. 

11.  KKt  takes  Kt.,  and  has  the  best  position. 
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In  the  second  place, 

7.  Q.Kt  to  Q.  fifth. 

8.  Q.  to  Q.  third.  8.  K.B.  to  Q.B.  fourth. 

9.  Q.B.P.  one  square.  9.  Q.Kt.  to  K.  third. 

10.  P.  to  K.B.  fifth.  10.  Q.Kt.  to  K.B.  fifth. 

11.  It  would  not  be  good  play  to  take  K.B. P.,  checking,  see 

the  Second  Variation  ;  therefore, 
Q.  to  K.B.  third.  11.  Q.P.  one  square. 

12.  Q.P.  two  squares,  having  an  excellent  game. 


FIRST  VARIATION, 

BEOINNINO    AT  THE   EIGHTH    MOVE    OF    THE    BLACK. 

ffillitf.  VUdL 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K,  B,  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  B.  to  Q.  B.  fourth.  3.  Q.  checks. 

4.  JT.  to  K.B.  square.  4.  K. Kt P.  two  squares. 

5.  Q.  to  K.  B.  third.  5.   Q.  Kt.  to  Q.  B.  third. 

6.  K.  Kt.  P.  one  square.  6.  Q.  to  K.  R.  third. 

7.  P.  takes  P.  7.  P.  takes  P. 

8.  Q.  P.  one  square.  8.  Q.  Kt.  to  Q.  fifth. 

9.  Q.  to  K.B.  second.  9.  K.B.  to  Q.B.  fourth. 

10.  Q.B.P.  one  square.  10.  Q.Kt.  to  Q.Kt.  sixth. 

11.  Q.P.  one  square. 

In  the  first  place  j 

11.  K.B.  takes  P. 

12.  P.  takes  KB.  12.  Kt.  takes  Q.R. 

13.  Q.B.  takes  P.  13.  Q.  to  Q.B.  third. 

14.  Q.Kt.  to  Q.  second.  14.  Q.Kt.  to  Q.B.  seventh. 

15.  K.Kt.  to  K.B.  third.        15.  Q.P.  one  square. 

16.  K.Kt.  to  its  fifth,  and  though  you  have  lost  the  exchange 

and  a  Pawn,  yet  I  prefer  your  game  on  account  of 
your  strong  attack.  Instead  of  playing  on  the  ninth 
move  Q.  to  K.  B.  second,  Cozio  recommends  Q.  to  Q. 


438 


KING*8    BISHOP^S   GAMBIT. 


square,  aud  afterwards  Q.B.P.  one  square,  but  Mr. 
Jaenisch  shows  that  the  second  player  will  then  have 
the  best  of  the  game. 

In  the  second  plavey 


12.  Q.P.  takes  KB. 

13.  Q.B.  takes  P. 

14.  P.  takes  Q.P. 

15.  Q.Kt.  to  Q.  second. 


11.  Q.Kt.  takes  Q.R. 

12.  Q.P.  one  square. 

13.  Q.  to  K.Et.  third. 

14.  P.  takes  P. 

15.  Q.B.  to  K.  third. 


16.  K.Kt.  to  K.B.  third,  and   you   have  the  best  of  the 
game. 


SECOND  VARIATIONy 


BEGIN  NINO   AT  THE   ELEVENTH    MOVE   OF   THE   WHITE. 


1.  K,P.  two  squares. 

2.  K.  B,  P.  two  squares. 

3.  K.  B.  to  Q.  B,  fourth, 

4.  K,  to  K.  B.  square, 

5.  Q.  to  K.  B,  third. 

6.  K,  Kt,  P.  one  square. 

7.  P.  takes  P. 

8.  Q.  to  Q.  third. 

9.  Q.  B.  P.  one  square. 

10.  P.  to  K.B.  fifth. 

11.  KB.  takes  KB.P.+ 

12.  Q.  to  KB.  fourth. 


VladL 

1 .  K.P.  two  squares. 

2.  K.  P.  takes  P. 

3.  Q.  checks. 

4.  K.  Kt,  P.  two  squares, 

5.  Q.  Kt.  to  Q.  B.  third. 

6.  Q.  to  K.  R.  third. 

7.  Q.Kt.  to  Q.  fifth. 

8.  K.B.  to  Q.B.  fourth. 

9.  Q.Kt.  to  K.  third. 

10.  Q.Kt.toK.B.fifih. 

11.  K  to  KB.  square. 

12.  KB.  takes  KKt 


In  the  first  place, 

13.  KR.  takes  KB.  13.  Q.  to  KR.  sixtL+ 

14.  K  to  K.  square.  14.  Kt.  to  Q.  sixth.+ 

15.  K  to  Q.  square.  15.  Kt  to  K  fourth,  and  will 

afterwards  win  KB. 


.»_    •» 
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In  the  second  pl(ice» 

18.  KB.  takes  Kt  13.  Q.  to  K.R.  sixth  + 

14.  K.  to  K.  square.  14.  Kt.  to  Q.  sixth.'*' 

15.  If  you  play  K.  to  K.  second,  he  will  check  with  Q.  at 

K.  Kt.  seventh,  and  afterwards  take  K.  B.  and  K.  R.  ; 
therefore, 

K.  to  Q.  square.  15.  Q.  to  K.B.  sixth."*" 

16.  K.  to  Q.B.  second.  16.  Kt.  to  K.  eighth."*" 

17.  K.  to  Q.Kt.  third.  17.  Q.  to  Q.  eighth."*- 

18.  K.  to  Q.Kt  fourth.  18.  Kt.  to  Q.B.  seventh."*" 

19.  K.  to  Q.R.  fourth.  19.  Kt.  takes  Q-R."*" 

20.  Q.Kt.P.  one  square.  20.  K.R.    takes    KB.,     and 

wins  easily. 


TENTH   GAME. 

WHiU,  ISIacit. 

1.  K.  jP,  two  squares.  1.  K,P.  two  squares, 

2.  JT.  B.  P.  two  squares.  2.  K.  P.  takes  P. 

3.  K.  B.  to  Q.  B.  fourth,  3.  Q.  checks. 

4.  K.  to  K.  B.  square.  4.  K.  Kt.  P.  two  squares. 

5.  Q-Kt  to  Q.B.  third. 

FIRST   DEFENCE. 

5.  Q.B.P.  one  square. 

6.  K.  Kt.  to  KB.  third.    Instead  of  this  move  Mr.  Jaenisch 

directs  the  White  to  play  Q.  to  K.  B.  third,  see  the 
Eleventh  Game. 

6.  Q.  to  KR.  fourth. 

7.  KR.P.  two  squares.  7.  K.R. P.  one  square. 

8.  Q.P.  two  squares.  8.  Q.P.  one  square. 

9.  K  to  KKt.  square. 
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In  the  first  place j 

9.  Q-B.  to  KKt  fifth. 

10.  P.  takes  KKt. P.  10.  Q.K  takes  Kt. 

11.  K.R.  takes  Q.  11.  Q.B.  takes  Q. 

12.  Q.Kt.  takes  B.,  and  has  the  best  position. 

In  the  second  placcy 

9.  K.KtP.  one  square. 

10.  K.Kt.  to  K.  square.  10.  P.  to  K.B.  sixth. 

11.  K.Kt.P.  takes  P.  11.  P.  takes  P. 

12.  Q.  takes  P.  12.  Q.  to  K.Kt.  third.+ 

13.  KKt.  to  its  second.  13.  J£  he  play  Q.B.  to  KKt 

fifth,  you  should  take  KB. P.  with  KB.,  &c. 

There  is  not  much  difference  in  the  Game ;  White  haa 
recovered  the  Pawn,  but  his  King  is  not  in  a  good 
position. 

SECOND   DEFENCE. 

5.  KB.  to  KKt  second. 

6.  Q.P.  two  squares.  6.  Q.P.  one  square. 

In  the  first  place^ 

7.  KKt.  to  K.B.  third.         7.  Q.  to  KR.  fourth. 

8.  KR.P.  two  squares.  8.  K.R.P.  one  square. 

9.  Q.Kt.  to  Q.  fifth.  9.  K  to  Q.  square. 

10.  KB.  to  K  second.  10.  Q.  to  KKt,  third. 

11.  KP.  one  square.  11.  Q.B.P.  one  square. 

12.  KB.  to  Q.  third.  12.  Q.B.  to  K.B.  fourth. 

13.  Q.Kt.  to  Q.B.  third.  13.  Q.P.  one  square,  and  hw 

the  best  of  the  game. 

In  the  second  pUice, 

7.  KB.  to  K  second.  7.  Q.  to  KB.  third. 

8.  KK.P.  two  squares.  8.  KB. P.  one  square. 

9.  KKt.  to  KB.  third.  9.  Q.B.  to  KKt  fifth. 
10.  K  to  KB.  second.  10.  Q.  to  KKt  third. 


KINO*8   BI8UOP*8   GAMBIT.  441 

11.  KR.P.  takes  P.  11.  KB.P.  takes  P. 

12.  K.P.  one  square.  12.  K.R.P.  one  square. 

13.  Q.Kt.  to  Q.  fifth.  13.  K.  to  Q.  square. 

14.  Q.B.  to  Q.  second.  14.  Q.Kt.  to  Q.  second. 

15.  Q.B.  to  its  third.  15.  Q.B.P.  one  square. 

16.  Q.Kt  to  its  fourth.  16.  Q.P.  one  square,  and  has 

a  good  game,  besides  a  Pawn  more. 


ELEVENTH  GAME. 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  K.  B.  P.  two  squares.  2.  K.  P.  takes  P. 
8.  K.B.  to  Q,B.  fourth.        3.  Q.  checks. 

4.  K.  to  K.  B.  square.  4.  K.  Kt.  P.  two  squares. 

5.  Q.Kt  to  Q.B.  third.         5.  The  best  move  is  K.B.  to 
K.  Et.  second,  see  the  Variation.     But  suppose  he  plays 

FIRST   DEFENCE. 

Q.  B.  p.  one  square. 

6.  Q.  to  K.B.  third. 

In  the  first  place, 

6.  E.Et  to  E.  second. 

7.  K.Kt.P.  one  square.  7.  Q.  to  K.R.  third. 

8.  K.Kt.P.  takes  P.  8.  P.  takes  P. 

9.  Q.P.  two  squares.  9.  E.Kt.  to  its  third. 

10.  Q.Et.  to  E.  second.         10.  E.B.  to  E.Et  second. 

11.  Q.B.P.  one  square,  and  will  afterwards  take  the  Pawn  at 

KB.  fourth. 

In  the  second  place, 

6.  E.B.  to  E.Et.  second. 

7.  E.Et.P.  one  square.  7.  Q.  to  E.R.  third. 

8.  P.  takes  P.  8.  P.  takes  P. 

9.  Q.Et.  to  E.  second,  and  recovers  the  Pawii. 
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In  the  third  places 

6.  K.B.  to  Q.  third. 

7.  E.EtP.  one  square.  7.  Q.  to  K.R.  third. 

8.  P.  takes  P.  8.  KB.  takes  P. 

9.  Q.Kt.  to  K.  second.  9.  K.Kt.  to  E.  second. 

10.  Q.Kt.  takes  K.B.  10.  P.  takes  Q.Kt. 

11.  Q.P.  two  squares,  and  aflterwarda  plays  E.Et  to  E. 

second,  recovering  the  Pawn. 

I?i  t fie  fourth  placey 

6.  Q.P.  one  square. 

7.  K.Kt.P.  one  square.  7.  Q.  to  KKt  fifth- 

8.  Q.P.  one  square.  8.  Q.  takes  Q. 

9.  KKt.  takes  Q.  9.  E.B.  to  KR.  third. 

10.  P.  takes  P.  10.  P.  takes  P^ 

11.  Q.Kt.  to  K.  second,  and  then  takes  P. 

SECOND   DEFENCE. 

5.  E.Kt  to  K.  second. 

6.  Q.  to  K.B.  third. 

In  the  first  place.y 

6.  Q.P.  one  square. 

7.  K. Kt.P.  one  square.  7.  If  he  play   Q.   to  K.R. 

third,  you  exchange  Pawns,  and  then  play  Q.P.  one 
square,  and  you  will  easily  recover  the  Pawn.     But  if 

Q.  to  K.Kt.  fifth. 

8.  Q.P.  one  square.  8.  Q.  takes  Q. 

9.  K.Kt.  takes  Q.  9.  K.B.  to  K.R.  third. 

10.  P.  takes  P.  10.  P.  takes  P. 

11.  KKt.  to  KK.  fourth,  and  afterwards  Q. Kt.  to  Q.  fifUi, 

or  K.  second,  will  soon  win  the  Gambit  Pawn. 

In  the  second  placey 

6.  Q.Kt.  to  Q.B.  third. 

7.  K.Kt. P.  one  square.  7.  Q.  to  KR.  third. 

8.  P.  takes  P.  8.  P.  takes  P. 
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9.  Q.P.  one  square.  9.  K.Kt.  to  its  third. 

10.  K.Kt.  to  K  second.  10.  If  he   play  Q.Kt   to  K. 

foarth,  you  take  P.  with  Q.B.     But  if 

KB.  to  Q.  third. 

11.  Q.P.  one  square.  11.  K.  B.P.  one  square. 

12.  Q.Kt.  to  Q.  fifth.  12.  K.R.  to  K.B.  square. 

13.  Q.B.P.  one  square,  and  will  afterwards  take  the  Gambit 

Pawn. 

VARIATION^ 

BEOINNIMG    AT   THE   PIPTU    MOVE    OF  THE   BLACK. 

Iiatjtte.  Vlacit. 

1 .  K,P,  two  squarei,  1 .  K.P.  two  squares. 

2.  K.  JB.  P.  two  squares.  2.  P.  takes  P. 

3.  K.B.  to  Q.B.  fourth.  3.  Q.  checks. 

4.  K,  to  K.  B.  square.  4.  K.  Kt.  P.  two  squares. 

5.  Q.  Kt.  to  Q.  B.  third.  5.  K.  B.  to  K.  Kt.  second. 

FIRST   ATTACK. 

6.  K.Kt  to  K.B.  third.  6.  Q.  to  K.R.  fourth. 

7.  K.R.P.  two  squares.  7.  K.R.P.  one  square. 

8.  Q.P.  two  squares.  8.  Q.P.  one  square. 

9.  K.P.  one  square.  9.  Q,P.  takes  P. 

10.  Q.Kt  to  Q.  fifth.  10.  K.  to  Q.  square. 

11.  Q.P.  takes  P.  11.  Q.B.  to  Q.  second 

12.  E.  to  KKt.  square.  12.  Q.  to  E.Kt  third. 
18.  KR.P.  takes  P.  13.  KR.P.  takes  P. 

14.  E.R.  takes  R.  14.  K.B.  takes  R. 

15.  You  would  have  a  strong  attack  by  taking  K.KtP.  with 

K.  KUy  and  afterwards  the  Grambit  Pawn  with  Q.  B. ;  this 
ingenious  attack  was  suggested  to  Mr.  Jaenisch  by  Mr. 
Petroff;    the  former  shows,  however,   that  it  is  not 
sound.     Suppose  you  play 
Q.  to  K.  square.  15.  K  he  play  Q.Kt.  to  B. 

third,  you  take  P.  with  Q.B.,  in  order  to  check  with 
Q.  at  K.R.  fourth.     He  6ught  to  play 
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KB.  to  KKt  second. 
16.  Q.  to  Q.Kt.  fourth.  16.  Q.KtP.  one  square. 

The  game  is  in  fayour  of  the  Black. 


SECOND   ATTACK. 


6.  Q.  to  KB.  third. 

7.  KKt. P.  one  square. 

8.  KR.P.  takes  P. 

9.  Q.P.  one  square. 

10.  KP.  one  square. 

11.  KKt  takes  Q. 

12.  Q.Kt.  to  Q.  fifth. 

13.  Q.P.  one  square. 

has  the  hest 


6.  KKt  to  KB.  third. 

7.  P.  takes  P. 

8.  Q.  to  KKt  fifth. 

9.  KR.P.  one  square. 

10.  Q.  takes  Q.+ 

11.  KKt  to  its  fifth. 

12.  K  to  Q.  square. 

13.  KB. P.   one  square,  and 
of  the  game. 


THIRD   ATTACK. 


6.  KKt. p.  one  square. 

7.  K  to  KKt.  second. 


6.  P.  takes  KKt  P. 


In  the  first  places 


8.  KKt  to  KB.  third. 

9.  K.R.P.  takes  P. 

10.  Q.P.  takes  KB. 

11.  Q.  to  Q.  fourth. 

12.  Q.B.  to  K  third. 


7.  KB.  takes  Q.Kt 

8.  Q.  to  KR.  third. 

9.  Q.  to  KKt  second. 

10.  K.R.P.  one  square. 

11.  KB. P.  one  square. 

12.  Q.Kt  to  Q.B.  third,  and 


has  a  good  position,  with  a  Pawn  more. 
In  tJie  second  place. 


8.  K.R.P.  takes  P. 

9.  Q.  to  KB.  square. 

10.  KKt  to  KB.  third. 

11.  Q.  to  KB.  second. 

12.  Q.P.  two  squares. 

13.  Q.B.  to  Q.  second. 


7.  Q.P.  one  square. 

8.  Q.  to  KKt  fifth. 

9.  Q.  to  Q.  second. 

10.  K  R.P.  one  square. 

11.  Q.B.P.  one  square. 

12.  Q.  to  Q.B.  second. 

13.  Q.B.  toK  third,  and  ha» 


the  best  of  the  game. 


LOPEZ   GAMBIT. 


This  peculiar  Crambit  was  first  noticed  by  Kuy  Lopez^ 
n  his  scarce  and  valuable  Treatise,  published  in  1561. 
Fhe  beginning  is  like  the  ordinary  King's  Bishop's  Game ; 
3ut,  after  a  few  moves,  the  first  player  sacrifices  the  King's 
Bishop's  Pawn,  as  in  the  King's  Gambit.  It  is  considered 
I  safe  opening  for  the  first  player,  as  the  Gambit  Pawn 
i^innot  be  defended  without  loss. 


FIRST  GAME. 

1.  K.P.  two  squares.  I.  K.P.  two  squares. 

2.  KB.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.  second.  3.  If   be  play   Q.B.P.    one 

square,   you   may  take   K.B.P.,    checking,   in   order 
aflterwards  to  play  Q.  to  Q.B.  fourth.     But  if 

Q.P.  one  square. 

4.  KB. P.  two  squares.  4.  The  best  move  is  KKt. 

to  K.B.    third,  see  the  Third  Game.     But  suppose 

KB.  takes  KKt 

5.  KR.  takes  K.B.  5.  K.P.  takes  P. ;  he  might 

also  have  played  K  Kt.  to  K.  B.  third,  see  the  Second 
Game. 


446  LOPEZ   OAMBIT. 

6.  Q.P.  two  squares  ;   this  move  is  said  by  Mr.  Jaenisch 

to  cause  the  loss  of  the  game,  by  enabling  Black  to 
defend  the  Pawn  he  has  gained  :  it  appears  to  me  that 
the  assertion  is  incorrect.  Mr.  J.  suggests  playing  this 
Pawn  one  square  only,  (see  the  Second  Variation,) 
which  is  doubtless  also  a  good  move,  and  previooslj 
noticed  by  Cozio. 

6.  Q.  to  K.R.  fifth+;  mthc 
First  Variation  he  plays  K.KtP.  two  squares,  as 
recommended  by  Mr.  Jaenisch. 

7.  K.Kt.P.  one  square.  7.  P.  takes  P. 

8.  K.R.  takes  P. 

TIRST   DEFENCE. 

8.  K.Et  to  KB.  third. 

9.  Q.B.  to  E.Et.  fifth.  9.  Q.  to  KB.  fourth. 

10.  Q.  to  KEt.  second.  10.  If  he  move  KEt.  to  Q. 

second,  or  to  its  own  square,  you  may  play  KB.  to  E. 
second,  and  afterwards  remove  Q.  B.,  attackuig  Q.  with 
E.R.     But  suppose 

E.Et.  to  its  fif^h. 

11.  Q.B.  to  Q.  second.  11.  E.Et.  takes  E.R.P. 

12.  E.B.  to  E.  second,  and  wins  E.Et.  ;   for  if  he  plajQ- 

to  E.  R.  fifth,  you  play  Q.  B.  to  E.  Et.  fifth. 

SECOND    DEFENCE. 

8.  E.B.P.  one  square. 
9.  Q.  to  KB.  second.  9.  If  he   take  E.P.  he  will 

lose  th^  Queen.     But  if 

E.Et.  to  E.  second. 

10.  KR.  takes  KEt. P.  10.  Q.  takes  KP.+ 

11.  Q.B.  to  E.  third.  11.  Q.P.  one  square. 

12.  Q.Et.  to  Q.B.  third.        12.  The  best  move  is  to  plar 

Q.  to  E.  third.     But  suppose 

Q.  to  E.R.  eighth.^ 

13.  K  to  Q.  second.  13.  Q.  takes  Q.R. 

14.  Q.  takes  KB. P.  14.  Q.Et.  to  Q.B.  third. 

15.  Q.B.  to  E.Et.  fifth,  and  wins  easily. 
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THIRD   DEFENCE. 


8.  K.  R.P.  one  square. 
9.  Q.  to  K.B.  second.  9.  KKt  to  K.B.  third. 

10.  Q.Kt.  to  Q.B.  third  ;  you  might  also  take  E.B.P.  with 

KB. 

10.  If  he  move   Q.B.  to  K. 

third,  you  advance  Q.P.,  and  then  take  K.Kt.P.     If 

he  play  K.R.   to  E.Et.  square,  you   take  K.B.P., 

checking.     But  if 

K.EtP.  one  square. 

11.  Q.B.  to  K.Et  fifth.         11.  P.  takes  Q.B. 

12.  Q.  takes  K.Kt.  12.  Q.  takes  K.R.P. 

13.  Q.  takea  K.B.P.+  13.  K.  to  Q.  square. 

14.  K.  castles,  and  wins  easily. 


FIRST  VARIATION, 

BEOINNING   AT   THE   SIXTH   MOVE   OF  THE   BLACK. 

1.  K,  P,  two  squares,  1.  K.  P.  two  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.  second.  3.  Q.  P.  one  square. 

4.  K.B. P.  two  squares.  4.  K.B.  takes  Kt. 

5.  K.  R.  takes  B.  5.  K  P.  takes  P. 

6.  Q.  P.  two  squares.  6.  E.  Et.  P.  two  squares. 

7.  K.  R.  P.  two  squares ;   in  the  Third  Variation  you  play 

E.Et.P.  one  square. 

7.  K.R.P.  one  square. 

8.  Q.  to  E.R.  fifth.  8.  Q.  to  E.  second. 

9.  P.  takes  E.Et  P.  9.  Q.  takes  E.P.+ 
10.  K.  to  E.B.  square. 

FIRST   DEFENCE. 

10.  Q.  takes  Q.P. 
IL  Q.  takes  KB.P.+  11.  E.  to  Q.  square. 

12.  Q.Et.  to  Q.B.  third.        12.  E.Et  to  E.  second. 

13.  P.  takes  E.R.P.,  and  has  the  best  of  the  game. 
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SECOND   DEFENCE. 


11.  P.  takes  K.R.P. 

12.  Q.B.  takes  P. 

13.  Q.B.P.  one  square. 

14.  Q.  takes  KKt. 

15.  Q.B.  takes  Q. 

16.  Q.Kt.  to  Q.  second. 

17.  Q.Kt.  to  K.B.  third. 

18.  K.  to  K.B.  second,  and 


10.  Q.  to  K.R.  second. 

11.  KKt  takes  P. 

12.  Q.Kt.  to  Q.B.  third. 

13.  Q.B.  to  KKt  fifth. 

14.  Q.  takes  Q. 

15.  KB.  takes  Q.B. 

16.  K.R.  to  KB.  thiri+ 

17.  K  castles, 
the  game  is  equal. 


SECOND  VARIATION, 


DEOINNIMO  AT   THE   SIXTH  MOVE   OF  THE   WHITE. 


1.  JT.  P.  two  squares, 

2.  K.  B.  to  Q.  B.  fourth. 

3.  Q.  to  K.  second. 

4.  K.  B.  P.  two  squares. 

5.  K.  R.  takes  K.  B. 

6.  Q.P.  one  square. 


1.  K.P.  two  squares. 

2.  K.B.  to  Q.B.fawrtk 

3.  Q.  P.  one  square. 

4.  K.B.  takes  K.Kt. 

5.  P.  takes  P. 


FIRST    DEFENCE. 

6.  KKt. P.  two  squares. 

7.  Q.  to  K.R.  fifth.  7.  Q.  to  KB.  third. 

8.  KKt. P.  one  square.  8.  P.  takes  P. 

9.  KR.  takes  P.  9.  KR.P.  one  square. 

10.  KR.  to  KB.  third,  and  has  evidently  the  hest  of  the 
game. 


SECOND    DEFENCE. 


7.  KKt  p.  one  square. 


6.  Q.  checks. 

7.  P.  takes  P. 
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8.  K.R.  takes  P.  8.  If  he  play  K.Kt.P.  one 

square,  or  K.  Kt.  to  K.  B.  third,  70a  play  Q.  B.  to  K.  Kt 

fifth.     But  if 

K.R.P.  one  square. 

9.  Q.  to  K.B.  second,  and  recovers  the  Pawn,  with  the  best 

position. 


THIRD  VARIATION, 

BEOINNINO   AT  THE   SEVENTH   MOVE  OF  THE   WHITE. 

HHiitr.  Vlariu 

1.  K.P,  tfvo  squares.  1.  K.P,  two  squares, 

2.  K.B.  to  Cl,B.  fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.to  K.  second.  3.  Q.  P.  one  square. 

4.  K.  B.  P.  two  squares.  4.  K.  B.  takes  K.Kt 

5.  K.R.  takes  K.B.  5.  K.P.  takes  P. 

6.  Q.P.  two  squares.  6.  K.Kt.P.  two  squares. 

7.  K.  Kt.  P.  one  square.  7.  P.  takes  K.  Kt.  P. 

8.  Q.  to  K.  R.  fifth  ;   instead  of  this  move  Mr.  Jaenisch 

directs  the  White  to  take  P.  with  K.R.,  which  gives 
Black  the  opportunity  of  advancing  K.  Kt.  P.,  and  pre- 
venting the  attack  of  the  Queen. 

8.  If   he   play   Q.    to    K.B. 
third,  or  to  Q.  second,  you  take  P.  with  K.  R.     But  if 

Q.  to  K.  second. 

9.  K.R.  takes  P. 

FIRST   DEFENCE. 

9.  P.  to  K.Kt.  fifth. 

10.  Q.B.  to  K.Kt.  fifth.         10.  If  he  take  K.P.  he  will 

lose  the  Queen.  If  he  play  Q.  to  Q.  second,  you  will 
take  K.  Kt.  P.  with  K.  R. ;  therefore 

In  the  first  place ^ 

K.  Kt.  to  K.  B.  third. 

11.  Q.  to  K.R.  fourth.  11.  Q.Kt.  to  Q.  second. 

12.  K.R.  takes  K.Kt.P.,  and  has  the  best  of  the  game. 
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In  the  second  place, 

10.  Q.  to  K.B.  square. 

11.  K.R.P.  one  square.  11.  P.  takes  KRP. 

12.  KB.  to  KB.  third.  12.  P.  to  KR.  seventh. 

13.  KR.  takes  KB. P.,  and  will  win. 

SECOND    DEFENCE. 

9.  KEt  to  KB.  third. 

10.  Q.  to  K  second.  10.  If  he  play  KKt.P.  one 

square,  you  move  Q.  B.  to  K.  Kt  fifth,  threatening  to 
advance  K.  P.     But  if 

KEt  takes  KP. 

11.  E.R.  to  K  third.  11.  KB.P.  two  squares. 

12.  Q.Et  to  Q.B.  third.        12.  Q.Et  to  Q.B.  third. 

13.  Q.Et.  takes  KEt.  13.  Q.Et.  takes  Q.P. 

14.  Q.Et.  to  KB.  sixth.+        14.  K  to  Q.  square. 

15.  KR.  takes  Q.  15.  Q.Et  takes  Q. 

16.  E.R.  takes  Et.  and  will  win. 

Since  writing  the  foregoing  I  observe  that  Mr.  Jaenisch, 
in  vol.  ii.  page  269,  acknowledges  he  was  wrong  in  stating 
that  Wliite  would  lose  by  playing  Q.  P.  two  squares  on  the 
sixth  move,  instead  of  moving  it  one  square  only,  for  in 
both  cases,  by  sacrificing  K.B.,  the  White  will  have  an 
irresistible  attack  ;  I  agree  with  him  in  this  assertion,  and 
preferring  this  mode  of  play  to  that  given  above,  I  subjoin 
the  moves  in  the  following  Variation. 


FOURTH  VARIATION, 

BEGINNING    AT    THE    EIGHTH    MOVE   OF   THE   THIRD   VARIATION. 

l»6<tf.  VUrft. 

1.  K.  P.  two  squares.  1.  K,  P.  two  squares, 

2.  K.B,  to  Q.B.  fourth,         2.  X.B.  to  Q.B.  fourth. 

3.  Q.  to  K,  secoiuh  3.   Q,P,  one  square. 
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4.  K,  B.  P.  two  squares.  4.  K,  B.  takes  Kt, 

5.  K.R.  takes  K.B.  5.  K.P.  takes  P. 

6.  Q.  P.  two  squares,  6.  K,  Kt.  P.  two  squares. 

7.  K.Kt.P.  one  square,  7.  P.  takes  K.Kt.P. 

8.  KB.  takes  KB. P+  8.  If  he  play  K   to  KB. 

square,  you  may  take  P.  with  K.  R.,  or  play  K.  R.  to 
K  B.  square,  having  clearly  the  best  of  the  game.  But  if 

K  takes  K.  B. 

9.  Q.  to  KR.  fifth.+ 

FIRST   DEFENCE. 

9.  E.  to  K.  Et.  second. 

10.  Q.B.  takesP.  10.  If  he  take   E.R.P.   you 

checkmate  in  four  moves.     If  he  play  E.Et.  to  E. 

second,  or  to  E.  B.  third,  you  check  with  Q.  B.  at  E.  R. 

sixth.     But  if 

Q.  to  Q.  second. 

11.  KR.  takes  P.  11.  K  to  KB.  square. 

12.  KR.  to  E.B.  third.+  12.  K  to  Et.  second. 

13.  Q.B.  to  KR.  sixth.+  13.  E.Et  takes  B. 

14.  Q.  checkmates. 

SECOND   DEFENCE. 

9.  E.  to  E.B.  square. 
10.  Q.B.  takes  P.  10.  If  he  play  Q.  to  K  square, 

or  to  Q.  second,  you  win  by  checking  with  E.  R.  If  he 
play  E.  Et.  to  E.  second,  you  check  with  Q.  B.  at  E.  R. 
sixth.  Finally,  if  he  play  E.  Et.  to  E.  B.  third,  you 
take  it  with  Q.B.,  and  he  cannot  retake  without  losing 
the  Queen. 

THIRD   DEFENCE. 

9.  E.  to  E.  second. 

10.  Q.B.  takes  P.+  10.  KEt  to  KB.  third. 

11.  Q.B.  takes  Et.+  11.  E.  takes  Q.B. 

12.  KR.  to  E.B.  square.-^       12.  K  to  Et  second. 

13.  Q.  to  KB.  seventh.^         13.  K  to  KR.  third 

14.  E.R.  to  E.B.  sixth,  checks,  and  wins  the  Queen. 
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FOURTH   DEFENCE. 

9.  E.  to  K.  third. 

10.  Q.B.  takes  P.  10.  If  he  play   Q.  to  K.B. 

square,  you  check  with  Pawn,  and  win  easily.  If  he 
move  Q.  to  her  second,  you  play  Q.Kt.  to  Q.B.  third, 
winning  very  easily  ;   therefore 

In  the  first  places 

K.Kt  to  K.B.  third. 

11.  Q.  to  K.R.  fourth.  11.  K.R.  to  KB.  square. 

12.  K.R.  takes  P.,  and  afterwards  plays  K.R.  to  KB.  third, 

will  win  without  difficulty. 

In  the  second  place, 

10.  KKt.  to  K  second. 

11.  Q.  to  K.Kt.  fourth.+        11.  K.  to  B.  second. 

12.  K.R.  to  K.B.  square."*"       12.  K.  to  K.  square. 

13.  Q.  to  K.R.  fifth.+  13.  K.  to  Q.  second. 

14.  Q.B.  takes  K.Kt.  14.  Q.  to  K.  square. 

15.  K.R.  to  K.B.  seventh,  and  will  win. 


SECOND  GAME. 

miWt.  Vlacit. 

1.  K,P.  two  squares,  1.  K,P.  two  squares. 

2.  K.B.  to  Q.B. fourth.  2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.  second.  3.   Q.  P.  one  square. 

4.  K.B. P.  two  squares.  4.  K.B.  takes  Kt. 

5.  K.R.  taltes  K.B.  5.  K.Kt.  to  K.B.  third. 

6.  Q.P.  one  square.  6.  If  he  play  Q.B.  to  K.Kt. 

fifth,  you  move  Q.  to  K.  B.  second,  and  if  he  castle,  or 
play  Q.  Kt.  to  Q.  B.  third,  you  advance  K.  B.  P.,  threaten- 
ing to  win  Q.  B.  by  playing  K.  R.  P.  and  K.  Kt,  P.  But  if 

Q.  to  K.  second. 

7.  Q.  Kt.  to  Q.  B.  third. 
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8.  Q.B.  to  K.  third. 

9.  Q.B.  takes  P. 
10.  Q.  to  K.B.  second. 


FIRST   DEFENCE. 

7.  Q.  Kt.  to  Q.  B.  third. 

8.  P.  Ukes  K.B.P. 

9.  Q.Kt.  to  Q.  fifth. 
10,  Q.Kt.  to  K.  third. 


11.  ELKtP.  two  squares,  and  the  position  is  in  favour  of 
the  White. 


SECOND    DEFENCE. 

7.  Q.B.  to  K.  third. 

8.  Q.  takes  B. 

9.  Q.  to  K.  second. 

10.  Q.  B.P.  one  square. 

11.  Q.Kt.  to  Q.  second. 

12.  If  he  castle  with  K.  R.  you 
should  advance  E.EtP.  two  squares,  and  afterwards 
K.  R.  P.  two  squares.  But  if  he  play  Q.  Kt.  to  its  third, 
in  order  to  castle  with  Q.  R.,  you  move  Q.  R  P.  two 
squares,  having  the  best  of  the  game. 


8.  K.B.  takes  B. 

9.  K.B. P.  one  square. 

10.  Q.B.  toK.Kt.  fifth. 

11.  K.  castles. 

12.  Q.  to  K.B.  second. 


THIRD  GAME. 


1.  K,P,  two  squares. 

2.  AT.  B,  to  Q.  B,  fourth. 

3.  Q.  to  K,  second, 

4.  K,  B,  JP,  two  squares. 


hlatk. 

1.  K.  P.  two  squares, 

2.  KB.  to  Q.B. fourth. 

3.  Q.  P.  one  square. 

4.  K.Kt.  to  KB.  third. 


In  the  first  place. 


5.  Q.P.  one  square. 

6.  K.Kt.  to  KB.  third. 

7.  P.  takes  KP. 

8.  Q.B.  to  K  third. 

9.  Q.Kt.  to  Q.  second. 


5.  Q.B.  to  K.Kt.  fifth. 

6.  Q.  to  K.  second. 

7.  Q.P.  takes  P. 

8.  Q.Kt.  to  Q.  second. 

9.  K  castles  with  KR. 


10.  K.  castles  with  K.R. 

The  game  itj  about  equaL 
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In  the  second  place, 

5.  K.Kt.  to  E.B.  third.         5.  Q.  to  K.  second. 

6.  Q.P.  one  square.  6.  Q.B.  to  KKt  fifth. 

7.  KB. P.  takes  P.  7.  Q.P.  takes  P. 

8.  Q.B.  to  KKt  fifth.  8.  Q.Kt.  to  Q.  second. 

9.  Q.Kt  to  Q.  second.  9.  K  castles  with  Q.R 
10.  K  castles  with  Q.R.,  and  the  position  is  equaL 


FOURTH  GAME. 

1.  K,  p.  two  squares,  1.  K.  P,  two  squares. 

2.  K.B.  to  Q.B.  fourth.  2.  K.B.to  Q.B.  fourth 

3.  Q.  to  K»  second.  3.  Q.  P.  one  square. 

4.  Q.B.P.  one  square.  4.  KKt.  to  KB.  third. 

5.  KB.  P.  two  squares.  5.  If  he  take  KB.  P.,  or  plaj 

Q.B.  to  KKt.  fifth,  70U  should  play  KKt  to  KB. 

third.     But  if 

KB.  takes  K.Kt 

6.  KR.  takes  KB.  6.  KP.  takes  P. 

7.  Q.P.  one  square  ;   you  might  also  play  this  Pawn  two 

squares. 

7.  K.  Kt  P.  two  squares ;  this 

is  not  a  good  move,  as  the  Gambit  Pawn  cannot  be 

defended  as  in  the  ordinary  Gambit ;  he  ought  to  have 

castled,  or  moved  Q.  Kt. 

8.  K.Kt  P.  one  square.  8.  P.  takes  K.Kt  P. 

9.  Q.B.  takes  P.  9.  P.  takes  K.R.P. 

10.  Q.  takes  P. 

FIRST    DEFENCE. 

10.  KR.  to  KKt.  square. 

11.  KP.  one  square.  11.  Q.P.  takes  P. 

12.  Q.  takes  P.+  12.  If   he  play   K   to  KB. 

square,  you  would  check  with  Q.  B.     If  he  play  K.  to 
Q.  second,  you  ought  to  take  K  B  P.  with  K.  B.    But  if 
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Q.B.  to  K.  third. 

13.  KB.  takes  B.  13.  Q.  to  K.  second. 

14.  K.B.  takes  KB.P.+         14.  K.  takes  KB. 

15.  Q.  takes  Q.***  15.  K  takes  Q. 

16.  Q.B.  takes  Kt.-**  16.  K  to  B.  second. 

17.  KB.  takes  R.  17.  K  takes  R. 

White  ought  to  win. 

SECOND   DEFENCE. 

10.  Q.Kt.  to  Q.  second. 

11.  KR.  to  KB.  square.       11.  KR.  toKKt.  square. 

12.  Q.  takes  KR.P.  12.  KEt  takes  Q. 

13.  KB.  takes  KB.P.+         13.  K  to  E.B.  square. 

14.  Q.B.  takes  Q.,  and  has  evidently  the  best  of  the  game. 


FIFTH  GAME. 

9SmiU.  Vlacit. 

1.  K.P,  two  squares,  1.  K.P,  two  sqtuires, 

2.  K,B.  to  Q.B.  fourth.         2.  K.B.  to  Q.B.  fourth. 

3.  Q.  to  K.  second.  3.  Q.  Kt.  to  Q.  B.  third ;  this 

move  is  given  in  the  "  PalamMe"  for  June,  1842,  and 
supposed  bj  Mr.  Jaenisch,  vol.  i.  page  144,  to  be  origi- 
nal ;   it  is,  however,  to  be  found  in  Lopez. 

FIBST    ATTACK. 

4.  KB.  takes  KB.P.+  4.  K  takes  KB. 

5.  Q.  to  Q.B.  fourth.^  5.  Q.P.  two  squares. 

6.  If  you  take  P.  with  Q.  P.  he  will  take  K.  B.  P.,  checking, 

and  afterwards  play  Q.  Kt.  to  Q.  R.  fourth.     But  if 
Q.  takes  KB.  6.  Q.P.  takes  P. 

7.  Q.  to  Q.B.  fourth.+  7.  Q.B.  to  K  third. 

8.  Q.  takes  P.  8.  K  Kt.  to  K.  B.  third,  and 

has  the  best  position. 
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SECOND    ATTAOK. 


4.  Q.B.P.  one  square.  4.  Q.P.  one  square. 

5.  K.B.P.  two  squares.  5.  K.P.  takes  P.;  instead  of 

this  move  it  would  be  better  to  play  ELKt.  to  KB. 
third. 

6.  KEt  to  KB.  third.  6.  KKtP.  two  squares. 

7.  K.R.P.  two  squares.  7.  EI.Kt.P.  one  square. 

8.  K.Kt.  to  its  fifth. 

In  the  first  place, 

8.  Q.Kt  to  K.  fourth. 

9.  Q.P.  two  squares.  9.  KB. P.  one  square. 

10.  KKt.  takes  KB. P.         10.  Q.Kt  takes  Kt 

11.  KB.  takes  Et+  11.  K  takes  KB. 

12.  Q.P.  takes  KB.,  and  will  afterwards  win  the  Gambit 

Pawn,  and  have  the  best  of  the  game. 

In  the  second  place, 

8.  KEt  to  KR.  third. 
9.  Q.P.  two  squares.  9.  E.B.  to  Q.Et.  third. 

10.  Q.B.  takes  P.  10.  E.B.P.  one  square. 

1 1 .  You  may  play  K.  Et.  to  E.  R.  third,  in  order,  if  he  take 

it,  to  check  with  Q.  at  E.  R.  fifth  ;   or  you  may  castle, 
having  in  each  case  the  best  of  the  game. 


FIFTH    OPENING; 


OB,  THE 


QUEEN'S     GAMBIT. 


FIFTH    OPENING; 


OK,   THX 


QUEEN'S    GAMBIT. 


The  Queen's  Gumbit  is  neither  so  interesting  nor  so 
instructive  as  the  King's  Gambit,  but  it  is  considered 
a  safer  game  for  the  first  player,  as  in  all  cases,  with 
correct  play,  his  position  will  be  at  the  least  equal  to  his 
adversary's:  this  arises  chiefly  from  the  second  player 
not  being  able  to  defend  the  Gambit  Pawn,  as  in  the 
King's  Gambit. 

In  the  first  place,  I  shall  suppose  the  Black  to  refuse 
the  Gtunbit,  and  afterwards  shall  give  the  proper  Attack 
and  Defence. 


FIRST  GAME. 

miWt^  ISIaciu 

1.  Q.P.  two  squares.  1.  Q.P.  two  squares. 

2.  Q.  B.  P.  two  squares.  2.  K.  P.    one    square  ;    this 

move  is  given  by  Mr.  Jaenisch,  voL  i.  page  62  ;  he 
states  it  to  be  the  only  good  move,  (le  coup  juste,)  and 
that  it  is  disadvantageous  to  accept  the  Gambit .  if 
these  assertions  were  correct,  it  would  of  course  do 
away  with  the  Opening  of  the  Queen's  Gambit ;   but 
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as  Mr.  J.  himself  aflerwards  shows  that  the  Pawn  may 
be  taken,  and  the  position,  after  a  few  moves,  be  quite 
equal,  the  Queen's  Gambit  may  still  continue  to  be 
accepted  without  danger. 

Mr.  J.  observes,  that  the  move  of  K.  P.  one  square 
has  never  been  recommended  bj  any  author  ;  in  this  he 
is  mistaken,  as  it  is  given  as  a  good  move  by  Carrera, 
page  433,  and  by  Stamma,  see  my  Translation,  page  130 ; 
the  former  adds  only  one  move  more  on  each  side,  the 
same  as  that  given  by  Mr.  J.  ;  Stamma  extends  the 
game  to  thirteen  moves.  Mr.  J.  continues  the  opening 
thus  : 

3.  Q.Kt.  to  Q.B.  third.  3.  KKt.  to  K.B.  third. 

4.  K.  P.  one  square.  4.  Q.  B.  P.  two  squares. 

5.  K.Kt.  to  K.B.  third.  5.  Q.Kt.  to  Q.B.  third. 

The  game  is  quite  equaL 


SECOND  GAME. 

^12ilb(t^  Vlarlt. 

1.  Q.P.  two  squares.  1.   Q.  jP.  two  squares. 

2.  Q.  B,  P.  two  squares.  2.  Q.  B.  P.  one  square  ;  it  is 

better  to  play  this  Pawn  two  squares. 

3.  Q.Kt.  to  Q.B.  third.  3.  K.P.  one  square. 

4.  K.  P.  one  square.  4.  K.  B.  to  K.  second. 

5.  Q. B.P.  one  square.  5.  Q.Kt. P.  one  square. 

6.  Q.Kt. P.  two  squares.  6.  Q. R.P.  two  squares. 

7.  Q.Kt.  to  Q.R.  fourth.  7.  Q.Kt.  to  Q.  second. 

8.  Q.Kt. P.  one  square. 

FIRST    DEFENCE. 

8.  Q.B.P.  takes  P. 

9.  K.B.  takes  P.  9.  Q.Kt. P.  takes  P. 

10.  Q.Kt.  takes  P.  10.  K.B.  takes  Q.Kt. 

11.  P.  takes  K.B.  11.  Q.  to  Q.B.  second. 

12.  Q.B.  to  Q. R.  third,  and  has  the  best  position. 
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SECOND   DEFENCE. 


8.  Q.Kt.P.  takes  P. 
9.  Q.Kt.P.  takes  P.  9.  Q.Kt.  to  its  square. 

10.  KB.  to  Q.Kt  fifth.  10.  Q.  to  Q.B.  second. 

11.  Q.P.  takes  P.  and  has  the  best  of  the  game. 


THIRD  GAME. 

1.  Q.P.  two  squares,  1.   Q,P.  two  squares. 

2.  Q.  B.  P,  two  squares.  2.  Q.  B.  P.  one  square. 

3.  K.B.P.  one  square.  3.  If  he  take  P.  with  P.  you 

play  K.  P.  one  square,  and  if  he  then  play  Q.  Kt.  P.  two 
squares,  you  move  Q.  R.  P.  two  squares,  &c.     But  if 

K.Kt.  to  K.B.  third. 

4.  Q.Kt.  to  Q.B.  third.  4.  Q.B.  to  K.B.  fourth. 

5.  K.P.  one  square.  5.  K.P.  one  square. 

6.  K.B.  to  Q.  third.  6.  Q.B.  takes  B. 

7.  Q.  takes  Q.B.  7.  K.B.  to  Q.Kt.  fifth. 

8.  K.P.  one  square.  8.  K.B.  takes  Kt."^ 

9.  P.  takes  K.B.  9.  Q.Kt  to  Q.  second. 

10.  Q.B.P.  takes  Q.P.  10.  Q.  B.  P.  takes  P. 

11.  K.P.  one  square.  11.  K.Kt.  to  K.R.  fourth. 

12.  K.Kt.  to  K.  second,  and  has  the  best  of  the  game. 


FOURTH  GAME. 

Qtniitf.  Blarft. 

1.  Q. P.  two  squares.  1.   Q.P,  two  squares. 

2.  Q.  B.  P.  two  squares.  2.  Q.  B.  P.  two  squares, 

3.  Q.Kt.  to  Q.B.  third  ;  this  is  Salvio's  move,  who  does 
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not  reoommend  taking  either  Pawn,  contrary  to  the 

opinion  of  Ponziani. 

8.  EI.  P.  one  square. 

4.  KKt.  to  KB.  third.         4.  Q.Kt  to  Q.B.  third. 

FIRST   ATTACK. 

6.  K.P.  one  square.  6.  K.Kt.  to  K.B.  third. 

6.  Q.B.P.  one  square.  6.  Q.R.P-  two  squares. 

7.  Q.Kt.  P.  one  square.  7.  Q.Kt.P.  one  square. 

8.  Q.B.  to  Q.Et.  seecmd.  8.  KB.  to  K.  second. 

There  is  little  difference  in  the  game. 

SECOND   ATTACK. 

5.  Q.P.  takes  P.  5.  If  he  take  P.  with  Q.P., 

you  should  exchange  Queens,  and  then  play  K  P.  two 

squares.     But  suppose 

Q.P.  one  square. 

6.  Q.Kt.  to  Q.R.  fourth.        6.  KB.  takes  P. 

7.  Q.Kt.  takes  KB.  7.  Q.  to  Q.R.  fourth,  checks, 

and  recovers  the  piece,  with  at  least  an  equal  game. 


FIFTH  GAME. 

1.  Q,P,  two  squares,  1.  Q.P.  two  squares. 

2.  Q.  B,  P.  two  squares,  2.   Q.  B.  P.  one  square, 

3.  Q.  Kt,  to  Q,  B,  third,         3.  Q.  P.  takes  P. 

4.  KP.  two  squares.  4.  Q.Kt.P.  two  squares. 

5.  Q.R.P.  two  squares. 


FIRST   DEFENCE. 


5.  Q.  to  Q.R.  fourUi. 

6.  Q.B.  to  K  third.  6.  Q.Kt  P.  one  square. 

7.  Q.Kt.  to  its  square.  7.  Q.Kt. P.  one  square."*" 
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8.  Q.Kt  to  Q.B.  third.  8.  Q.B.  to  Q.B.  third. 

9.  K.  Kt.  to  EI.  B.  third,  and  will  recover  the  Gambit  Pawn 

in  a  few  moves. 

SECOND   DEFENCE. 

5.  Q.  to  Q.Kt.  third. 

6.  Q.R.P.  takes  P.  6.  Q.B.P.  takes  P. 

7.  Q.KtP.  one  square.  7.  If   he    take   Q.KtP.   he 

evidently  loses  the  two  Pawns.     But  if 

Q.B.  to  Q.R.  third. 

8.  Q.KtP.  takes  P.  8.  P.  takes  P. 

9.  Q.  to  Q.R.  fourUL+  9.  K  to  Q.  square. 

10,  ELKt.  to  K.B.  third,  and  will  easily  recover  the  Pawn, 
with  a  better  position. 


SIXTH  GAME. 

1.  Q.  P.  two  squares.  1.  Q,  P.  two  squares. 

2.  Q.  B,  P.  two  squares,  2.  Q.  B.  P.  two  squares. 

3.  Q.B.P.  takes  P. ;   this  is  the  proper  move,  according 

to  Mr.  Jaenisch ;  he  says  it  would  be  wrong  to  take 
Q.B.P.,  because  Black,  by  advancing  Q.P.,  will  be 
able  to  support  it,  and  afterwards  win  your  doubled 
Pawn :  Ponziani  seems  to  have  been  of  a  different 
opinion,  allowing,  indeed,  that  the  Q.  P.  may  be  taken, 
but  stating  that  it  is  also  good  play  to  take  Q.  B.  P. ; 
see  his  method  of  play  in  the  next  Game. 

3.  Q.  takes  P. 

4.  K.P.  one  square.  4.  P.  takes  Q.P. 

5.  Q.Kt.  to  Q.B.  third.  5.  Q.  to  Q.  square. 

6.  K.P.  takes  P.  6.  EL  P.  one  square. 

7.  K.Kt.  to  K.B.  third. 

There  is  little  difference  in  the  game. 
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SEVENTH  GAME. 

1.  Q.  p.  two  squares.  1.   Q.  P.  two  squares. 

2.  Q.  B,  P.  two  squares.  2.  Q.  B.  P.  two  squares. 

3.  Q.P.  takes  Q.B.P. 

FIBST  DEFENCE. 

3.  Q.P.  takes  P. 

4.  Q.  to  Q.R.  fourth.+  4.  If  he  play  Q.Kt  to  Q. 

second,  you  should  play  P.  to  Q.B.  sixth.     Bat  if 

Q.B.  to  Q.  second. 

5.  Q.  takes  Q.  B.  P.,  and  has  the  best  of  the  game. 

SECOND   DEFENCE. 

3.  Q.  to  Q.R.  fourth.+ 

4.  Q.  to  Q.  second.  4.  Q.  takes  Q. 

5.  Q.Kt.  takes  Q.  5.  Q.P.  takes  P. 

6.  Q.Kt.  takes  P. 

In  the  first  place^ 

6.  Q.Kt.  to  Q.  second. 

7.  Q.Kt.P.  two  squares.         7.  Q.R.P.  two  squares. 

8.  Q.B.  to  Q.R.  third.  8.  P.  takes  P. 

9.  Q.B.  takes  P.  9.  Q.R.  to  its  fifth. 

10.  Q.R.P.  one  square.  10.  Q.  Kt.  takes  P. 

11.  Q.Kt.  to  its  sixth,  and  will  win. 

In  the  second  place, 

6.  K.P.  one  square. 

7.  Q.Kt.  to  K.  sixth.+  7.  K.B.  takes  Kt 

8.  P.  takes  K.B.  8.  K.Kt.  to  K.B.  third. 

9.  K.B. P.  one  square.  9.  K.  castles. 

10.  K.P.  two  squares.  10.  K.P.  one  square. 

11.  Q.Kt.P.  one  square.         11.  K.R.  to  Q.  square. 

12.  Q.B.  to  Q.R.  third.  12.  K.Kt.  to  K.  square. 

13.  Q.R.  to  Q.  square,  and  has  the  best  of  the  game. 
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third  defence. 

3.  Q.P.  one  square. 

4.  Q.Kt.P.  two  squares. 

In  the  first  plac^, 

4.  K.P.  two  squares. 

5.  K.Kt.  to  K.B.  third.  5,  K.B.P.  one  square. 

6.  K.P.  one  square.  6.  Q.P.  takes  P. 

7.  Q.  takes  Q.+  7.  K.  takes  Q. 

8.  Q.  B.  takes  P.  8.  Q.  R.  P.  two  squares. 

9.  Q.KtP.  one  square.  9.  Q.Kt.  to  Q.  second. 

10.  P.  to  Q.B.  sixth.  10.  Q.KtP.  takes  P. 

11.  Q.R.P.  two  squares.  11.  If  he  take  P.  you  retake 

with  Q.R.P.     But  if 

P.  to  Q.B.  fourth. 

12.  Q.Kt.  to  Q.  second,  and  will  afterwards  play  it  oppor- 

tunely to  Q.  Kt.  third,  having  the  best  of  the  game. 

In  the  second  place, 

4.  Q.R.P.  two  squares. 
6.  Q.Kt.P.  one  square.  5.  K.P.  two  squares. 

6.  Q.R.P.  two  squares.  6.  K.B.  takes  P. 

7.  Q.Kt.  to  Q.  second.  7.  Q.B.  to  K.  third. 

8.  Q.Kt.  to  its  third.  8.  Q.Kt.  to  Q.  second. 

9.  Q.Kt.  takes  K.B.  9.  Q.Kt.  takes  Ku 
10.  K.P.  one  square,  and  the  game  is  equal. 


EIGHTH   GAME. 

«»J«te.  Black. 

1.  Q.  P.  two  squares.  1.  Q.  P.  two  squares. 

2.  Q.  B.  P.  two  squares.  2.  Q.  P.  takes  P. 

3.  You  may  play  K.  P.  one  or  two  squares  ;   the  former  is 

the  better  move,  if  your  adversary  be  in  the  habit  of 

U    II 
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defending  the  Gambit,  otherwise  I  prefer  the  latter. 
In  this  game  I  shall  suppose  you  to  play 
K.P.  one  square.  3.  Q.Kt.P.  two  squares. 

4.  Q.R.P.  two  squares. 

FIRST   DEFENCE. 

4.  p.  takes  P. 

5.  E.B.  takes  P.  5.  Q.B.  to  Q.  second. 

6.  Q.  to  E.  B.  third.  6.  E.  P.  one  square. 

7.  Q.  takes  Q.R.,  and  you  have  evidently  the  best  of  the 

game.  If,  on  the  sixth  move,  Black  had  played  Q.B. 
to  its  third,  you  would  have  checkmated  him  in  three 
moves. 

SECOND   DEFENCE. 

4.  Q.B.P.  one  square. 

5.  Q.R.P.  takes  P.  5.  Q.B.P.  takes  P. 

6.  Q.  to  E.B.  third,  and  wins  a  piece. 

THIRD   DEFENCE. 

4.  Q.  B.  to  Q.  second,  or  to 
Q.R.  third. 

5.  Q.R.P.  takes  P.  5.  Q.B.  takes  P. 

6.  You  may  take  P.  with  K.  B.,  in  order  afterwards  to  check 

with  Q.  at  Q.  R.  fourth  ;  or  you  may  play 
Q.Kt.P.  one  square.  6.  Q.  to  Q.  fourth. 

7.  P.  takes  P.  7.  Q.  B.  takes  P. 

8.  Q.  to  Q.  R.  fourth,  checks,  and  afterwards  takes  Q.B. 

with  Q. 


NINTH  GAME. 

1.  Q,  P,  two  squares.  1.   Q»  P.  tivo  squares. 

2.  Q.  B,  P.  two  squares,  2.   Q,  P.  takes  P. 

3.  K.P,  one  square,  3.  K.P.  two  squares. 
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FIRST   ATTACK. 

4.  KB.  takes  R  4.  E.P.  takes  P. 

5.  K.  P.  takes  P.  5.  K  B.  to  Q.  third. 

6.  Q.B.  to  K.  third,  and  the  game  is  about  equal. 

SECOND    ATTACK. 

4.  Q.P.  takes  P.  4.  Q.  takes  Q.^- 

5.  E.  takes  Q.  5.  Q.Kt.  to  Q.B.  tliird. 

In  the  Jirst  place^ 

6.  K.B.  takes  P.  6.  Q.Kt.  takes  P. 

7.  Q.Kt.  to  Q.  second.  7.  Q^Kt.  takes  K.B. 

8.  Q.Kt.  takes  Et.  8.  Q.B.    to    K.    third,    and 

afterwards  castles,  having  a  good  game. 

In  the  second  place^ 

6.  K.  Kt  to  K.  B.  third.  6.  Q.  B.  to  K.  third. 

7.  Q.Kt.  to  Q.  second.  7.  K.  castles. 

8.  K.  to  Q.B.  second.  8.  Q.Kt.  to  its  fifth.+ 

9.  K.  to  Q.B.  third.  9.  Q.Kt  to  Q.  sixth. 

10.  K.B.  takes  Kt.  10.  Q.E.  takes  K.B.+ 

11.  K.  to  Q.B.  second. 

White's  pieces  are  somewhat  confined,  but  there  ifl  not 
nuch  difference  in  the  game. 


TENTH  GAMR 

iaifte.  Slart. 

1.  Q.P,  treo  squares,  1.  Q.P.  two  squares, 

2.  Q.  B.  P.  tfco  squares.  2.  Q.  P.  takes  P, 

3.  K.P.  two  squares,  3.  Q.Kt. P.  two  squares. 

4.  Q.R.P.  two  squares.  4.  Q.B.P.  one  square. 

5.  Q.R.P.  takes  P.  5.  P.  takes  P. 

6.  Q.KtP.  one  square. 

II  H  2 
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FIRST   DEFBNOB. 


6.  P.  takes  Q.KtP. 

7.  K.  B.  takes  P.+  7.  Q.  B.  to  Q.  second. 

8.  Q.  takes  P.,  having  a  better  position  than  the  Black. 


SECOND   DEFENCE. 

6.  Q.  to  Q.B.  second. 

7.  P.  takes  P.  7.  P.  takes  P. 

8.  Q.  to  Q.R.  fourth.'*'  8.  Q.B.  to  Q.  second. 

9.  Q.  takes  P.,  and  has  the  best  position. 

THIRD   DEFENCE. 

6.  Q.B.  to  Q.R.  third. 

7.  Q.Kt.P.  takes  P.  7.  P.  takes  P. 

8.  Q.R.  takes  Q.B.  8.  Q.Kt.  takes  Q.R. 

9.  Q.  to  Q.R.  fourth.+  9.  Q.  to  Q.  second. 

10.  Q.  takes  Q.Kt.  10.  If  he  take  Q.P.,  he  will 

evidently  lose  Q.R.     Suppose 

Q.R.  to  Q.  square. 

11.  K.B.  takes  P.  11.  If  he  take  Q.R  he  wiU 

lose  the  Queen.     If  he  play  Q.  R.  to  Q.  B.  square,  you 
should  move  K.  B.  to  Q.  Kt.  fifth,  winning  easily. 

FOURTH    DEFENCE. 

6.  Q.  Kt.P.  one  square. 

7.  Q.KtP.  takes  P.  7.  Q.R.P.  two  squares. 

8.  Q.B.  to  KB.  fourth.         8.  If  he   play  Q.Kt.  to  Q. 

second,  you  should  play  Q.  to  Q.  R.  fourth.     But  if 

Q.B.  to  Qp  second. 

9.  K.B.  to  Q.  third. 

This  18  a  much  better  Defence  than  any  of  the  precedingi 
though,  perhaps,  you  have  still  the  best  of  the  game,  on . 
account  of  your  centre  Pawns.     The  two  passed  Pawns  of 
the  Black  are,  however,  very  dangerous :    you  should,  as 
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soon  as  possible,  play  K.B.  to  Q.B.  second,  and  afterwards 
to  Q.II.  fourth,  to  prevent  those  Pawns  from  advancing. 
Perhaps  it  would  have  been  better,  on  the  seventh  move, 
to  have  taken  P.  with  KB.,  instead  of  QKtP. 


ELEVENTH  GAME. 

S2l«tte.  eiacft. 

1.  Q.P.  tivo  squares,  1.   Q.P.  two  squares. 

2.  Q.  B.  P.  two  squares.  2.   Q.  P.  takes  P. 

3.  K.  P.  two  squares.  3.  K.  B.  P.  two  squares  ;  this 

new  defence  of  the  Queen's  Gambit  was  first  published 
in  the  Second  Series  of  the  Palamhde,  vol.  ii.  page  10, 
from  which  this  game  is  taken  :  Mr.  W.  Schwartz,  of 
Livonia,  is  the  inventor  of  it.  It  does  not  appear  to  me 
a  very  good  method  of  defence. 

4.  K.P.  one  square.  4.  Q.B.  to  K.  third. 

5.  Q.Kt.  to  Q.R.  third.  5.  Q.Kt.  to  Q.B.  third. 

6.  Q.B.  to  K.  third.  6.  Q.Kt.  to  Q.R.  fourth. 

7.  Q.  checks.  7.  Q.B.P.  one  square. 

8.  It  would  not  be  good  play  to  take  P.  with  Q.  Et.,  because 

he  would  retake  with  Q.  Kt,  and  then  advance  Q.  Kt  P. 
two  squares.  If  he  were  to  retake  with  Q.  B.,  and  then 
play  Q.Kt.P.  two  squares,  he  would  lose  the  game. 
But  suppose 

In  the  first  place, 

K.  castles.  8.  Q.KtP.  two  squares. 

9.  Q.  to  Q.B.  second.  9.  K.Kt.P.  one  square. 

10.  K.Kt.  to  K.B.  third.  10.  Q.B.  to  Q.  fourth. 

11.  K.P.  one  square.  11.  Q.B.  takes  K.Kt. 

12.  P.  takes  Q.B.  12.  K.Kt.  to  K.B.  third. 

13.  KR.P.  two  squares.  13.  Q.  to  Q.  fourth. 

14.  Q.  to  Q.  second.  14.  Q.Kt.  to  Q.Kt  second. 
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15.  Q.B.  to  KKt  fifth.  15.  E.B.  to  KEt.  second. 

16.  Q.R.  to  K  square.  16.  Q.R.P.  two  squares. 

17.  Q.R.  to  K.  fifth.  17.  Q.  takes  KB. P. 

18.  E.R.  to  its  third.  18.  E.Et   to    E.    fiftb,   and 

ought  to  win. 

In  the  second  place, 

8.  Q.B.  to  Q.  second.  8.  Q.  takes  Q.P. 

9.  Q.  takes  Q.Et.  9.  Q.  takes  Q.Et.P. 

10.  Q.B.  to  its  third.  10.  Q.  to  Q.Et  third. 

11.  Q.  takes  Q.  11.  Q.R.P.  takes  Q. 

12.  Q.Et.  takes  P.  12.  P.  to  Q.Et.  fourtii. 

13.  Q.Et.  to  E.  third.  13.  E.B. P.  one  square. 

14.  Q.Et.  to  Q.B.  second.  14.  Q.R.  takes  P. 

15.  E.B.  to  Q.  third.  15.  Q.R.  takes  R. 

16.  Q.B.  takes  R.,  and  your  game  is  superior  to  the  Black's. 

Instead  of  taking  his  Q.  on  the  eleventh  move,  it  would 
be  better  to  take  P.  with  Q.  Et.  You  might,  on  the  tenth 
move,  have  played  Q.II.  to  Q.Et  square. 


TWELFTH  GAME. 

1.  Q.P,  two  sqiuires.  1.   Q.  P.  two  squares. 

2.  Q,  B.  P.  two  squares.  2.  Q.  P.  takes  P. 

3.  K,P,  two  squares.  3.  E.P.  two  squares. 

4.  Q.P.  takes  P.  4.  Q.  takes  Q. 

5.  E.  takes  Q.  5.  The  best  move  is  Q.Kt. 

to  Q.  second ;  but  suppose  he  plays 

Q.Et. P.  two  squares. 

6.  Q.R.P.  two  squares.  6.  Q.B.P.  one  square. 

7.  P.  takes  Q.Et. P.  7.  P.  takes  P. 

8.  Q.Et  to  Q.B.  third. 
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FIRST   DEFENCE. 

8.  Q.B.  to  Q.  second  ;   or 
Q.Kt.P.  one  square. 
9.  Q.Et.  to  Q.  flflh.  9.  E.  to  Q.  square. 

10.  Q.Kt.  to  its  sixth,  winning  a  Rook  for  a  Knight. 

SECOND   DEFENCE. 

8.  Q.B.  to  Q.R.  third. 

9.  Q.Kt  P.  one  square.  9.  If  he  were  to  take  Q.  Kt  P. 

you  would  take  Q.B.,  and  afterwards  Q.Kt.P.  with 
ELB.,  &c.     But  suppose 

Q.Kt.P.  one  square. 

10.  Q.Kt.  to  Q.  fifth.  10.  K.  to  Q.  square. 

11.  Q.B.  to  Q.  second.  11.  If  he  play  Q.B.  to  Q.Kt. 

second,  you  take  P.  with  K.  B.  If  he  play  K.  B.  to  Q.  B. 
fourth,  you  take  Q.Kt. P.  with  Q.B.,  and  if  he  take 
K.B.P.  you  play  Q.B.  to  KB.  eighth.     But  if 

P.  to  Q.B.  sixth. 

12.  K.B.  takes  Q.B.  12.  Q.Kt.  takes  K.B. 

13.  Q.B.  to  K.Kt.  fifth,  checks,  and  wins  a  piece. 


THIRTEENTH  GAME. 

mtttf.  ISlark. 

1.  Q.  P.  ^9170  Bquares,  1.  Q.  P.  two  squares. 

2.  Q.B. P.  two  squares.  2.  Q.P.  takes  P. 

3.  K.  P.  two  squares.  3.  K.  P.  two  squares. 

4.  Q.  P.  takes  P.  4.  Q.  takes  Q. 

5.  K.  takes  Q.  5.  Q.  B.  to  K.  third. 

6.  K.B.P.  two  squares.  6.  K.Kt.P.  one  square. 

7.  Q.Kt.  to  Q.  second.  7.  Q.Kt.P.  two  squares. 

8.  Q.R.P.  two  squares.  8.  Q.B.P.  one  square. 

9.  Q.R.P.  takes  P.  9.  P.  takes  P. 
10.  Q.Kt.P.  one  square. 
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FIRST   DEFENCE. 

10.  P.  takes  KKt.P. 

11.  KB.  takes  P.+  11.  Q.Kt.  to  Q.  second. 

12.  Q.R.  to  Q.Kt.  square.      12.  Q.R.  to  Q.Kt.  square. 

13.  K.B.  to  Q.R.  fourth.        13.  K.  to  Q.  square. 

14.  K.B.  takes  P.  14.  Q.Et.  to  Q.B.  fourth. 

15.  K.B.  to  Q*B.  second,  and  has  the  best  of  the  game. 

SECOND   DEFENCE. 

10.  Q.B.P.  one  square. 

11.  KB.  takes  P.+  .  11.  Q.B.  to  Q.  second. 

12.  KB.  takes  B.+  12.  Q.Kt.  takes  B. 

13.  Kt.  to  Q.Et.  square.         13.  Q.R.  to  Q.B.  square. 

14.  K  to  Q.B.  second.  14.  Q.Kt  to  Q.B.  fourtb. 

15.  Q.R.  takes  P.  15.  Q-Kt  takes  KP. 

16.  KKt.  to  K.  second.         16.  KB.  to  Q.Et.  fifUi. 

17.  Q.R.  to  QpKt.  seventh.      17.  KB.  to  Q.R.  fourth. 

18.  Q.  Kt.P.  one  square,  and  you  have  the  best  of  the  gazne, 

as  he  must  lose  Q.  B.  P. 

THIRD   DEFENCE. 

10.  Q.  R.P.  two  squares. 

11.  P.  takes  P.  11.  Q.Kt.P.  one  square. 

12.  KKt.  to  KB.  third.        12.  Q.Kt.  to  Q.B.  third. 

13.  Q.  R.  to  its  fourth,  and  has  the  best  of  the  game. 

The  error  of  the  Black,  in  this  game,  consists  in  playing 
Q.  B.  to  K.  third,  on  the  fifth  move,  instead  of  Q.  Kt.  to 
Q.  second. 
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DEFENCE. 


THE   BLACK  having   THE   FIRST    MOVE. 


FIRST  GAME. 

1.  Q.P»  two  squares,  1.   Q.P.  two  squares, 

2.  Q.  B.  P.  two  squares.  2.  Q.P.  takes  P. 

FIRST   ATTACK. 

3.  Q.  to  Q*^'  fourtb.+  3.  Q.B.P.  one  square. 

4.  Q.  takes  Gambit  P.  4.  K.P.  two  squares. 

5.  Q.P.  takes  P.  5.  Q.  checks. 

6.  Q.  Kt.  to  Q.  B.  third.  6.  Q.  takes  P. 

The  game  is  equal, 

SECOND   ATTACK. 

3.  K.P.  one  square.  3.  K.P.  two  squares* 

4.  Q.  checks.  4.  Q.  to  Q.  second. 

5.  Q.  takes  Q.  5.  Q.Et.  takes  Q. 

6.  Q.P.  takes  P.  6.  Q.Kt.  takes  P. 

7.  If  he  play  Q.  Kt.  to  Q.  second,  jou  should  play  K.  B.  to 

Q.  Kt.  fifth.     But  if 
K.B.P.  two  squares.  7.  Q.Kt.  to  Q.  sixth."*" 

8.  KB.  takea  Kt  8.  P.  takes  KB. 

The  game  is  rather  in  favour  of  the  White. 
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SECOND  GAME. 

1.  Q.P.  two  squares.  1.  Q.P.  two  squares. 

2.  Q.  B.  P.  two  squares.  2.  Q.  P.  takes  P. 

3.  Q.Et  to  Q.B.  third.  3.  K.P.  two  squares. 

FIRST   ATTACK. 

4.  Q.P.  takes  P.  4.  Q.  takes  Q. 

In  the  first  place, 

5.  K.  takes  Q.  6.  Q.B.  to  E.  third. 

6.  K.P.  two  squares.  6.  Q.Et  to  Q.B.  tliird. 

7.  K.B.P.  two  squares.  7.  K.  castles."*" 

8.  Q.B.  to  Q.  second.  8.  K.Et.P.  one  square,  and 

your  game  is  at  least  equal  to  the  Black's. 

In  tlie  second  place, 

5.  Q.Kt.  takes  Q.  5.  Q.Et.  to  Q.B.  third. 

6.  K.P,  two  squares.  6.  Q.Kt.  takes  P. 

7.  Q.B.  to  K.B.  fourth.  7.  KB.  to  Q.  third. 

8.  Q.B.  takes  Q.Kt.  8.  KB.  takes  B. 

9.  KB.  takes  P.  9.  KKt.  to  K  second. 

The  game  is  equal. 

SECOND    ATTACK. 

4.  Q.P.  one  square.  4.  K.B.P.  two  squares. 

5.  KP.  two  squares.  5.  KKt  to  KB.  third. 

In  tlie  first  place, 

6.  KKt.  to  KB.  third.  6.  KB.  to  Q.  third. 

7.  KP.  takes  P.  7.  Q.B.  takes  P. 

8.  K.B.  takes  P.  8.  K  castles. 

d.  K  castles.  9.  Q.Kt  to  Q.  second. 

The  position  is  about  equal. 
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In  the  second  place^ 

6.  K.  B.  P.  one  square  ;  it  would  be  better  to  take  K.  B.  P., 

or  play  K.  Kt.  to  K.  B.  third. 

6.  KB.  to  Q.B.  fourth. 

7.  K.B.  takes  P.  7.  P.  takes  K.P. 

8.  KB. P.  takes  P.  8.  KKt  to  its  fifth.   (A.) 

9.  KKt  to  KR.  third.         9.  Q.  checks. 

10.  K  to  Q.  second.  10.  K.Kt  to  K  sixth. 

11.  Q.  to  K  second.  11.  Q.B.  to  KKt.  fifth. 

12.  Q.  to  Q.  third.  12.  KKt.  takes  K.Kt. P.,  and 

will  win  easily. 

(A.) 

8.  KKt.  takes  KP. 
9.  Q.Kt  takes  KKt.  9.  Q.  checks. 

10.  Q.Kt.  to  KKt.  third.       10.  It  would  not  be  good  play 

to  take  KB.  on  account  of  the  check  with  Q.  at  KR. 

fifth  ;  therefore 

KB.  takes  KKt. 

11.  KB.  takes  KB.  11.  Q.  takes  K.R.P. 

12.  Q.  to  KR.  fifth.+  12.  Q.  takes  Q. 

13.  Kt.  takes  Q. 

The  game  is  in  favour  of  the  Black. 


THIRD  GAME. 

iSUcft.  Wi%iU. 

1.  Q.  P.  two  squares.  1.  Q.-P.  two  squares. 

2.  Q.  B.  P.  two  squares.  2.  Q.  P.  takes  P. 

3.  KP.  two  squares.  3.  KP.  two  squares. 

4.  Q.P.  takes  P.  4.  Q.  takes  Q. 

5.  K  takes  Q.  5.  Q.Kt.  to  Q.  second. 

6.  KB. P.  two  squares.  6.  Q.Kt  to  Q.B.  fourth. 

7.  Q.Kt.  to  Q.B.  third.  7.  Q.B.P.  one  square. 
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FIRST    ATTACK. 

8.  KB.  takes  P.  8.  Q.Kt.P.  two  squares. 

9.  KB.  to  Q.Kt.  third.         9.  Q.Kt.P.  one  square. 
10.  Q.Kt.  removes.  10.  Q.Kt.  takes  P. 

The  game  is  about  equal. 

SECOND   ATTACK. 

8.  Q.B.  to  K  third.  8.  Q.B.  checks. 

9.  If  he  interpose  K.  B.  you  should  check  with  Q.  R.,  then 

take  KB.,  and  afterwards  play  Q.Kt.P.  two  squares. 
If  he  play  K.Kt.  to  B.  third,  you  should  play  Q.Kt  P. 
two  squares.     But  if 
K  to  Q.B.  second.  9.  Q.Kt.  takes  P. 

10.  Kt.  takes  Q.Kt.  10.  Q.B.  to  KB.  fourth,  and 

recovers  the  piece,  with  a  better  position  than  the  Black. 

THIRD   ATTACK. 

8.  Q.R.P.  two  squares.  8.  Q.B.  checks. 

9.  KKt.  to  K.B.  third.  9.  Q.R.  checks. 

10.  K  to  K  square.  10.  Q.B.  takes  KKt 

11.  r.  takes  Q.B.  11.  Q.Kt  to  its  sixth. 

12.  Q.R.  to  Q.Kt.  square.  12.  Kt.  takes  Q.B. 

13.  Q.R.  takes  Kt  13.  KB.  to  Q.B.  fourtL 

In  the  first  place, 

14.  P.  to  KB.  fifth.  14.  KB.  to  Q.  fifth. 

15.  P.  to  K  sixth.  15.  K.B. P.  takes  P. 

16.  P.  takes  P.  16.  KKt.  to  K  second. 

17.  K.B.  takes  P.  17.  KKt    to   its   third,    and 

afterwards  playing  K.  to  K  second,  and  Kt  to  KB. 
square,  or  to  K  B.  fifth,  you  will  win  P.  at  K  third. 

In  the  second  place, 

14.  Kt.  to  K.  second.  14.  Q.Kt.P.  two  squares. 

15.  P.  takes  P.  15.  P.  takes  P. 
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16.  Q.KtP.  one  square.  16.  K.B.  to  K.  eixth. 

17.  If  he  play  R.  to  Q.Kt.  square,  you  should  play  P.  to 

Q.  B.  sixth,  and  afterwards  to  Q.  B.  seventh,  &c.    But  if 
Q.B.  to  Q.B.  second.       17.  K.Kt.  to  K.  second. 

18.  If  he  play  P.  to  E.B.  fifth,  you  should  play  Kt.  to  Q.B. 

third,  and  if  he  then  play  P.  to  K.  B.  fourth,  you  play 
Kt  to  Q.  fifth,  &c    But  if 
Q.KtP.  takes  P.  18.  P.  takes  P. 

19.  Q.R.  takes  P.  19.  Kt.  to  K.Kt.  third. 

20.  Q.R.  to  Q.R.  fourth.        20.  Q.R.  toQ.Kt.  square,  and 

you  have  a  good  game. 


FOURTH  GAME. 

1.  Q.  P.  two  squares.  1.   Q.  P.  two  squares, 

2.  Q.  D,  P.  two  s^quares.  2.  Q.  P.  takes  P, 

3.  K.  P.  two  squares.  3.  K.  P.  two  squares. 

4.  P.  takes  P.  4.   Q.  takes  Q  + 

5.  K.  taken  Q.  5.   Q.  Kt.  to  Q.  second. 

6.  K.  D.  P.  two  squares.  6.   Q.  Kt.  to  Q.  B.  fourth. 

7.  Q,Kt.  to  Q.  second.  7.  Q.B.  to  Q.  second. 

FIRST    ATTACK. 

8.  K.Kt.P.  one  square.  8.  Q.B.  to  its  third. 

9.  K.B.  to  K.Kt.  second.       9.  KB. P.  one  square. 

10.  Must  either  lose  a  Pawn,  or  have  one  doubled  on  the 
King's  file ;  for  if  he  take  the  Pawn  you  retake 
with  KKt. 

SECOND    ATTACK. 

8.  K.Kt.  to  K.R.  third.         8.  Q.B.  to  its  third. 

9.  K.  Kt.  to  K.  B.  second.       9.  Q.  Kt.  P.  two  squares,  and 

your  position  is  better  than  hip. 
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THIRD   ATTACK. 

8.  K.B.  takes  P.  8.  Q.B.  to  its  third. 

9.  K.B.  to  Q.  fifth.  9.  Q.B.  takes  K.B. 

10.  P.  takes  Q.B.  10.  Q.R.   to   Q.   square,  and 

you  recover  the  PawD,  with  a  good  position.  If,  on  the 
eighth  move,  Black  had  played  K.Kt.  to  K.  second, 
you  would  have  checked  with  Q.B.  at  Q.B.  fifth,  and 
have  had  a  better  position  than  the  Black. 


IRREGULAR    OPENINGS. 


IRREGULAR  OPENINGS. 


The  following  Openings,  varying  from  the  preceding  in 
the  first  or  second  move,  are  termed  irregular.  With  the 
exception  of  the  first  they  usually  lead  to  dull  and  un- 
interesting games,  and  are,  consequently,  seldom  played. 
The  first  Opening,  where  the  second  player  begins  by 
moving  K.  P.  one  square,  is  a  favourite  with  many  players, 
and  certainly  deserves  more  consideration  than  the  others. 


FIRST  GAME. 

Halite.  ISIactu 

1.  K.P.  two  squares.  1.  K.P.    one    square;     this 

move  may  be  played  with  safety,  but  if  not  properly 
opposed,  it  gener^ly  transfers  the  attack  to  the  second 
player.  It  is  usual  to  move  Q.P.  two  squares,  or 
K.  B.  P.  two  squares,  in  opposition  to  it ;  I  shall 
examine  both  these :  some  players  move  Q.  6.  P.  two 
squares,  but  there  are  objections  to  this  move  ;  in  the 
first  place  the  Q.  P.  is  left  behind,  and  can  rarely  then 
])e  advanced  two  squares ;  secondly,  if  one  of  the 
adversary's  Knights  be  played  to  Q.  fifth  square,  he 
cannot  bo  di8lo<1fi^ed  by  a  Pawn. 

I  I 
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IRREGULAR  OPENINGS. 


2.  Q.P.  two  squares.  2.  Q.P.  two  squares. 

3.  You  should  take  his  Q*  P.,  as  in  a  subsequent  game.    Bat 

suppose 
K.P.  one  square.  3.  Q.B.P.  two  squares. 

4.  K.  B.  checks ;   it  is  rarely  that  this  check  is  good  plaj, 

instead  of  it  you  may  play  Q*  B.  P.  one  square. 

4.  Q.Et.  to  Q,B.  third. 

In  the  first  pUiCBy 


5.  KB.  takes  Kt.+  5. 

6.  Q.B.P.  one  square.  6. 

7.  K.Kt.  to  KB.  third.  7. 

8.  Q.Kt.  to  Q.  second.  8. 

9.  Q.B.P.  takes  P.  9. 

10.  Q.Kt  to  its  third.  10. 

11.  KEt.  takes  P.  11. 

12.  Q.B.  to  Q.  second.  12. 

13.  KEt.  to  K  second.  13. 

14.  E.B.P.  two  squares.  14. 

an  excellent  position. 


P.  takes  KB. 
Q.  to  Q.Et.  third. 
Q.B.  to  Q.R.  third. 
P.  takes  Q.P. 
Q.B.P.  one  square. 
P.  takes  P. 
E.B.  checks. 
E.Et.  to  E.  second. 
KEt.  to  Q.B.  third. 
Q.   to  E.  sixth,  and  has 


In  the  second  place. 


5.  Q.B. P.  one  square. 

6.  KB.  takes  Et.+ 

7.  E.  B.P.  two  squares. 

8.  Q.B.P.  takes  P. 


5.  Q.  to  Q.Et.  third. 

6.  P.  takes  KB. 

7.  P.  takes  Q.P. 

8.  Q. B.P.  one  square. 


9.  KEt.  to  KB.  third.  9.  Q.B.  to  Q.  second. 


10.  E.  castles.  (A.) 

11.  KEt.  takes  P. 

12.  Q.B.  to  K  third. 


10.  P.  takes  P. 

11.  KB.  to  Q.B.  fourth. 

12.  Q.  takes  Q.  Et.  P.  and  wins. 


(A.) 

10.  Q.Et.  to  Q.B.  third.         10.  E.Et.  to  KR.  third. 

11.  If  you  castle  you  will  lose  Q.P.  at  the  least ;  therefore 
Q.Et.P.  one  square.  11.  E.Et.  to  E.B.  fourth. 

12.  Q.Et.  to  K  second.  12.  P.  takes  Q.P. 

13.  E.Et.  takes  P.  13.  KB.  checks. 
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14.  K.  to  K.B.  square.  14.  Kt.  takes  Kt 

15.  If  70U  take  Kt.  with  Q.  he  will  exchaDge  Queens,  and 

then  play  K.  B.  to  Q.  B.  sixth.  If  you  take  Kt.  with 
Kt.,  he  wiU  also  play  K.B.  to  Q.  B.  sixth,  winning 
either  Q.R.  or  Q.Kt 


SECOND  GAME. 

1.  K,  P.  two  squares.  1.  K.P.  one  square. 

2.  Q.  P.  two  squares.  2.   Q.  P.  two  squares. 

3.  K,  P,  one  square.  3.   Q.  B.  P.  two  squares. 

4.  Q.B.P.  one  square.  4.  Q.Kt.  to  Q.B.  third. 

5.  K.B.P.  two  squares.  5.  Q.  to  Q.Kt.  third. 

6.  KKt.  to  K.B.  third.  6.  Q.B.  to  Q.  second. 

FIRST    METHOD. 

7.  Q.Kt.P.  one  square.  7.  K.Kt.  to  K.R.  third. 

8.  Q.B.  to  K.  third.  8.  P.  takes  Q.P. 

9.  If  you  take  P.  with  P.  he  will  check  with  K.  B.,  having 

the  best  of  the  game.     But  if 
Q.B.  takes  P.  9.  K.B.  to  Q.B.  fourth. 

10.  Q.B.  takes  B.  10.  Q.  takes  B.,  and  has  the 

best  of  the  game. 

SECOND    METHOD. 

7.  K.B.  to  K.  second. 

FIRST    DEFENCE. 

7.  K.Kt.  to  K.R.  third. 

8.  If  you  castle  he  will  exchange  Pawns,  and  then  play 

K.Kt  to  K.B.  fourtih,  winning  a  Pawn.     K 
Q.KtP.  one  square.  8.  P.  takes  Q.P. 

9.  Q.B.P.  takes  P.  9.  K.B.  checks. 

10.  Your  position  is  much  inferior  to  the  Black's,  for  if  you 
move   K.  to  K.B.  square,  he  will  play  Kt.  to  K.B. 

II  2 
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fourth.     J£  70U   play  K.   to  B.  seoond,  he  will  plaj 
Q.R.  to  Q.6.  square. 

SECOND  DEFENCE. 

7.  Q.R.  to  Q.B.  square. 

In  the  first  plctccy 

8.  K.  castles.  8.  P.  takes  Q.P. 

9.  K  you  take  P.  with  K.Kt,  he  will  play  K.B.  to  Q.B. 

fourth ;  and  if  you  then  play  Q.  B.  to  K.  third,  you  will 
lose  Q.  Kt.  P. ;  therefore 
Q.B. P.  takes  P.  9.  Q-Kt  takes  Q.P. 

10.  K.Kt.  takes  Kt  10.  K.B.  to  Q.B.  fourth. 

11.  Q.B.  to  K.  third.  11.  Q. takes Q.Kt. P., recovers 

the  piece,  with  a  better  position. 

In  the  second  place, 

8.  Q.Kt.P.  one  square,  8.  P.  takes  Q.P. 

9.  Q.B.P.  takes  P.  (A.)         9.  KB.  checks. 

10.  K.  to  B.  second.  10.  Kt.  takes  Q.P. 

11.  Kt.  takes  Kt.  11.  Q.R.  takes  Q.B. 

12.  Q.  takes  Q.R.  12.  Q.  takes  Kt.,  checks,  and 

wins  Q.R. 

(A.) 

9.  K.Kt.  takes  P.  9.  Kt.  takes  Kt. 

10.  Q.B.P.  takes  Kt.  10.  KB.  checks. 

11.  K  to  B.  square.  11.  Q.R.  takes  Q.B. 

12.  Q   takes  R.  12.  Q.  takes  Q.P.,  and  ought 

to  win. 

In  the  third  place, 

8.  Q.R. P.  one  square.  8.  KB. P.  one  square. 

9.  Q.Kt.P.  two  squares.  9.  P.  takes  Q.P. 

10.  Q.B.P.  takes  P.  10.  KB.  to  K  second. 

11.  K  castles.  11.  P.  takes  KP. 

12.  KB. P.  takes  P.  12.  Kt.  takes  KP. 
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13.  KKt.  takes  Kt  13.  R.  takes  Q.B. 

14.  Q.  takes  Q.R.  14.  Q.  takes  P.+ 

15.  K  to  R.  square.  15.  Q.  takes  Et,  and  has  the 

best  of  the  game. 


THIRD  GAME. 


iStitr. 

1.  K.P,  two  squares. 

2.  Q.P.  two  squares. 

3.  K.  P.  one  square. 

4.  Q.  B.  P.  one  square. 

5.  KB.  to  Q.Kt.  fifth. 

6.  KB.  takes  Et 

7.  KB. P.  two  squares. 

8.  Q.B.P.  takes  P. 

9.  KEt.  to  B.  third. 

10.  Q.Et  to  B.  third. 

11.  K  castles. 

12.  Q.Et  to  E.  second. 

13.  Q.Et.  takes  P. 

will  win. 


VMk. 

1.  K.P.  one  square. 

2.  Q.P.  two  squares. 

3.  Q.  B.  P.  two  squares. 

4.  Q,  Kt.  to  Q.  B.  third. 

5.  Q.  to  Q-Et  third. 

6.  P.  takes  KB. 

7.  P.  takes  Q.P. 

8.  P.  to  Q.B.  fourth. 

9.  Q.B.  to  Q.  second. 

10.  KEt.  to  R.  third. 

11.  KEt.  to  KB.  fourth. 

12.  P.  takes  Q.P. 

13.  KB.  to  Q.B.  fourth,  and 


FOURTH  GAME. 


1.  K.P.  two  squares. 

2.  Q.  P.  two  squares. 

3.  K.  P.  one  square. 

4.  Q.  B.  P.  one  square. 

5.  KEt  to  KB.  third. 

6.  KB.  to  Q.  third. 

7.  E.B.  to  Q.B.  second. 


ISIarit. 

1.  K.P.  one  square. 

2.  Q.P.  two  squares. 

3.  Q.  B.  P.  two  squares. 

4.  Q.  Kt.  to  B.  third. 

5.  Q.  to  Q.Et  third. 

6.  Q.B.  to  Q.  second. 

7.  Q.R.  to  Q.B.  square. 
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8.  K.  castles.  8.  K.B.F.  one  square. 

9.  Q.Et.P.  one  square.  9.  Q.B.P.  takes  P. 

10.  Q.B.P.  takes  P.  10.  K.B.P.  takes  P. 

11.  P.  takes  P.  11.  KB.  to  Q.B.  fourth. 

12.  K.Kt.  to  its  fifth.  12.  KKt  to  K  second. 

13.  Q.  checks.  13.  K.Kt.P.  one  square. 

14.  K.B.  takes  E.KtP.+  14.  E.Et.  takes  B. 

15.  E.EtP.  takes  K.R.P.  15.  Q.Kt.  takes  K.P. 

16.  Q.B.  to  Q.Kt.  second.  16.  E.B.  to  Q.  fifth. 

17.  Q.B.  takes  B.  17.  Q.    takes  Q3.,  and  has 

evidenilj  the  best  of  the  game. 


FIFTH  GAME. 

1.  K.P.  two  squares.  1.  K,P,  one  square. 

2.  Q.  P.  two  squares.  2.  Q.  P.  two  squares. 

3.  K.P.  one  square.  3.  Q,  B.  P.  two  squares. 

4.  Q.B.P.  one  square.  4.  Q  Kt.  to  Q.B.  third. 

5.  Q.B.  to  E.  third.  5.  Q.  to  Q.Kt.  third. 

In  thejirst  place, 

6.  Q.Kt. P.  one  square.  6.  P.  takes  Q. P. 

7.  Q.B.P.  takes  P.  7.  K.B.  checks,  and  compels 

you  to  move  the  King,  in  order  not  to  lose  a  Pawn. 

In  the  second  place, 

6.  Q.  to  Q.  second.  6.  Q.B.  to  Q.  second. 

7.  K.B. P.  two  squares.  7.  Q.R.  to  Q.B.  square. 

8.  K.Kt.  to  KB.  third.  8.  K.Kt.  to  K.R.  third. 

9.  K.B.  to  Q.  third.  9.  P.  takes  Q.P. 

10.  Q.B.P.  takes  P.  10.  Q.Kt.  to  its  fifth. 

11.  Kyou  play  Q.Kt.P.  one  square,  he  will  win  either  Q.  or 

K.R.,  by  checking  with  Q.R.     But  if 
K.  castles.  11.  Q.Kt.  takes  KB. 

12.  Q.  takes  Kt.  12.  Q.  B.  to  Q.  Kt.  fourth,  and 

will  win. 
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SIXTH  GAME. 

1.  K.  P.  two  gquares.  1.  K,  P.  one  square, 

2.  Q.  P.  ^190  squares.  2.  Q.  P.  ^n?o  squares, 

3.  K.P.  takes  P.  3.  Q.P.  takes  P. 

4.  Q.B.P.  two  squares. 

FIRST   DEFENCE. 

4.  p.  takes  Q.B.P. 

5.  KB.  takes  P.  5.  K.B.  to  Q.  third. 

6.  Q.  to  Q.Kt.  third.  6.  Q.  to  K.  second.+ 

7.  KKt.  to  K.  second.  7.  KKt.  to  K.B.  third. 

8.  K.  castles.  8.  E.  castles. 

9.  Q.Kt.  to  Q.B.  third.  9.  Q.Kt  to  Q.B.  third. 
10.  KB.  to  Q.  third. 

The   position  is   slightly  in  favour  of  the  White,  who 
has,  however,  an  isolated  Pawn. 

SECOND   DEFENCE. 

4.  KKt.  to  KB.  third. 

5.  Q.Kt.  to  Q.B.  third. 

In  the  first  place, 

5.  Q.P.  takes  P. 

6.  K.B.  takes  P.  6.  If   he  play   K.B.   to   K 

second,   you   should   play  KKt.    to  KB.  third,   and 

then,  if  both  castle,  the  game  will  be  nearly  equal. 

But  if 

KB.  to  Q.  third. 

7.  Q.  to  K.  second."*"  7.  Q.  to  K  second. 

8.  Q.  takes  Q.  8.  KB.  takes  Q. 

9.  Q.B.  to  KB.  fourth,  and  the  game  is  about  equal. 

In  the  second  j)Iace, 

5.  K.B.  to  K.  second. 
6.  KKt  to  K.B.  third.  6.  K  castles. 
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7.  KB.  to  K.  second.  7.  Q.P.  takes  P. 

8.  KB.  takes  P.  8.  Q.B.  to  KKt.  fifth. 

9.  K.  castles.'  9.  Q.Et.  to  Q.B.  third. 
10.  Q.B.  to  K  third. 

Major  JaeniBch  says,  the  game  is  equal;  I  rather  prefer  the 
Black's 

THIRD   DEFENCE. 

4.  Q.B.P.  two  squares;  if 
instead  of  this  move  he  were  to  plaj  KB.  to  Q.  third, 
you  might  advance  Q.B.P. 

5.  Q.P.  takes  P. 

In  the  first  place^ 

6.  Q.  to  Q.R.  fourth.+ 

6.  Q.B.  to  Q.  second.  6.  Q.  takes  P. 

7.  P.  takes  Q.P.  7.  KKt  to  KB.  third. 

8.  Q.Kt.  to  Q.B.  third.  8.  KKt.  takes  P. 

9.  Q.R.  to  Q.B.  square,  and  has  the  best  position. 

In  the  second  pUice, 

5.  Q.P.  one  square. 

6.  Q.Kt. P.  two  squares.  6.  Q.R.P.  two  squares. 

7.  KKt  to  KB.  third.  7.  Q.R.P.  takes  P. 

8.  Q.  takes  Q.P.  8.  Q.  takes  Q. 

9.  K.Kt  takes  Q.  9.  KB.  takes  P. 

10.  KKt  to  Q.Kt  fifth.  10.  Q.Kt  to  Q.R.  third. 

11.  Q.B.  to  Q.Kt  second.  11.  KB. P.  one  square. 

12.  KB.  to  Q.  third.  12.  Q.B.  to  Q.  second. 

13.  KKt.  to  Q.  fourth.  13.  KKt.  to  K  second. 

The  game  is  about  equal. 
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SEVENTH  GAME. 

mtitf.  ttUct. 

1.  JT.P.  ttvo  squares.  1.  K.P,  one  square, 

2.  Q.  P.  tTvo  squares,  2.  Q.  P.  f  n^  squares, 

3.  JT.  P.  toA«  P.  3.  K.  P.  toAe»  P. 

4.  KKt.  to  K.B.  third.  4.  If  he  play   Q.B.P.    two 

squares,  joa  should  check  with  K.B.,  and  afterwards 
castle,  having  the  best  position.     But  if 

K.Kt.  to  K.B.  third. 

5.  K.B.  to  Q.  third. 

In  the  first  pkice, 

5.  KB.  to  Q.  third. 

6.  E.  castles.  6.  K.  castles. 

7.  Q.B.P.  two  squares.  7.  Q.B.P.  two  squares. 

8.  Q.P.  takes  P.  8.  K.B.  takes  P. 

9.  P.  takes  Q.P.  9.  Q.  takes  P. 
10.  Q.Kt.  to  Q.B.  third. 

There  is  not  much  difference  in  the  game. 

In  the  second  place, 

5.  Q.B.P.  two  squares. 

6.  K.  castles.  6.  P.  takes  Q.P. 

7.  K.B.  checks.  7.  Q.Kt.  to  Q.B.  third. 

8.  KKt  takes  Q.P.  8.  Q.B.  to  Q.  second. 

9.  KR.  checks.  9.  K.B.  to  K.  second. 

White  has  rather  the  better  position. 


EIGHTH  GAME. 

mL%iU,  ISIarft. 

1.  K.P.  two  squares.  1.  K.P.  one  square. 

2.  K.B.P.  two  squares.  2.  Q.P.  two  squares. 
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3.  K.P.  takes  P.  3.  K.P.  takes  P. 

4.  K.Kt.  to  KB.  third.  4.  Q.B.P.  two  squares. 

6.  There  would  be  no  advantage  in  checking  with  E.B. : 
it  is  bettv  to  play 
Q.P-  two  squares.  5.  Q.Kt.  to  Q.B.  third. 

6.  Q.B.P.  one  square.  6.  KEt  to  E.B  third 

7.  Q.B.  to  K  third.  7.  Q.  to  Q.Kt  third. 

8.  If  you  plaj  Q.  to  Q.B.  second,  he  will  move  Q.B.  to 

KB.  fourth.     But  if 
Q.  to  Q.Kt  third.  8.  Q.Et.  to  Q.R.  fourth. 

In  tlie  firtt  ploM^ 

9.  Q.  takes  Q.  9.  P.  takes  Q. 

10.  KB.  checks.  10.  Q.B.  to  Q.  second. 

11.  KB.  takes  Q.B.+  11.  K  takes  KB. 

12.  Q.Kt.  to  Q.  second.  12.  Q.R.  to  K  squire. 

13.  KEt  to  K  fifth,+  and  afterwards  castles,  with  a  good 

game. 

In  tlie  second  place, 

9.  KB.  checks.  9.  K  to  Q.  square. 

10.  Q.  to  Q.R.  fourth.  10.  Q.R.  P.  one  square. 

11.  K.B.  to  K  second.  11.  Q.  takes  Q.Kt.P. 

12.  Q.  takes  Q-Kt."*"  12.  KKt.P.  one  square. 

13.  Q.  to  Q.R.  third.  13.  Q.   takes   Q.R.   and  will 

win,  says  Major  Jaenisch  ;  this  seems  to  me  not  cor- 
rect, on  account  of  the  bad  position  of  the  Black's 
Queen  ;  White  should  now  move  Q.  to  Q.  Kt.  third, 
threatening  to  take  Q.Kt.P.  ;  if  Black  defend  it, 
White  may  castle,  in  order  to  play  out  Q.Kt.,  win- 
ning the  Queen.  If  Black  play  in  any  other  way, 
I  think  White  will  still  have  the  best  of  the  ffame. 
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NINTH  GAMK 


mifti. 

1.  K.P,  two  squares. 

2.  K.  B.  P,  two  squares, 

3.  K.P.  one  square. 


1.  JT.P.  one  square. 

2.  Q.  P,  two  squares. 

3.  Q.B.P.  two  squares. 


In  the  first  places 


4.  Q.B.P.  one  square. 

5.  K.B.  to  Q.  third. 

6.  E.B.  to  Q.B.  second. 

7.  K.Kt.  to  B.  third. 

8.  Q.  to  K.  second. 

9.  Q.Kt.P.  two  squares. 

10.  Q.R.P.  takes  P. 

11.  Q.P.  two  squares. 

12.  SL  castles. 


4.  Q.Et.  to  Q.B.  third. 
6.  Q.  to  Q.Kt.  third. 

6.  Q*B.P.  one  square. 

7.  KB.  to  Q.B.  fourth. 

8.  K.Kt  to  K.R.  third. 

9.  P.  takes  P.  en  passant. 

10.  K.Kt.  to  its  fifth. 

11.  K.B.  to  E.  second. 

12.  K.  castles. 


The  position  is  somewhat  in  favour  of  the  White. 

In  the  second  place, 


4.  E.B.  checks. 

5.  KB.  takes  Kt+ 

6.  Q.B.P.  two  squares. 

7.  Q.  to  Q.R.  fourth. 


4.  Q.Kt.  to  Q.B.  third. 

5.  P.  takes  KB. 

6.  Q.B.  to  Q.R.  third. 

7.  Q.  to  Q.Kt.  third. 


8.  Q.Kt.  to  R.  third,  and  the  position  is  in  your  favour. 

In  tlie  third  place, 
4.  KEt.  to  E.B.  third.  4.  Q.P.  one  square. 


5.  Q.P.  one  square. 

6.  E.  B.  to  E.  second. 

7.  E.  castles. 

8.  Q.B.P.  one  square. 

9.  P.  takes  Q.P. 

10.  Q.Et  to  Q.  second. 


5.  Q.Et.  to  Q.B.  third. 

6.  E.Et.  to  E.R.  third. 

7.  E.B.  to  E.  second. 

8.  E.  castles. 

9.  Q.B.P.  takes  P. 

10.  E.B. P.  two  squares. 


The  game  is  about  equal. 
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TENTH  GAME. 

1.  JT.P.  two  squares.  1.  K.  P,  one  square. 

2.  K.  J3.  P,  two  squares.  2.  Q.  P.  two  squares, 

3.  JT.  P.  one  square,  3.  Q.  B.  P.  ^n^  sqw&es, 

4.  JST.  A  ^  fo  K.  B.  third.  4.  Q.  Kt.  to  Q.  B.  third. 

5.  Q.B.P.  one  square.  5.  Q.  to  Q.Kt.  third. 

6.  K.B.  to  Q.  third.  6.  Q.B.  to  Q.  second. 

7.  K.B.  to  Q.B.  second. 

In  the  first  places 

7.  Q.R.  to  Q.B.  square. 

8.  Q.P.  one  square.  8.  K.B. P.  one  square. 

9.  SL  castles.  9.  K.B.  to  K.  second. 
10.  K  to  K.R.  square.           10.  E.Et.  to  KR.  third. 

There  is  little  difference  in  the  game. 

In  the  second  place^ 

7.  K.B.P.  one  square. 

8.  K.  castles.  8.  P.  takes  K.P. 

9.  K.B.P.  takes  P.  9.  K.Kt.  to  K.R.  third. 

10.  E.  to  K.R.  square.  10.  K.Kt.  to  K.B.  second. 

11.  Q.  P.  two  squares.  11.  P.  takes  Q.P. 

12.  Q.B.  P.  takes  P.,  and  you  have  rather  the  best  of  the 

game. 


ELEVENTH  GAME. 

Q2^!|ite.  Bladi. 

1.  K.  P.  two  squares,  1.  K.  P.  one  square. 

2.  K.  B.  P.  two  squares,  2.   Q.P.  two  squares. 

3.  K.  P.  one  square.  3.   Q,  B.  P.  two  squares. 

4.  Q.B. P.  one  square.  4.  Q.Kt.  to  Q.B.  third. 
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5.  K.Kt.  to  KB.  third. 

6.  Q.Kt.  to  Q.R.  third. 

7.  Q.Kt  to  Q.6.  second. 

8.  Q.P.  two  squares. 

9.  Q.Kt.P.  one  square. 

10.  K.B.  to  Q.  third. 

11.  Q.B.  to  K.  third. 

12.  Q.B.P.  takes  P. 

13.  KB. P.  takes  P. 


0.  KB. P.  one  square. 

6.  KKt.  to  KR.  third. 

7.  Q.B.  to  Q.  second. 

8.  Q.  to  Q.Kt.  third. 

9.  Q.R.  to  Q.B.  square. 

10.  KKt.  to  KB.  second. 

11.  Q.B.P.  takes  P. 

12.  KB. P.  takes  P. 

13.  KB.  checks. 


In  the  first  pltice^ 

14.  K.  to  KB.  second.  14.  K  castles. 

15.  KR.  to  KB.  square.       15.  KB.  to  Q.B.  sixth. 

16.  Q.R.  to  Q.B.  square.       16.  KB.  to  Q.  Kt.  seventh. 

17.  Q.R.  to  Q.Kt.  square.     17.  KB.  takes  Q.P. 

18.  K  you  take  KB.  with  Q.Kt.,  he  will  take  KP.  with 

KKt.     But  if 

Q.B.  takes  KB.  18.  Q.Kt.  takes  Q.B. 

19.  Q.Kt.  takes  Kt.  19.  KKt.  takes  KP. 

20.  K.  to  K.  second.  20.  Kt.     takes     KKt.,     and 

afterwards  advancing  K.P.  will  have  the  best  of  the 
game. 

In  the  second  place^ 

14.  Q.B.  to  Q.  second.  14.  K  castles. 

15.  Q.B.  takes  KB.  15.  Q.Kt.  takes  Q.B. 

16.  Q.Kt.  takes  Kt.  16.  Q.  takes  Q.Kt.+ 

17.  Q.  to  Q.  second.  17.  Q.  to  Q.Kt.  third. 

18.  Tou  may  move  K.  to  K.  second  square,  and  the  game 

will  be  about  equal,  or  you  may  play 
K  castles  with  KR.        18.  KKt  takes  KP. 

19.  KB.  takes  KR.P.+         19.  K  takes  KB. 

20.  Kt.  takes  Kt,  and  the  game  is  about  equal.     K  he  were 

now  to  play  B.  to  Q.  Kt.  fourth,  you  should  move  K.  R. 
to  K.  B.  fourth. 
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TWELFTH  GAME. 

1.  K.P.  two  squares.  1.  Q.  B.  P.  two  squares ;  this, 

in  the  opinion  of  Major  Jaenisch,  (from  whose  work  this 
and  the  succeeding  Grames  of  this  Opening  are  ehieflj 
taken,)  is  the  hest  possible  move  for  the  Defence ;  I 
confess  I  do  not  perceive  its  peculiar  excellence ;  at  the 
same  time  I  believe  it  to  be  a  good  move. 

2.  If  70U  play  K.B.P.  two  squares,  or  Q.B.P.  one  square, 

he  will  move  K.P.  one  square,  reducing  it  to  one  of 
the  Openings  of  the  King's  Pawn  one  square.     But 
suppose 
K.  Kt.  to  K.  B.  third. 

FIRST    DEPENCE. 

2.  Q.Kt.  to  Q.B.  third. 

3.  Q.P.  two  squares.  3.  P.  takes  Q.P. 

4.  K.Kt.  takes  P.  4.  K.P.  two  squares. 

5.  It  would  not  be  good  play  to  take  Q.Kt.,  because  he 

would  retake  with  Q.Kt.P.  ;   therefore 
K.Kt.  to  K.B.  third.  5.  KKt.  to  KB.  third. 

6.  K.B.  to  Q.  third.  6.  K.B.  to  Q.B.  fourth. 

7.  K.  castles.  7,  K.  castles. 

8.  Q.B.  to  K.Kt.  fifth. 

There  is  but  little  difference  in  the  game. 

SECOND   DEFENCE. 

2.  K.P.  one  square. 

3.  Q.P.  two  squares.  3.  Q.P.  two  squares. 

4.  K.P.  takes  P.  4.  K.P.  takes  P. 

5.  Q.B.P.  two  squares. 

In  the  first  place^ 

5.  Q.B.  to  K.  third. 

6.  Q.  to  Q.Kt.  third.  6.  Q.P.  takes  P. 
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7.  KB.  takes  P.  7.  Q.B.  takea  B. 

8.  Q.  takes  Q.B.y  haying  a  better  position  than  the  Black. 

In  the  second  places 

5.  Q.B.P.  takes  P. 

6.  It  would  not  be  good  play  to  take  Q.P.  with  Q.B.P., 

because  he  would  check  with  Q.  at  Q.  R.  fourth.     You 
may  take  P.  with  Q.,  or 
K.Kt.  takes  P.  6.  Q.Kt  to  Q.B.  third. 

7.  KKt.  takes  Q.Kt.  7.  P.  takes  K.Kt 

8.  P.  takes  P.  8.  Q.  takes  P. 

9.  Q.  takes  Q.  9.  P.  takes  Q. 

10.  K.B.  checks,  and  afterwards  will  castle,  having  the  best 
of  the  game. 


THIRTEENTH  GAME. 

miitf.  Idladu 

1.  K.P.  two  squares.  1.  K.P.  two  squares. 

2.  Q.  P.  two  squares  ;   this  is  not  a  Tery  good  move,  but 

may  be  played  without  much  danger.     The  following 
moves  are  mostly  taken  from  Major  Jaenisch's  work  : 

2.  K.P.  takes  P. 

3.  If  you  take  P.  with  Q.,  he  will  move  Q.Kt.  to  Q.B. 

third,  compelling  you  to  remove  Q.  to  Q.  square,  as 
the  best ;  he  will  then  play  K.  B.  to  Q.  B.  fourth, 
having  more  pieces  in  play  than  you.  But  suppose 
you  play 
K.Kt.  to  K.B.  third.  3.  Q.B.P.  two  squares;  it  is 
better  to  check  with  K.B.,  see  the  Variation. 

4.  Q.B.P.  one  square. 

FIBST   DEFENCE. 

4.  Q.  to  K.  second. 

5.  K.B.  to  Q*  third.  5.  Q.P.  two  squares. 
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6.  E.  caBtles.  6.  Q.P.  takes  P. 

7k  K.B.  takes  P.  and  has  the  best  of  the  game. 

SECOND   DEFENCE. 

4.  p.  takes  Q.B.P. 
6.  Q.Kt.  takes  P. 

In  the  first  place, 

5.  Q.  Kt.  to  Q.  B.  third. 

6.  Q.B.  to  K.B.  fourth.  6.  Q.P.  one  square. 

7.  Q.Kt.  to  its  fifth.  7.  If  he  plaj  KKt.  to  KB. 

third,  you  take  Q.P.  with  Q.B.     But  if 

Q.  to  Q.R.  fourth,+ 

8.  Q.  to  Q.  second.  8.  Q.  takes  Q."*" 

9.  K.  Kt.  takes  Q.  9.  K.  to  Q.  second. 

IQ.  KKt.  to  Q.B.  fourth,  and  recovers  the  Pawn,  with  i 
good  game. 

In  the  second  plare^ 

5.  Q.P.  one  square. 

6.  Q.B.  to  KB.  fourth.         6.  Q.B.  to  KKt  fifth. 

7.  Q.  to  Q.  second.  7.  Q.Kt.  to  Q.B.  third. 

8.  KB.  to  Q.Kt.  fifth.  8.  KKt.  to  KB.  third. 

9.  K  castles  with  Q.R.  9.  Q.B.  takes  Kt. 

10.  K.  Kt.P.  takes  B.,    and  will  afterwards  win  Q.  P.,  and 
have  a  good  game. 

VARIATION, 

BEGINNING    AT    THE    THIRD    MOVE   OP   THE    BLACK. 

9iaif)tte.  Wadi. 

1.  K,P.  two  squares.  1.  K,P,  two  squares. 

2.  Q.  P.  two  squares.  2.  K.P.  takes  P. 

3.  K.  Kt.  to  K.  B'  third.  3.  K.  B.  checks. 

FIRST    METHOD. 

4.  Q.  B.  p.  one  square.  4.  P.  takes  P. 

5.  Q.Kt.P.  takes  P.  5.  KB.  to  Q.B.  fourth. 
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6.  K.B.  to  Q.B.  fourth.         6.  Q.F.  one  square. 

7.  Q.  to  Q.Kt  third.  7.  Q.  to  K.B.  third. 

In  the  first  place, 

8.  Q.B.  to  K.Kt.  fifth.  8.  Q.  to  K.Kt.  third. 

9.  K.  castles.  9.  K.R.P.  one  square. 

10.  Q.B.  to  KB.  fourth.       10.  KKt  to  K.  second. 

11.  K.P.  one  square.  11.  K.    castles,    and   has    the 

best  of  the  game. 

In  the  second  pUzce, 

8.  K.  castles.  8.  K.R.P.  one  square. 

9.  K.R.  to  K.  square.  9.  K.Kt  to  K.  second. 

10.  K.P.  one  square.  10.  Q.P.  takes  P. 

11.  Q.  to  Q.Kt  fifth.+  11.  Q.  to  Q.B.  third. 

12.  K.Kt.  takes  K.P.  12.  Q.  takes  Q. 

13.  K.B.  takes  Q."*"  13.  Q.B.P.  one  square. 

14.  K.B.  to  Q.B.  fourth.  14.  K.  castles,  having  a  Pawn 

more,  and  a  good  position. 

SECOND    METHOD. 

4.  Q.B.  to  Q.  second.  4.  K.B.  to  Q.B.  fourth. 

5.  Q.B.  to  K.B.  fourth. 

FIRST   DEFENCE. 

5.  Q.  to  K.  second. 

6.  K.P.  one  square.  6.  Q.P.  one  square.  (A.) 

7.  K.B.  to  K.  second.  7.  Q.Kt.  to  Q.B.  third. 

8.  K.  castles,  and  you  have  a  good  position. 

(A.) 

6.  K.B.  checks. 

7.  Q.B.P.  one  square.  7.  P.  takes  P. 

8.  Q.Kt.P.  takes  P.  8.  K.B.  to  Q.B.  fourth. 

9.  K.B.  to  Q.B.  fourth,  having  the  best  position* 

K  K 
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SECOND   DEFENCE. 


5.  Q.Et  to  Q.B.  third. 

6.  K.B.  to  Q.B.  fourth.         6.  Q.P.  one  square. 

7.  Q.B.P.  one  square.  7.  P.  takes  P. 

8.  Q.Kt.  takes  P.  8.  Q.B.  to  K  third. 

9.  If  jou  play  Q.  to  Q-Kt  third,  he  would  take  K.B.,  and 

not  play  Q.Kt.   to  Q.B.  fourth,  as  directed  by  Mr. 
Jaenisch,  because  it  would  give  him  the  worst  of  the 
game.     But  suppose 
KB.  takes  B.  9.  P.  takes  K.B. 

10.  Q.  to  Q.Kt  third.  10.  Q.  to  Q.B.  square. 

11.  K.Kt.  to  its  fifth.  11.  Q.Kt.  to  Q.  fifth,  having 

the  best  of  the  game« 


FOURTEENTH  GAME. 

1.  K.  p.  two  squares.  1.  K.P.  two  squares. 

2.  Q.  P,  two  squares.  2.  K.  P.  takes  P. 

3.  K.B.  to  Q.B.  fourth.         d.  If  he  were  to  play  Q.Kt 

to  Q.  B.  third,  you  should  play  K.  Kt  to  K.  B.  third, 
and  the  position  would  be  the  same  as  in  the  Thirty- 
fourth  Game  of  the  Bang's  Knight's  Opening,  page  202. 

But  suppose 

Q.B.  p.  two  squajres;  this 

is  not  so  good  a  move  as  checking  with  K^B.. ;  see  the 

Variatiwi. 

4.  Q.B.P.  one  square. 

FIRST  DEFENCE. 

4.  p.  takes  P.. 

5.  Q.Kt.  takes  P.  5.  Q.P.  oae  squaxc* 

6.  Q.B.  to  K.B.  fourth. 
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In  the  first  place, 

6.  Q.Kt.  to  Q.B.  third. 

7.  Q.Kt  to  its  fifth.  7.  Q.  to  Q.R.  fourth.^ 

8.  K.  to  K.B.  square.  8.  K.R.P.  one  square. 

9.  Q.Kt  takes  Q.P.+  9.  KB.  takes  Kt. 

10.  Q.  takes  K.B.  10.  K.Et.  to  K.  second,  and 

the  position  is  rather  in  favour  of  the  Black. 

In  the  second  place, 

6.  Q.B.  to  K.  tliird. 

7.  K.B.  takes  Q.B.  7.  P.  takes  K.B. 

8.  Q.  to  Q.Kt.  third.  8.  Q.  to  Q.  second. 

9.  K.  castles.  9.  If  he  play  Q.  Kt  to  Q.  B. 

third,  you  move  Q.  Kt  to  its  fifth.  If  he  play  K.  Kt. 
to  K.  B.  third,  you  play  K.  P.  one  square,  in  both  cases 
winning  Q.P. 

SECOND   DEFENCE. 

4.  Q.Kt  to  Q.B.  third. 

5.  KKt  to  KB.  third.  5.  P.  takes  Q.B. P. 

6.  Q.Kt  takes  P.  6.  Q.P.  one  square. 

7.  Q.B.  to  KB.  fourth.         7.  Q.B.  to  K.  third. 

8.  KB.  takes  B.  8.  K.B. P.  takes  B. 

9.  Q.  to  Q.Kt  third.  9.  Q.  to  Q.  second. 

10.  K  castles  with  Q.R. 

In  tite  first  pkice, 

10.  K.  castles  with  Q.R. 

11.  Q.Kt  to  its  fifth.  11.  Q.P.  one  square. 

12.  K.P.  takes  P.  12.  KP.  takes  P. 

13.  Q.B.  to  its  seventh.  13«  Q.B.P.  one  square. 

14.  Q.  to  Q.R.  fourth.  14.  Q.R.  to  K  square. 

15.  Q.B.  to  KKt.  third,  and  afterwards  you  play  Q.Kt.  to 

Q.B.  seventh,  recovering  the  Pawn. 

In  the  second  placs, 

10.  Q.Kt  to  Q.R.  fourth. 
11.  Q.  to  Q.Kt  fifth.  11.  Q.Kt  to  Q.B.  third. 
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12.  Q.  to  Q.  third.  12.  Q.Kt.  to  its  fifth. 

13.  Q,  to  Q.B.  fourth.  13.  If   he   castle  with  Q.B. 

70U  plaj  Q.  Kt.  to  its  fifth,  recovering  the  Pawn*   But  if 

Q.R.  to  Q.  square. 

14.  Q.Kt.  to  its  fifUi.  14.  Q.P.  one  square. 

15.  Q.Kt.  to  Q>B.  seventh,  checks,  and  will  win. 

In  the  third  place, 

10.  Q.R.P.  one  square. 

11.  Q.B.  takes  Q.P.  11.  K.B.  takes  Q.B. 

12.  KP.  one  square.  12.  Q.Kt.  takes  KP. 

13.  K.Kt.  takes  Kt.  13.  Q.  to  K  second 

14.  Q.  to  Q.R.  fourth.+  14.  K.  to  K.B.  square. 

15.  K.Kt.  to  Q.  seventh."**      15.  K.  to  K.B.  second. 

16.  Q.Kt.  to  K.  fourth.  16.  K.B.  to  its  fifth.+ 

17.  K.  to  Q.Kt.  square.  17.  Q.Kt.P.  two  squares. 

18.  Q.  to  Q.Kt  third,  and  has  an  excellent  game. 


VARIATIONy 

BEGINNING   AT   THE  THIRD   MOVE    OP   TUB   BLAC|C. 

WiiiU.  Vlatk. 

1.  K,P.   two  squares.  1.  K,P.  two  squares, 

2.  Q,  P.  two  squares,  2.  K,P.  takes  P. 

3.  K.  B.  to  Q.  B.  fourth.  3.  K.B.  checks. 

4.  Q.B.P.  one  square.  4.  P.  takes  P. 

In  the  first  placcy 

5.  Q.Kt.P.  takes  P.  5.  Q.  to  K.B.  third. 

6.  Q.  to  Q.Kt.  third.  6.  KB.  to  Q.B.  fourth. 

7.  K.Kt.  to  K.B.  third.  7.  Q.P.  one  square. 

The  position  is  now  the  same  as  in  the  Variation  of  the 
Thirteenth  Game,  page  496,  which  see. 

In  the  second  place, 

5.  K.B.  takes  K.B.P.+  5.  K.  takes  K.B. 

6.  Q.  to  Q.Kt.  third."**  6.  Q.P.  two  squares. 
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7.  Q.  takes  K.B.  7.  P.  takes  Q.Kt.P. 

8.  Q.B.  takes  P.  8.  Q.P.  takes  P. 

9.  If  you  take  P.  with  Q.,  he  will  play  K.  Kt  to  K.  B.  third, 

But  if 

Q.  to  QKt.  third  +  9.  Q.B.  to  K.  third. 

10.  Q.  takes  Q.Kt.P.  10.  Q.B.  to  Q.  fourth. 

11.  Q.  to  Q.Et.  fifth.  11.  Q.B.P.  one  square. 

12.  Q.  to  K  second.  12.  K.Kt.  to  KB.  third,  and 

has  the  best  of  the  game. 


FIFTEENTH  GAME. 

Wi^iU*  Vlaclt. 

1.  Q.P.  two  squares.  1.  Q.P.  two  squares. 

2.  Q.B.  to  K.B.  fourth.  2.  Q.B.P.  two  squares. 

3.  If  you  take  Q.  P.  he  will  play  Q.  Kt.  to  Q.  B.  third,  in 

order  to  advance  K.P.  two  squares.     But  if 
Q.B.  takes  Q.Kt.  3.  Q.R.  takes  B. 

4.  ILP.  one  square.  4.  K.P.  one  square. 

5.  Q.B.P.  one  square.  5,  Q.KtP.  one  square. 

6.  Q.  checks.  6.  B.  to  Q.  second. 

7.  Q*  takes  Q.  R.  P.  ;   this  is  a  bad  move,  in  consequence  of 

the  position  of  the  Queen. 

7.  Q.B.P.  one  square. 

8.  Q.Kt.P.  two  squares.  8.  Q.R.  to  its  square. 

9.  Q.  to  Q.Kt.  seventh.  9.  K.Kt  to  K.  second,  and 

will  afterwards  win  the  Queen,  by  playing  Q.  B.  to  its 
third. 


SIXTEENTH  GAME. 

Oaifte.  ISIaeit. 

1.  Q.P.  two  squares.  1.  Q.P.  two  squares. 

2.  Q.  Kt.  to  Q.  B.  third ;  this  move  is  not  to  be  recommended, 

as  it  is  by  no  means  attacking. 

2.  Q.  B.  P.  two  squares. 


502  IRBEGULAR  OPENINGS. 

In  the  first  places 

3.  Q.P.  takes  P.  3.  Q.P.  one  square. 

4.  Q-Kt.  to  K.  fourth.  4.  K.B.P.  two  sqoares. 

5.  Q.Kt  to  K.Kt.  third.        5.  K.P.  two  squares. 

6.  If  you  play  Q.B.P.  one  square,  he  will  take  P.  with 

K.  B.,  and  on  your  taking  Q.  P.  he  will  first  check  with 
EL  B.,  and  afterwards  take  P.  with  Q.     But  if 
Q.  Kt  P.  two  squares.  6.  Q.  Kt  P.  one  square. 

7.  Q.B.  to  Q.R.  third.  7.  P.  takes  P. 

8.  P.  takes  P.  8.  Q*  checks,  and  wins  Q.  B. 

In  the  ueond  place, 

3.  Q.  B.  to  K.  B.  fourth.  3.  K.  P.  ort*  square. 

4.  K.  P.  one  square.  4.  Q  B.  P.  one  square. 

5.  Q.Kt.P.  one  squafe.  5.  K.B.  to  Q.Kt.  fifths 

6.  K  Kt.  to  K.  Second.  a  Q.  to  Q  R.  fburth. 

7.  Q.  to  Q.  second.  7.  K.KI.  to  K.B.  third. 

8.  K.B. P.  one  8qu5ir6.  8.  Q.lSltP.  one  square. 

9.  P.  takes  P.  9.  Q.B.  to  Q.R.  third. 

The  position  is  much  in  favour  of  the  Black. 


SEVENTEENTH  GAME. 

WiiiU.  iBlatk. 

1.  Q.B.P.  two  squares.  1.  K.P.  two  squares. 

2.  Q.Kt.  to  Q.B.  third.  2.  K.B. P.  two  squares. 

3.  Q.P.  two  squares.  3.  KP.  one  square. 

4.  Q.P.  one  square.  4.  Q.B.P.  one  square. 

5.  Q.P.  one  square.  5.  Q.  to  K.B.  third. 

6.  Q.  B.  P.  one  square.  6.  Q.Kt.P.  one  square. 

7.  If  you  play  Q.  B.  to  K.  third,  he  will  play  Q.  Kt  to  R 

third.     But  if 
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P.  takes  Q.Kt.P. 

8.  Q.Kt  to  Q.R.  fourth. 

9.  Et.  takea  Q.Kt.P. 

10.  Q.B.  to  Q*  second. 

11.  Kt.  takes  Q.R. 

12.  Q.  takes  K.B. 

13.  Q.  to  Q.  square. 

14.  Q.  to  Q.  fourth. 

15.  K.  to  Q.  square. 

16.  Q.Kt.  to  Q.Kt.  sixth. 

siderablj  the  best  of 


7.  Q,R.P.  takes  P. 

8.  KB.  takes  P. 

9.  K.B.  checks. 

10.  Q.  takes  Q.Kt.P. 

11.  K.B.  takes  Q.B.+ 

12.  Q.  takes  Q.R.+ 
13*  Q.  takes  Q.R.P. 

14.  Q.  to  Q.R.  fourth.+ 

15.  K.Kt  to  KB.  third. 

16.  K  castles,  and   has  con< 
the  game. 


This  method  of  beginning  the  game  is  not  commendable, 
as  it  is  purely  ddensive.  White,  instead  of  advancing 
Q.P,  on  the  fourth  moye>  should  have  played  KP.  one 
square. 


EIGHTEENTH  GAME. 


1.  KB. P.  two  squares. 

2.  KKt  to  KB.  third. 

3.  KKt.  to  K  fifth. 

4.  KKt. P.  two  squares. 


Blodu 

1.  Q.P.  two  squares. 

2.  Q.B.  to  KKt.  fifth. 

3.  Q.B.  to  KB.  fourth. 

4.  K.P.  one  square. 


5.  If  you  play  K.R.P.  two  squares,  he  will  move  Q.B.  to 
K  fifth,  and  afterwards  K  B.  to  K  second.     But  if 
K.Kt  P.  one  square.  5.  K.B.  P.  one  square. 


FIRST   DEFENCE. 


6.  p.  takes  K.B. P.  6.  Q.  takes  P. 

7.  KKt.  to  KB.  third.  7.  Q.B.  to  KKt.  fifth,  and 

has  the  best  position  ;  for  if  you  play  K.  P.  one  square, 
he  will  advance  K.  P.,  winning  a  Pawn  at  the  least 
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SECOND   DEFENCE. 


6.  KKt.  to  K.B.  third.         6.  KB. P.  takes  P. 

7.  K.Kt.  takes  P.  7.  K.B.  to  K.  second. 

In  the  first  place, 

8.  K.R.P.  two  squares.  8.  K.R.P.  one  square. 

9.  KKt.  to  B.  third.  9.  Q. B.  to  K.  fifth,  and  aflter- 

wards  taking  K.  Kt,  will  have  the  best  of  the  game. 

In  the  second  place, 

8.  Q.P.  one  square.  8.  K.R.P.  one  square. 

9.  Kt.  to  K.B.  third.  9.  KB.  to  KR.  fifth.+ 

10.  Kt.  takes  KB.  10.  Q.  takes  Kt.+ 

11.  K  to  Q.  second.  11.  Q.  takes  KB.P.,  cheeky 

and  has  evidently  the  best  of  the  game,  arising  from  the 
bad  opening  of  the  White. 


CHESS    PROBLEMS, 


L  L 


As  I  have  purposely  withheld  the  Solutions  to  the  following  IVohkoH^ 
more  than  usual  care  has  been  taken  to  free  them  from  ereiy  sort  of 
er^or.  I  fear,  howeyer,  that  notwithstanding  repeated  cxammariop^ 
some  may  be  incorrect,  and  others  may  be  solved  in  fewer  moves  thsn 
stated. 

There  can  be  no  doubt  that  those  who  discover  the  method  of  winning 
from  the  Diagrams  alone,  are  entitled  to  the  praise  of  having  finily 
solved  these  Problems;  but  the  like  praise  cannot  be  given  to  tboie 
who,  placing  the  pieces  on  the  board,  try  first  this,  then  thai  move, 
until  they  have  hit  on  the  right  one.  It  must,  however,  be  conftned 
that  the  latter  method  considerably  lessens  the  difiiculty. 


CUE88   PROBLEMS. 
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No.  L 


^W^^^^<^'^'%*^>^'»^»^^^<»%#»^l»^>^^>*»»^*»^W*» 


SKj^ite  to  fofn  in  Jpdtit  iSMes. 


A^r^^^»%^^^»%^^»l^^i^w^y^^i^^p» 


BLACK. 


WHITB. 


^ 


508 


CHE8S   PRODLEM8. 


No.  II. 


W**-  ^."^^  Sr^^%^^%^  •^^«^^\^\^V#\«  >.     ' 


VXbitM  to  tofh  fn  ^mx  ilSbbcsJ 


BLACK. 


WHITE. 


CHESS   PROBLEMS. 
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No.  in. 


arn^itt  to  iDin  in  Jfibt  jnoiw. 


BLACK. 


WHITE. 


JSSiittt  a  Wn  fn  Jpfti  iWUitn. 


CHESS   PROBLEMS. 
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No.  V. 


W,\titt  to  fDin  in  jffibt  HOtAm. 


^^I^»^<^»^»^»^I^>^^^^\^W^^^W^^»^^#M^»V^^% 


BLACK. 


WHITE. 


4^ 


CHESS   PBOBLEHS. 


aKIiftc  to  iiAv  Ui  Sbfx  ifilottts. 


f  "/ 

m.. 

R 

w> 

■^ 

i* 

i. 

# 

•■^ 

h 

CHE88   PROBLEMS. 
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No.  vn. 


SRIite  t$  fDfn  (n  ^ix  iWobcf. 


BLACK. 


WHITE. 


^ 


M  M 


J' 


KOUt  u  loin  In  %<l  ittibo. 


CHS88  PROBLEMS. 


616 


NalX. 


fc^^^^^^^^^N^-^^^^^M^ 


SKIftr  to  foin  in  Sbebm  iVUbn. 


^^^S^^\^w»  ^^  ^^%^m^^^^^^s^'^^^tr*^^*i^^0^ 


BLACK. 


WHITS. 


W 


CHESS   PBOBLEMS. 


617 


No.  XL 


Waibiti  to  fnin  m  ^tbtn  £VUbii. 


BLACK. 


W  H  f  T  £. 


^ 


CHESS   PBOOLEHe. 


CHESS   PROBLEMS. 


509 


No.  III. 


mbitt  to  bin  Jn  .^ibt  iVUbn. 


BLACK. 


WHITE. 


aufu  u  bin  in  J^ftt  i)M». 


CHE88   PROBLEMS. 


511 


No.  V. 


^  ^^^^Ni^^^^^^^^^^^^^^^^^^^^^^w 


aaiite  to  fDin  in  jffibt  0i9bt%. 


^>^^w^^^^<^>^l^l^^^>^^^^^^^^^^^^^^*^*M^% 


BLACK. 


WHITE. 


4^ 


mm  a  Mn  cii  ibb  ^aiib». 


CHESS   PROBLEMS. 


513 


No.  VIL 

1 

SSIfte  t$  fofn  (n  Sbfx  iWobcf. 

: 

BLACK. 


WHITE. 


^ 


M  M 


miltt  a  tDin  in  Sbli  itMo. 


i      i      i 


CHB88  ntOBLEMS. 


616 


r 


No.  IX. 


^*m^^^^>0^r'*^'^^^^i^t^^^0^^0*^^^l^i0t0^f>^0^0^m 


aSlitr  to  fD(n  in  Sbetoi  iHUbn. 


BLACK. 


W  H I  T  B. 


^^ 


■  I 


CUS88   PROBLEMS 
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No.  XL 


VSLiiU  to  toin  in  ^tbtn  iBtoiMi 


BLACK. 


WHITE. 


^ 


aaiifu  u  Mn  In  Sbcbra  itlotn. 


♦ 


CHE88  PROBLEMS. 
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No.xin, 


^^^^^AA  %^  >^^^^^^^^^0^^^0^^^^^^^^ 


VXbUt  ta  (Bin  In  SMmt  iVIofKf. 


^^^^t^^»0^0*^^^^^0*^^t^^*^^»t0^0^t0^^^m 


BLACK. 


API 


WHITE. 


^^^ 


aatiit  a  Un  In  Efslt  iCtilin. 


i  1  i. 

^      \  ■     'H 


CIIRS8    PROBLEMS. 
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No.  XV. 


VKbiU  to  bin  in  'Sig^t  iBlobts. 


BLACK. 


WHITE. 


^ 


N  N 


CKB68   PROBLEMS. 


3SWte  to  fofn  in  lEi^t  JBUrius. 


C1IE68    PROBLEMS. 
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No.  XVII. 


SRIbite  to  iD(n  in  £ig|^t  iMobes. 


BLACK. 


WHITE. 


4^ 


CHESS    PKOBLEMS. 


ffit^tu  ta  tDin  fn  1S^  iVl^ct. 


rp 

i 


^ 


,1, 


CHESS    PilOBLKMS. 


525 


No.  XIX. 


VSHiu  to  tofn  in  SCen  filkfm. 


0\.^^^sr%    ■%  -^  *^ 


BLACK* 


WHITE. 


CHESS   PROBLEMS 


aatifu  a  tain  in  ®m  .^tns. 


#  i        \  k 


"^ 


CHESS   PROBLEMS. 


527 


No.  XXI. 


mJbitt  to  foin  in  Sleben  iMobes. 


BLACK. 


WHITE. 


528 


CHESS   PROBLEMS. 


NaXXn. 


VaUtt  to  brfn  (n  £I(6fn  iOofM. 


BLACK. 


WHITE. 


»i'> 


CHKSS   PKODLEM8. 


529 


No.  XX TIL 


■  'V    NtfV^,    ^  . 


aatbiu  to  toin  in  JFifuen  inobts. 


BLACK. 


I 


^ 


9kmA 


% 


^ 


^ 


J 


%. 


vt7^?7f?T/. 


'WM 


Ik 


Hi. 


1 


■ 


^ 


» 


WHITE. 


_J 


#^ 


<)  () 


530 


CH£8S   PROBLEMS. 


No.  XXIV. 


'*~'*-^   '^''^^V^«^^''>%>V^V*V.'Vi«V^V^.*  - 


USSJbitt  to  toin  in  SbcbenUen  fUtbn. 


BLACK, 


WHITR 


# 


CHESS   PROBLEMS. 


531 


No.  XXV. 


mil^ltt  to  fotn  foil^  ?St.?Ett$afDn  in  jfflftQ'Smt  iStobes, 

WITHOUT  ANY  BLACK  PAWN  BEIKO  TAKZK  OR  MOVED. 


BLACK. 


WHITE. 


I.i 


